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ABSTRAK

This research discusses the design of an animated video entitled “KULON” as a
medium for educating students on time management during online classes. The
purpose of this animation video project is to educate students on managing their
time management during online learning. The study was conducted during the Sth
semester, focusing on various aspects of the animation production process,
including Script Writing, 3D Modeling, Texturing, Rigging, and 3D Animate The
research utilized a qualitative descriptive method with a design thinking
framework. The data was collected through a questionnaire involving 30
respondents who are students currently engaged in online classes. The results of
the study demonstrate that the “KULON” animated video is an effective
educational tool for students in the context of online learning.

Keywords: Animation, 3D Animation, Rigging, Texturing, 3D Modeling, Script,
Time Management, Online Classes

Penelitian ini membahas perancangan video animasi berjudul “KULON” sebagai
media edukasi untuk membantu mahasiswa dalam manajemen waktu selama
perkuliahan daring. Tujuan dari pembuatan video animasi ini adalah untuk
memberikan edukasi kepada mahasiswa dalam mengelola waktu mereka selama
perkuliahan daring. Dimasa perkuliahan semester 8, penelitian ini difokuskan
pada berbagai aspek pembuatan video animasi, termasuk dalam penulisan Script,
3D Modeling, Texturing, Rigging, dan 3D Animate sebagai bagian dari tahapan
pipeline animasi. Metode penelitian yang digunakan adalah deskriptif kualitatif
dengan design thinking. Peneliti melakukan teknik pengumpulan data melalui
kuesioner yang melibatkan 30 responden yang merupakan mahasiswa yang
menjalani perkuliahan daring. Hasil penelitian menunjukkan bahwa video animasi
“KULON” efektif sebagai media edukasi dalam konteks perkuliahan daring bagi
mahasiswa.

Kata Kunci: Animasi, Animasi 3D, Rigging, Texturing, 3D Modeling, Script,
Manajemen Waktu, Perkuliahan Daring

viii



DAFTAR ISI

LEMBAR PENGESAHAN TUGAS AKHIR .....ccccoiiiiiiiiniteieeeeesee e ii
LEMBAR PERSETUJUAN SIDANG TUGAS AKHIR ......ccccoviiiiiiiiinieeieeieeee iii
PERNYATAAN BEBAS PLAGIARISME .......oooiiiiiiiiieieeceee e iv
PERNYATAAN PUBLIKASI KARYA ILMIAH ...ccooiiiiiiiieeeeeeeeeee e v
PRAKATA .ottt ettt e e et e e e st e e e e s st e e e e sensaeeeeenneeeesnnnees ivi
ABSTRAK ...ttt e viii
DAFTAR ISttt sttt st st et sbe et iX
DAFTAR TABEL ...ttt sttt st st Xi
DAFTAR GAMBAR ..c.oitiieteee ettt sttt s Xii
DAFTAR LAMPIRAN ...ttt ettt sttt ettt et siae et aeeteesaaaenneesnns Xiii
BABI
PENDAHULUAN ..ottt ettt sttt sttt sbt e st sbe e sate e bt e st e e nbeesaee e 1
A. Latar Belakang Masalah ...........ccoooioiiiiiiiiiiee e 1
B. Identifikasi Masalah ..........ccoceiiiiiiiiniiiie s 5
C. Batasan Masalah .........cccooiiiiiiiiiiiii e 6
D. Rumusan Masalah ..........cc.oooiiiiiiiniiiiieeeee e 6
E. Tujuan Penelitian ........ccoeeviiriiriiiiiicsieeceseee e 7
F. Manfaat Penelitian ..........cocceeriieiiiniiiieeie e 7
BABII
KAJTAN PUSTAKA .ttt ettt ettt et st et s ate b e s eaee s 8
AL ANTINAST uviiiiieeiitie ettt st s e e ste e e sabe e et e e s bt e e snaaeesabteesbaeesbeeenbeeeas 8
B. Manajemen Waktu .......cccoouiiiiiiiiiieieeeeeeese e 18
C. Pembelajaran Daring .........ccccueeiieiiieiiinieeie e 19
DL SCTIPL e s 26
E. 3D MOAEING ....viiiiiiiieeiieeteee ettt sttt e st 27
FuRIGZINEG .ttt 32
G TEXEUIINEZ ..ttt ettt ettt sbe b et sbeenbe e 35
| BN 3330 F: S G ] P 39
I. Hasil Penelitian Yang Relevan ..........coccooveeniiiiiiniiiniienieceeie e 41
BAB III
METODE KAJTAN ...ttt ettt ettt ettt et s e et e st e enbeesaeeebeesaneens 43
AL Jenis Penelitian .......cecueeeeiiecciee ettt 43
O 0o Lo 1 1 74 -SSP 44
B D L TSRS 45
O (o (= (- TP PP P TRPPPTRUPPTRPI 45
G, PLOTOTYDE . ananaea 46
5L TSt oo 46
B. SUBJEK KAJTAN ..ottt et sttt s st e 47
1. Lingkup PeKerjaan ........cccocvviiiiiiieciiecie ettt 47
T Yo 4«1 S 47
D. 3D MOGEIING ...t 48

