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ABSTRAK

This research discusses the design of a 3D animated short film entitled "The Mouse"
with the aim of being a medium for introducing the negative impacts of rat pests.
The 3D animated short film "The Mouse" wants to present an animated film that
entertains and educates the audience by presenting the characters Ragnar, Magnus
and the Mouse. In making the animated short film "*The Mouse", we used Autodesk
Maya2024, Blender, Adobe Premiere, Medibang Paint, and Adobe After Effects.
This research focuses on creating animations for mouse characters so that the
characteristics and characteristics of the characters are conveyed. This research
uses a qualitative descriptive approach with data collection techniques from
informant interviews consisting of Polimedia teenagers. The results of this research
indicate that the animated film "The Mouse™ can be used as an educational medium
for introducing the negative impacts of rat pests.

Keywords: Animation, Rat Pest, Animating

Penelitian ini membahas perancangan film pendek animasi 3D berjudul “The
Mouse” dengan tujuan sebagai media pengenalan dampak negatif hama tikus. Film
pendek animasi 3D “The Mouse” ingin menampilkan film animasi yang menghibur
sekaligus mengedukasi penonton dengan menghadirkan karakter Ragnar, Magnus,
dan Tikus. Dalam pembuatan film pendek animasi “The Mouse”, kami
menggunakan Autodesk Maya2024, Blender, Adobe Premiere, Medibang Paint,
dan Adobe After Efect. Penelitian ini berfokus dalam pembuatan animating pada
tokoh tikus agar sifat dan ciri khas karakter tersampaikan. Penelitian ini
menggunakan pendekatan deskritif kualitatif dengan teknik pengumpulan data
wawancara informan yang terdiri remaja Polimedia. Hasil penelitian ini
menunjukan bahwa film animasi “The Mouse” dapat dijadikan sebagai media
edukasi untuk media pengenalan dampak negatif hama tikus.

Kata kunci : Animasi, Hama Tikus, Animating
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