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ABSTRAK 

  

Judul Tugas Akhir : Film Pendek Animasi 3D & 2D “Wendy, The Girl Who  

Fight Back”  

Penulis  : Muhamad Khoiri Amarulloh  

Pembimbing I  : Antonius Edi Widiargo, S.T., M.I.Kom. Pembimbing II  : 

Tri Fajar Yurmama S., S.Kom., MT.  

  

Film animasi merupakan film yang banyak diminati pada era globalisasi pada 

masyarakat. Dalam pembuatan Film animasi kita memerlukan teman untuk berpikir 

bersama-sama dan menyatukan pikiran demi satu tujuan. Film animasi “Wendy,  

The Girl Who Fights Back” merupakan film animasi yang bertema silce of life 

kisah ini Diakses dari kehidupan sehari hari yang di zaman sekarang sudah banyak 

teknologi yang mulai menggantikan profesi manusia, salah satunya ialah robot. 

Penulis bertugas sebagai 3D Character Modeller, 3D Character Rigger, 3D 

Animator, 2D Animator, & Visual Effect Artist. Dalam pembuatan film animasi  

“Wendy, The Girl Who Fights Back”, Akhir film pendek animasi “Wendy, The Girl  

Who Fights Back” ini dapat memberikan wawasan tentang nilai kemanusiaan di 

kehidupan sehari- hari, menghasilkan film pendek animasi yang dapat menghibur 

dengan pesan yang bermanfaat, dan menghasilkan karya animasi dengan alur cerita, 

proses, dan kualitas yang baik.  

  

Kata Kunci: Modern, Robot, Animasi   
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ABSTRACT  

  

Title of thesis  : 3D & 2D Animated Short Films “Wendy, The Girl Who 

Fight Back”  

Writter  : Muhamad Khoiri Amarulloh  

Advisor I  : Antonius Edi Widiargo, S.T., M.I.Kom.  

Advisor II  : Tri Fajar Yurmama S., S.Kom., MT.  

  

Animated films are films that are in great demand in the era of globalization in 

society. In the making of animated films we need friends to think together and unite 

thoughts for one purpose. The animated film "Wendy, The Girl Who Fights Back" 

is an animated film with the theme of silce of life this story is taken from everyday 

life which in this day and age has many technologies have begun to replace the 

human profession, one of which is robots. The author serves as a 3D Character 

Modeller, 3D Character Rigger, 3D Animator, 2D Animator, &Visual Effect Artist. 

In the making of the animated film "Wendy, The Girl Who Fights Back", The end of 

this animated short film "Wendy, The Girl Who Fights Back" can provide insight 

into the value of humanity in daily life, produce animated short films that can 

entertain with useful messages, and produce animated works with good storyline, 

process, and quality.  

Keywords: Modern, Robot, Animation  
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