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ABSTRAK 

 

Judul Tugas Akhir        : Film Pendek Animasi 3D “Try” 

Penulis                         : Nadilla Cahyani 

Pembimbing I              : Moses Raissa Graceivan, M.Sn 

Pembimbing II             : Prily Fitria Aziz,S.Kom.,M.Kom 

 

 

This study aims to educate the public through a 3D animated short film 

entitled “Try”, especially regarding the development of increasingly 

sophisticated technology. Robots, Nano Batteries and Artificial Intelligence 

(AI) are one of the technologies that will develop in the future. With the 

rapid development of technology, of course there are dangers that can destroy 

a human civilization. Data collection techniques using observation 

techniques about future technologies. The methods used in making this 

animated short film are subdivision modeling, advance skeleton  rigging 

and substance painter texturing. 

 

Keywords: 3Dtry,Technology,Sophiscated,Robot and Artificial 

Intelligence. 
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Penelitian ini bertujuan untuk mengedukasi masyarakat melalui film pendek 

animasi 3D berjudul “Try” terutama mengenai perkembangan teknologi yang 

semakin canggih.Robot,Baterai nano dan Artificial Intelligence(AI) 

merupakan   salah satu perkembangan teknologi,tentu saja bahaya yang dapat 

menghancurkan peradaban manusia.Teknik pengumpulan data 

menggunakan teknik observasi tentang teknologi yang akan datang. Metode 

yang digunakan dalam membuat film animasi ini yaitu subdivision 

modelling,advance skeleton rigging dan substance painter texturing. 

 

 

 Kata Kunci: Animasi3Dtry,teknologi,Canggih,Robot dan Artificial 

Intelligence 
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