CHAPTER
INTRODUCTION

L1,  Background

The rapid sdvancement of digital technology has significantly reshaped the global film
industry, with Indonesia’s creative sector erpm’lencing & similar surge. Within this

Rigid Body dy rength and solidity. In
contrast, the "Woter Mons i, combining traditional
rig-based animation with fluid w and amorphous nature of

water. The animator must synchronize these opposing elements—fluidity versus
rigadity—into a coherent fight choreography that fits the film's visual style.

Therefore, the author is interested in examining the technical intricacies of animating
these elemental opposites. This report will discuss in-depth the workflow, animation
technigues, and problem-solving strategies wsed o create the dynamic internction



between the "Water Monster™ and "Rock Monster” hiheﬂ]m"ﬂaﬂitﬁrk,'mlﬂgﬂl
case study in advanced creature animation within film production.

1.2,  Problem Statement

What is the effective animation workflow to synchronize the interaction and combat
choreography between a rigid body character and a fluid-based character 1o ensure a
cohesive and believable fight sequence?

1.3, Research




L4, Research Objectives
In line with the problem statement, the objective to be achieved by the researcher in this
study is:

I, To describe the animation workflow needed in the project.

2. To integrate the choreography techniques required to create a believable
b b Sy ehaion it AUATS o
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