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ABSTRAK

Judul Tugas Akhir  : Film Pendek Animasi Hybrid 2D & 3D “Tears of Stone”

Penulis . IThsan Abdul Karim
Pembimbing | : Antonius Edi Widiargo, S.T., M.I.Kom.
Pembimbing Il : Tri Fajar Yurmama S., S.Kom., MT.

Film Animasi merupakan salah satu pilihan hiburan yang diminati oleh
banyak masyarakat di era globalisasi ini. Terutama bagi anak-anak berusia dini,
film animasi ini sangat digemari. Namun masih banyak masyarakat yang tidak
mengetahui bahwa Film Animasi juga merupakan media edukasi. Hal ini bisa
dimanfaatkan untuk mengangkat kembali legenda atau cerita rakyat yang sudah
mulai terlupakan. Salah satunya yaitu legenda Batu Menangis yang sudah dirasa
mulai tidak relevan di zaman modern sekarang ini. Penulis beserta tim memiliki ide
untuk membuat film animasi dengan cerita yang terinspirasi dari legenda Batu
Menangis lalu dikombinasikan dengan konsep Science Fiction (Sci-Fi) modern.
Karya film animasi yang ingin kami buat berjudul “Tears of Stone”. Untuk
membuat karya tugas akhir ini, perlu dilakukan beberapa tahapan mengenai proses-
proses pengerjaan film animasi. Diantaranya ialah pra-produksi, produksi dan
paska-produksi. Adapun beberapa penelitian yang harus penulis beserta tim
lakukan yaitu penelitian untuk mempelajari cara kerja EVP (Electronic Voice
Phenomenon) dan legenda asli Batu Menangis dari cerita rakyat Indonesia. Film
animasi karya tugas akhir “Tears of Stone” ini memadukan elemen grafis 3D dan
ilustrasi 2D serta beberapa software yang digunakan antara lain ialah Autodesk

Maya, Adobe Illustrator, Substance Painter, Adobe Premiere dan lain-lain.

Kata Kunci: Keluarga, Misteri, Supranatural, Animasi



ABSTRACT

Title of thesis : Film Pendek Animasi Hybrid 2D & 3D “Tears of Stone”
Writer : Ihsan Abdul Karim

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

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

Animated films are one of the entertainment options that are in demand by
many people in this era of globalization. Especially for young children, this
animated film is very popular. However, there are still many people who do not
know that animated films are also an educational medium. This can be used to bring
back legends or folk tales that have begun to be forgotten. One of them is the legend
of the Crying Stone which has become irrelevant in today's modern times. The
author and his team had an idea to make an animated film with a story inspired by
the legend of the Crying Stone and then combined it with the concept of modern
Science Fiction (Sci-Fi). The animated film that we want to make is entitled "Tears
of Stone". To make this final project, it is necessary to do several stages regarding
the process of working on an animated film. Among them are pre-production,
production and post-production. There are several studies that the author and the
team have to do, namely research to learn how the EVP (Electronic Voice
Phenomenon) works and the original legend of Batu Crying from Indonesian
folklore. This final project film "Tears of Stone™ combines 3D graphic elements and
2D illustrations as well as some of the software used, including Autodesk Maya,

Adobe Illustrator, Substance Painter, Adobe Premiere and others.

Keywords: Family, Mystery, Supernatural, Animation
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