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ABSTRAK 

This final project report contains the design of an animated short film entitled "Jack and Jun" 

with the theme of animal welfare because of the many cases of violence spread on social media 

in Indonesia. This film adheres to the principle of 5 animal freedom rights, from these 5 points 

the author takes 1 point, namely the right to be free from hunger and thirst and based on Law 14 

Number 14 of 2016 concerning animal welfare. This film is a light drama and comedy genre, 

hoping that the audience can be entertained while getting a little meaning of the message 

contained in this film. This animated short film tells the story of Jack, a magician who wants his 

performance to be successful but he is hindered by Jun going on a rampage due to hunger, the 

author plays the role of a script designer, sound and audio, and 3D character models, using 

observation methods and literature studies, the author observes, reads, and watches various 

references from social media, articles, journals and books. The author uses supporting software 

such as Microsoft Word, Audacity, and Autodesk Maya. 
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Laporan tugas akhir ini berisi tentang perancangan film pendek animasi yang berjudul “Jack and 

Jun” bertema kesejahteraan hewan karena banyaknya kasus kekerasan tersebar dimedia sosial di 

Indonesia. Film ini berpegang pada prinsip 5 hak kebebasan hewan, dari lima (5) poin tersebut 

penulis mengambil satu (1) poin yaitu hak terbebas dari rasa lapar dan haus dan dengan 

berlandaskan pada UU Nomor 14 Tahun 2016 tentang kesejahteraan hewan. Film ini bergenre 

drama dan komedi yang ringan berharap penonton dapat terhibur sekaligus mendapat sedikit 

makna pesan yang terkandung film ini. Film pendek animasi ini menceritakan Jack seorang 

pesulap menginginkan pertenjukan nya sukses namun ia terhalang oleh jun sedang mengamuk 

karena kelaparan, penulis berperan sebagai perancang script, sound dan audio, dan 3D karakter 

model, dengan menggunakan metode observasi dan studi literatur, penulis mengamati, membaca, 

dan menonton berbagai referensi dari sosial media, article, jurnal dan buku. penulis menggunakan 

software penunjang seperti, Microsoft Word, Audacity, dan Autodesk Maya. 

Kata Kunci: Film animasi 3D, kesejahteraan hewan, UU, karakter 3D, Script 
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