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MOTTO 

 

“I believe in my dream. It’s fragile, but in a corner of the world,  

a shining day awaits” 

 

“Broken wings can not stop me from moving on, I won't back off 

even if you strike me down and down again” 

 

“You search for the light and will open the darkness” 

 

“Hey, humans are always alone, moving on in search for a companion.  

Your beautiful future has yet to start” 

 

“Have faith in yourself and live on” 

 

“Show me the path to the end of journey” 

 

“My dreams made me blind and mute, I followed without a word. 

My dear, the fault is mine” 

 

“Don’t cry for the past, now all we can do is live” 

 

”I am sorry and thank you” 
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xv 
 

INTISARI 
 

Dunia animasi saat ini semakin berkembang pesat dengan dukungan 

teknologi yang semakin canggih dan mudah dipelajari. Film animasi telah dikenal 

sejak adanya televisi yang menampilkan gambar bergerak seperti kehidupan 

manusia, hewan, dan juga tumbuhan yang dibuat dalam bentuk animasi 2D dengan 

menerapkan teknik multimedia di dalamnya. Film animasi memiliki bentuk seni 

yang dapat menghibur anak-anak, film animasi juga telah memiliki beragam genre 

seperti action, comedy, drama, slice of life, fantasy dan lainnya yang dapat 

dinikmati oleh berbagai kalangan usia. 

Film animasi ini menceritakan tentang seorang anak yang ingin merayakan 

hari ulang tahunnya bersama keluarga dan teman, akan tetapi masalah demi 

masalah justru ia temui sepanjang hari dan membuatnya berfikir buruk tentang 

orang lain. Berdasarkan pemilihan tema cerita, film ini merupakan genre slice of 

life dimana kisah hanya akan berfokus pada tokoh utama dan lingkungan disekitar 

tokoh utama. Pembuatan film dilakukan melalui 3 tahapan yaitu pra produksi, 

produksi dan pasca produksi dengan menerapkan 12 prinsip animasi. 

Penerapan prinsip animasi dalam film menjadikan pergerakan animasi 

menjadi lebih natural dan dinamis. Film ini juga memiliki pesan moral di dalamnya, 

sehingga yang terdapat dalam film tidak hanya sebatas media hiburan tapi juga 

dapat dijadikan sebagai pembelajaran. 

 

Kata-kunci: Animasi, Film, Genre, Kartun, Multimedia. 
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ABSTRACT 
 

The world of animation is growing rapidly with the support of increasingly 

sophisticated technology which is easy to learn. Animation film has been known 

since the presence of television which shows moving picture like human life, 

animals, and plants that made in 2D by applying the multimedia techniques. 

Animation has an art form used to entertain children, also has different genre like 

action, comedy, drama, slice of life, fantasy and other that can be enjoyed by 

various parties age. 

This animation film tells the story of a boy who want to celebrate his 

birthday with friends and family. But, he run into trouble all the day and make him 

think negative about others. Based on theme story, the genre of film is called slice 

of life where the story is focused on the main character and environment around 

him. This animation film was done by 3 stages, there are pre production, 

production, and post production by applying 12 principles of animation. 

The application of 12 principles of animation in the film made the 

movement of animation become more natural and dynamic. The film also has moral 

message in it, so it is not only has entertainment but also can be used as a learning. 

 

Keywords: Animation, Genre, Film, Cartoon, Multimedia. 
 

  


