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ABSTRAK

Judul Tugas Akhir : Film Pendek Animasi 3D “MAGI”
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Pembimbing Il : Muhamad Suhaili, S.E., M.Kom

People who have differences generally feel a lack of self-confidence (Self-
Confidence), and self-acceptance (Self-Acceptance). Self-acceptance is the degree to
which a person already knows his personal characteristics, both strengths and
weaknesses and can accept these characteristics in his life so as to form his personal
integrity. The animated film “Magi” wants to presentan entertaining short animated film
with the theme of self-acceptance and hasan interesting animated film storyline, and is
played by indigo characters. Inmaking the animated film "Magi"”, the author uses
Autodesk Maya 2020 software, Adobe After Effects, and several other supporting
software. The author served as Storyboard Artist, 3D Modeller, and 3D Lighting Artist.
Theauthor hopes that this Final Project of the animated short film "Magi" can provide
insight into the value of humanity in everyday life, produce animatedshort films that can
entertain with useful messages, and produce animated works with good storyline,
process, and quality.

Orang yang memiliki perbedaan umumnya merasakan kurangnya rasa percaya diri
(Self-Confidence), dan penerimaan diri (Self-Acceptance). Penerimaan diri dapat
disimpulkan sebagai derajat dimana seseorang telah mengetahui karakteristik
personalnya baik itu kelebihan maupunkekurangannya dan dapat menerima karakteristik
tersebut dalamkehidupannya sehingga membentuk integritas pribadinya. Film animasi
“Magi” ingin menampilkan film pendek animasi yang dapat menghibur dengan tema
penerimaan diri dan memiliki alur cerita film animasi yang menarik, dan diperankan
oleh karakter indigo. Dalam pembuatan film animasi “Magi”, penulis menggunakan
software Autodesk Maya 2020, Adobe After Effect, dan beberapa software pendukung
lainnya. Penulis bertugas sebagai Script Writer, Character Design dan 3D Animate.
Penulis berharap karya Tugas Akhir film pendek animasi “Magi” ini dapat memberikan
wawasan tentang nilai kemanusiaan di kehidupan sehari-hari, menghasilkan film pendek
animasi yang dapat menghibur dengan pesan yangbermanfaat, dan menghasilkan karya
animasi dengan alur cerita, proses, dankualitas yang baik.

Kata Kunci: Penerimaan Diri, Indigo, Animasi
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