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INTISARI 

 

Animasi 3D mengalami perkembangan yang pesat seiring kemajuan 

teknologi informasi dan perangkat lunak grafis. Dalam produksi animasi 3D, 

rigging merupakan tahap penting yang menentukan kualitas gerak dan ekspresi 

karakter. Karakter dalam animasi tidak hanya dituntut mampu bergerak secara 

natural, tetapi juga harus mampu menyampaikan emosi serta mendukung alur cerita 

secara visual. 

Metode yang digunakan dalam penelitian ini meliputi proses rigging 

karakter ayam dan kucing menggunakan perangkat lunak Blender dengan 

mengombinasikan sistem Rigify dan rigging manual. Rigify digunakan sebagai 

struktur dasar pembentukan tulang untuk mempercepat proses rigging, sedangkan 

rigging manual diterapkan pada bagian tertentu seperti mata, sayap ayam, serta 

ekspresi wajah melalui shape keys. Tahapan rigging meliputi penyesuaian struktur 

tulang, weight painting, pembuatan kontrol gerak, serta pengujian fungsi rig 

melalui uji gerak dan uji ekspresi karakter. 

Hasil implementasi menunjukkan bahwa sistem rig yang dibangun dinilai 

stabil, fungsional, dan mampu mendukung gerakan serta ekspresi karakter secara 

optimal berdasarkan uji kelayakan ahli dan evaluasi khalayak umum. Kombinasi 

Rigify dan rigging manual dinyatakan layak digunakan dalam produksi animasi 3D, 

khususnya untuk karakter hewan bergaya stylized, serta dapat dijadikan sebagai 

referensi dalam pengembangan rigging karakter pada karya animasi sejenis. 

 

Kata kunci: Teknologi Informasi, Rigging, Rigify, Blender, Animasi 3D. 
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ABSTRACT 

 

3D animation has developed rapidly along with advances in information 

technology and graphic software. In 3D animation production, rigging is a crucial 

stage that determines the quality of character movement and expression. 

Characters in animation are not only required to move naturally but also to convey 

emotions and support the visual storytelling effectively. 

The method used in this research involves the rigging process of chicken 

and cat characters using Blender software by combining the Rigify system and 

manual rigging. Rigify is applied as the basic skeletal structure to accelerate the 

rigging process, while manual rigging is implemented on specific parts such as the 

eyes, chicken wings, and facial expressions through shape keys. The rigging stages 

include skeletal adjustment, weight painting, creation of motion controls, and rig 

function testing through motion and expression tests. 

The implementation results indicate that the developed rig system is 

considered stable, functional, and capable of optimally supporting character 

movements and expressions based on expert validation and public evaluation. The 

combination of Rigify and manual rigging is deemed suitable for use in 3D 

animation production, particularly for stylized animal characters, and can serve as 

a reference for character rigging development in similar animation projects. 
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