X



(o o4 To ) (oo | VSRR PSPR 48

(o B =3 4 0 T SRR 49

€. RIGQUNG eoeeeeeeeee e 49

F. 3D ANIMQALING ...veeeeeeeee ettt s 50

2. Perangkat Keras dan Perangkat Lunak........cccocoueeiiniieeiiniieee e 50

3. DESKIIPST FIlM ceeiiiiiiee ettt e saae e s e e e 51

C. PENGUMPULAN DATA ...ttt stee vt sveesaeenae s 53

D. PIPELINE PEMBUATAN ANIMASI “KULON......coceeiieieeeieereecie e 55

L. Pra — ProdUKSI ..cveeviriiieieieeeeeese e 55

B o (0 Te LU ) ISR 56

3. Pasca ProduksSi......ccccueeeiiieciieecie e 56

E. ANALISIS DATA ..oo oottt et e ve e e s e rae s 56
BAB IV

HASIL KAJIAN DAN PEMBAHASAN ....oooiiiitceceetecte ettt 58

A. Pembuatan Video Animasi “KULON .......cccccovviiiriiieiiiieniieenieeesiee s 58

Lo ETPDRALIZE oottt sttt e e s e e naaeeens 58

2 U [T SRS 61

3. POtOLYPE ..t 63

2. 3D MOdEIING ...t 63

1) BIOCKING .....veeeeaieeee ettt e e s 65

2) DLAIlING ..c..veeeeeeeee et 67

D TOXIUTING et 68

1) UV MAPPING ceoveaiiaeieiieee ettt evee et e e e 68

2) ProSes TEXtUIING ......cccoeeueeeeeeiiieeieeiieeeeeieeeeeesveee s e svaeee e 69

C. RIGZING .vvviiiiiiiiiiii 70

1) BOAY RigQiNG ...uveveeeeieeieeiiiiieeecieee et 71

2) FACIQl RiGQiNg .....ccuuvuviieiiiiieieiiieeeeeciiee e eevee e eseee e s esaaea e 73

d. 3D ANIMALE ..ccuvieeeiiieciiee e e e e e e s e e sre e e ere e e areeenes 75

1) BIOCKING .....vveeaieeeeeeee ettt e 75

2) SPLINE ...t 76

B) POLISRING ...ttt e 77

B. Penerimaan penonton terhadap video animasi “KULON”.........ccccccevvennennee. 78

C. Keterbatasan Peneliti.........ccccevvueeiieniieiienie s eiee st 84

BAB YV

KESIMPULAN ...ttt ettt ettt ae e veesabeeeteesaseeseessseeseessneans 85

g 11011 F: o OO USRS 85

S TR £1010) 112 T RPN 85

LG | v 1 PR OPRTSRRPPRO 87

DAFTAR PUSTAKA ...ttt ettt sttt et ae b e s ae et sntaebeassaeentaens 88

LAMPIRAN ..ottt ettt ettt sttt e st te e et e e sba e et e ebaeesseeseesssaenseessseenseens 90



DAFTAR TABEL

Tabel 2.1 Hasil Penilitian Yang Relevan...........cccooveviieiiiiniiiiciieiececeece e 42
Tabel 3.1 Referensi Design Thinking..........ccccocciviiiiiiiiiiiiiiicc, 47
Tabel 4.1 Indikator Pertanyaan............cccccociiviiiiiiiiiiiiiiiiiiccce 79
Tabel 4.2 Pertanyaan...........ccccoecviiiiiiiiiiiiiiiiiiciici e 80

