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MOTTO 

“I still don't know what it really means to grow up. However, if I happen to meet 

you, one day in the future, by then, I want to become someone you can be 

proud to know.” 

“Teruslah berlatih, karna latihan takkan mengkhianatimu.” 

“Latihan tak dibutuhkan, kalau kau sempurna dari awal.” 
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INTISARI 

Perkembangan industri kreatif pada bidang animasi sudah semakin meluas 

dan semakin banyak animator-animator pemula yang mulai membuat film animasi. 

Namun demikian, banyak hasil dari animasi mereka yang mengabaikan atau 

melupakan tentang 12 prinsip animasi, yang berakibat pada animasinya yang 

kurang menarik. Penerapan 12 prinsip animasi dalam sebuah animasi sangatlah 

penting, hal ini akan membuat sebuah animasi terlihat lebih menarik dan tampak 

lebih hidup. 

Dalam pembuatan film animasi “The Little Hero” ini, penulis akan 

membahas 12 prinsip animasi yang telah diterapkan pada animasi tersebut. 

Software 3D yang digunakan oleh penulis adalah Blender 3D. Hasil dari pembuatan 

film animasi ini, diharapkan dapat memberi informasi betapa pentingnya penerapan 

12 prinsip animasi, dan bagaimana hasil dari kelayakan animasi yang menerapkan 

12 prinsip animasi. 

Kata Kunci : Animasi, Animasi 3D, 12 Prinsip Animasi, Blender. 

 

 

 

 

 

 

 

 

 

 



 

xix 
 

ABSTRACK 

The development of creative industries in the animation field has been 

expanded and more and more animators starters who began making animated 

films. However , many the result of animation those who neglect or forget about 12 

principle animation , which resulted in the animation are less attractive. The 

application of the 12 principles of animation in an animated is important, This will 

make an animation look more attractive and look more alive. 

In the making of the animated film "The Little Hero", the authors will 

discuss 12 principles of animation that has been implemented in the animation. 3D 

software used by the author is Blender 3D. The result of the making of this animated 

film, is expected to inform how important application of the 12 principles of 

animation, And how the result of eligibility animation implementing the 12 

principles of animation. 

Keywords : Animation, 3D Animation, 12 principles of animation, Blender. 
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