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INTISARI

Perkembangan industri film saat ini berkembang dengan pesat berbanding lurus
dengan perkembangan teknologi komputer. Di industri film, software 3 dimensi
bisa dibilang sangat dibutuhkan, baik itu untuk film live shoot, film animasi 3
dimensi, dan penggabungan film live shoot dengan 3 dimensi.

Film animasi 3 dimensi, saat ini sangat banyak diminati oleh semua kalangan baik
itu anak-anak maupun orang dewasa. Dengan bantuan software 3 dimensi yaitu
Autodesk 3Ds Max, dapat membantu memfasilitasi animator untuk proses
pembuatan animasi.

Paparan inilah yang menjadi acuan bagi penulis memilih judul “ Perancangan
Film Kartun 3 Dimensi Glow And Mollo menggunakan Autodesk 3Ds Max
dengan melalui beberapa tahap membuat animasi yaitu pra-produksi, produksi dan
pasca produksi.

Kata Kunci: Animasi, Film Animasi 3 Dimensi, Autodesk 3Ds Max
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ABSTRACT

Now a days, the development of movie industry has been moving rapidly as well
as the development of computer technology. In movie industry, 3D software is
very important, not only for 3D animation dan live shoot movie,but also can be
used to combine a live shoot movie with 3D animation.

Currently, many people very interesred in 3d animated movie nor only children
but also adutls. With the help of 3D animation software, such as Autodesk 3Ds
Max, can help facilitating rhe animator to create the animation process.

By reperencing to this explanation, the author choose to make a title “ The
Design of 3D Movie Glow And Mollo Using Autodesk 3Ds Max “, using several
steps pf animation making such as : pre-production, production, and post
production.

Keyword: Animation, 3D Animated Film, Autodesk 3Ds Max.
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