Xi



DAFTAR GAMBAR

Gambar 2.1 Prinsip Squash and StretCh............cccoeviiiiiiiniiiiiiiiecieeeceee e 10
Gambar 2.2 Prinsip ANtICIPATION. ...c..ievuieriieiieriiiieente ettt 11
Gambar 2.3 Prinsip Staging........ccccooueiiiiiiiiiiiiiiiiiiiiiiccic e 11
Gambar 2.4 Prinsip Straight Ahead and Pose to PoSe.........ccoceeeiiniiiiiiniiniiinicnens 12
Gambar 2.5 Prinsip Follow Through and Overlapping Action............ccccoceevvieiinnnnn. 12
Gambar 2.6 Prinsip SIOW in SIOW OUL.......eeiiiiiiiiiiiiiieiiieeieeeeeeeeeeee e 13
Gambar 2.7 PIINSIP ATCS..ccouutteiiieeiiteeeite ettt ettt e ettt e ettt e st e st e sabteesabeeesanee s 14
Gambar 2.8 Prinsip Secondary ACION..........coveerieeiiieriiineenieeiieeee et 15
Gambar 2.9 Prinsip Timing and Spacing...........ccceevveerieriieenienieenienieeieeneeeee e 16
Gambar 2.10 Prinsip EXag@eration........c..ccceevierieiiiiiiniiiiniiiecieceeiececeeee e 16
Gambar 2.11 Prinsip Solid DIawing........ccccoceevirviiniiiiniiiniiniiiienicieeecnecieceeseenees 17
Gambar 2.12 Prinsip APPeal.....cc.eooiiiiiiiiiiiiiieeieeeete e 18
Gambar 2.13 Hard Surface Modeling.........c.ccoevvieriiiiiiiiniiniiniiniciicicnicecesees 29
Gambar 2.14 Organic Modeling..........coceeeuieiiriiiiiniiniiienieeciececieeee e 30
Gambar 2.15 Contoh RiZING......cccovveriiiiiniiiiiiiieiieicceeeeeeee e 32
Gambar 2.16 Contoh Animasi 3D.....cc.ccceviiiiiniiiiiiiiiiieeeeeec e 39
Gambar 3.1 Diagram Design Thinking..........ccccoceevirviiniiiiniiniiniiieniciccieneeieeens 44
Gambar 3.2 Pipeline Pembuatan Animasi “KULON.......c.cccoociiiiiniiniiinnieniceeee 55
Gambar 4.1 Referensi EVIFONMENt...........cccocviviiiiiiiiniiniiiiiciecicneecceceeeeee 59
Gambar 4.2 Referensi ANIMAST .....oceeeeeviieiinieniiiieicieeteseeeerce et 61
Gambar 4.3 Penulisan SCIiPL........cccevieriiiiinieiiiieiiee et 64
Gambar 4.4 Blocking Awal Layout (Kamar).........cccceeveenerieniininicniencnicneeieeeee 65
Gambar 4.5 Blocking Awal Karakter (Wajah).........ccccoooeeviriiniininiiniiieicnecicneee 65
Gambar 4.6 Blocking Awal Layout Kamar (Perabotan)..........cccccecevveevcrieneeniennene. 66
Gambar 4.7 Blocking Awal Tubuh Karakter...........cccceeverieniniiniiiiniiiciicneees 67
Gambar 4.8 UV Mapping Pada Karakter.............ccoceeiieiiiniiiniiniccececeee 69
Gambar 4.9 UV Mapping Pada Environment..........ccccceceeeveenieniienienneenieeeeneeeee. 69
Gambar 4.10 Texture Environment Pada Substance Painter.............c..ccccooeiiinnnne 70
Gambar 4.11 Texturing Environment pada Substance Painter...............ccccccceveninnnins 70
Gambar 4.12 Rigging Advance SKeleton..........ccocuvevieriiiiieniieiiiinieecrccececene 71
Gambar 4.13 Rig@ing Biped........coceiiiiriiiiiiiiieiceeeeeeeeeeere e 72
Gambar 4.14 Body Rigging Farel..........cccoooiiiiiiiiiiiieceeee e 73
Gambar 4.15 Proses Facial Rigging Farel............ccccoooiiii 74
Gambar 4.16 Proses Animate 3D.........ccccociviiiiiiiiiiiniiiinicicee e 75
Gambar 4.17 Proses Pembuatan BIOCKINg..........ccccoeiiviiiiniiiiniiiiiiiccecee, 76
Gambar 4.18 Proses Pembuatan Spline.........c.ccccoceeeeiieniiiiioniiniinciieeccecie e 77
Gambar 4.19 Proses Polishing ANImasi........coceevveeriieniiineeniieeiieiececseeceesee e 78

Xii



Lampiran 1.
Lampiran 2.
Lampiran 3.
Lampiran 4.
Lampiran 5.
Lampiran 6.
Lampiran 7.
Lampiran 8.

DAFTAR LAMPIRAN

Biodata Penulis..........cocoviiiiiiniiiiicicc e 90
Salinan Lembar Bimbingan Tugas AKRir..........cccceoeviiniiiinienieieene 91
Dokumen Pendukung Penyusun TA........cccccoceeviniininiiniiniiicneccnens 93
Dokumen Uji Proposal TA.......ccccocueriiiiiriiniiinieneeeceeeeecneeee s 103
Lembar Hasil Cek Plagiarisme...........ccccoeveviiiiiiiiniiiiiiiiiiiiiicics 105
Surat Kontrak PI/Penerimaan Pl...........c.ccccooiiiiiiniiiiiniiiiceee 109
Sertifikat Uji Kompetensi/Sejenis........ccccvevueriiiiiiiiiiiniiiiiiiiiicicis 111
Transkrip Kuesioner Google Form...........cccccooiiiiiiiniiiiiiin 112

Xiii



	PRAKATA
	ABSTRAK
	DAFTAR ISI
	DAFTAR TABEL
	DAFTAR GAMBAR
	DAFTAR LAMPIRAN

