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ABSTRAK

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

Girl Who Fights Back” 

Penulis : Ilham Adiyatma 

Program Studi : Animasi 

Jurusan : Desain Grafis 

Pembimbing I : Antonius Edi Widiargo, M.I.Kom 

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

Perkembangan zaman mengakibatkan teknologi semakin berkembang. Kita 

sebagai manusia harus bisa beradaptasi dengan perkembangan teknologi tersebut. 

Film Pendek Animasi Hybrid 2D & 3D “Wendy, The Girl Who Fights Back” dibuat 

untuk menampilkan film pendek animasi yang dapat menghibur dengan tema 

kehidupan sehari-hari (Slice of life). Dalam pembuatan Film Pendek Animasi 

Hybrid 2D & 3D “Wendy, The Girl Who Fights Back”, penulis menggunakan 

software Adobe Photoshop CC 2017 untuk membuat desain, mengedit gambar, dan 

membuat efek-efek khusus. Peran penulis dalam Tugas Akhir ini sebagai Story 

Development, Script Writer, Character Design, Storyboard Artist dan  Concept Art. 

Penulis berharap karya Tugas Akhir Film Pendek Animasi Hybrid 2D & 3D 

“Wendy, The Girl Who Fights Back” ini dapat menghasilkan film pendek animasi 

yang menghibur dan mengedukasi penontonnya tentang tanggung jawab dalam 

bekerja dan menjadi bahan perbandingan bagi mahasiswa yang sedang mencari 

referensi cerita.

Kata Kunci: Perkembangan Zaman, Robot, Pekerjaan, Animasi 
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ABSTRACT 

  

Final Project Title : 2D & 3D Hybrid Animation Short Film “Wendy, The 

Girl Who Fights Back” 

Author : Ilham Adiyatma 

Study Program : Animation 

Department : Graphic Design 

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

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

 

The development of the times has resulted in the development of technology. 

We as humans must be able to adapt to these technological developments. 2D & 3D 

Hybrid Animated Short Film “Wendy, The Girl Who Fights Back” was created to 

present an entertaining animated short film with the theme of everyday life (Slice 

of life). In making the 2D & 3D Hybrid Animation Short Film “Wendy, The Girl 

Who Fights Back”, the author used Adobe Photoshop CC 2017 software to design, 

edit images, and create special effects. The role of the writer in this Final Project 

is as Story Development, Script Writer, Character Design, Storyboard Artist and 

Concept Art. The author hopes that this Final Project of 2D & 3D Hybrid 

Animation Short Film "Wendy, The Girl Who Fights Back" can produce an 

animated short film that entertains and educates the audience about responsibility 

at work and becomes a comparison material for students who are looking for story 

references. 

 

Keywords: Age Development, Robot, Work, Animation 
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