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INTISARI 

 

Perfilman animasi 3D saat ini berkembang pesat seiring meningkatnya 

kebutuhan industri kreatif akan visualisasi yang mampu menghadirkan pengalaman 

sinematik yang menarik, dan realistis. Proses animating merupakan salah satu 

tahapan penting dalam produksi film animasi karena berperan langsung dalam 

membentuk gerak, dan ekspresi. Skripsi ini berfokus pada penerapan proses 

animating menggunakan teknik pose to pose pada animasi karakter dalam film 

animasi 3D berjudul “A HOPE”, dengan penekanan pada perancangan gerak, 

penyusunan pose utama, pengaturan timing, serta tahap penyempurnaan animasi 

untuk mencapai visual yang sesuai dengan kebutuhan cerita. 

Penelitian ini menganalisis penerapan teknik pose to pose dalam proses 

animasi. Penerapan proses tersebut bertujuan untuk mendukung penyampaian 

emosi dan alur cerita dalam film animasi 3D “A HOPE”. Seluruh tahapan 

animating dilakukan menggunakan perangkat lunak Blender dengan mengikuti alur 

kerja produksi yang terdiri dari pra-produksi, produksi, dan pasca-produksi. 

Hasil penelitian menunjukkan bahwa penerapan proses animasi dengan 

teknik pose to pose secara terstruktur mampu meningkatkan kualitas gerakan 

karakter, menjaga kesinambungan gerak, serta memperjelas ekspresi dan emosi 

dalam setiap adegan. Meskipun demikian, proses animasi juga menghadapi 

sejumlah tantangan, seperti kebutuhan ketelitian tinggi dalam penyesuaian pose 

untuk mencapai kualitas visual yang diinginkan. Penelitian ini diharapkan dapat 

menjadi referensi dan bahan pembelajaran dalam pengembangan animasi 3D, 

khususnya pada tahap animating karakter. 

Kata kunci: Animasi 3D, Animating, Pose to Pose, Blender 

 

 

 



 

xvi 

 

ABSTRACT 

 

3D animated films are currently growing rapidly along with the increasing need 

of the creative industry for visualizations that are able to present an interesting, realistic, 

and emotional cinematic experience. The animating process is one of the important stages 

in animated film production because it plays a direct role in forming the movement, 

expression, and characterization of characters. This thesis focuses on the application of 

the animating process using pose to pose techniques in character animation in a 3D 

animated film entitled "A HOPE", with an emphasis on motion design, main pose 

arrangement, timing arrangement, and animation refinement stages to achieve visuals that 

suit the needs of the story. 

This study analyzes the application of pose-to-pose techniques in the animating 

process, which includes the arrangement of key poses, the creation of in-between motion 

transitions, timing settings, and the animation refinement stage. The implementation of this 

process aims to support the delivery of emotions and storylines in the 3D animated film "A 

HOPE". All stages of animating were carried out using Blender software by following the 

production workflow consisting of pre-production, production, and post-production. 

The results of this study indicate that the structured application of pose-to-pose 

animating techniques can improve the quality of character movement, maintain continuity 

of movement, and clarify expressions and emotions in each scene. However, the animation 

process also faces several challenges, such as the need for high precision in adjusting poses 

and the need for repeated revisions to achieve the desired visual quality. This research is 

expected to serve as a reference and learning material in the development of 3D animation, 

especially at the character animating stage. 

Keywords: 3D Animation, Animating, Pose to Pose, Blender 

 


