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ABSTRACT 

This study aims to design a Storyboard and Animatic for the 3D animated film 

“Stronger Together” as an effort to introduce social values such as cooperation, 

responsibility, and leadership found in traditional games, particularly the game 

bakiak. The film targets children as its main audience, using a communicative visual 

approach and a light yet educational storyline. The creation method used in this 

research is the Practice-based Research method. The data collection techniques 

used by the researcher include observation, interviews, literature studies, and 

questionnaires. Based on the data and information obtained, the design of the 

Storyboard and Animatic will greatly assist in reintroducing the importance of 

traditional games as a learning medium, especially for teaching social values to 

children through engaging and educational stories. In this way, the message 

conveyed in the 3D animated film “Stronger Together” can be delivered effectively, 

making the film a useful educational medium for society. 

Keywords: 3D animation, Storyboard, Animatic, traditional games, bakiak, social 

values, children 

ABSTRAK 

Penelitian ini bertujuan untuk merancangan Storyboard dan Animatic dalam film 

animasi 3D “Stronger Together” sebagai upaya mengenalkan nilai-nilai sosial 

seperti kerjasama, tangggung jawab, dan kepemimpinan yang ada dalam permainan 

tradisional, khususnya permainan bakiak. Film ini menargetkan anak-anak sebagai 

audiens utama, dengan pendekatan visual yang komunikatif dan cerita yang ringan 

namun edukatif. Metode penciptaan yang digunakan dalam penelitian ini adalah 

metode Practice-based Research. Pengumpulan data yang dilakukan peneliti 

meliputi teknik observasi, wawancara, studi literatur, dan kuisioner. Berdasarkan 

data dan informasi yang didapat, perancangan Storyboard dan Animatic akan sangat 

membantu untuk memperkenalkan kembali pentingnya permainan tradisional 

sebagai media pembelajaran, terutama nilai sosial kepada anak-anak melalui cerita 

yang menarik dan edukatif, dengan begitu pesan yang ingin disampaikan dalam 

film animasi 3D ”Stronger Together” dapat tersampaikan dengan baik dan 

menjadikan film animasi 3D ”Stronger Together” menjadi media edukasi yang 

berguna bagi masyarakat. 

Kata Kunci: animasi 3D, Storyboard, Animatic, permainan tradisional, bakiak, 

nilai sosial, anak-anak
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memberikan kekuatan, kesabaran dan kemampuan sehingga penulis dapat 

menyelesaikan tugas akhir ini dengan sebaik mungkin. Adapun tujuan penulis tugas 
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penulis terhadap semakin menurunnya minat anak-anak terhadap permainan 

tradisional, yang mana banyak manfaat dan nilai-nilai positif bagi perkembangan 
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1. Dr. Tipri Rose Kartika, M.M., selaku Direktur Politeknik Negeri Media 

Kreatif. 

2. Dr. Handika Dany Rahmayanti, S.Si., M.Si., selaku Wakil Direktur Bidang 

Akademik. 

3. Tri Fajar Yurmama, S.Kom., M.T., selaku Ketua Jurusan Desain 

Politeknik Negeri Media Kreatif. 

4. Lani Siti Noor Aisyah, M.Ds., selaku Sekretaris Jurusan Desain Politeknik 

Negeri Media Kreatif. 

5. Muhammad Suhaili, S.E., M.Kom, selaku Koord. Prodi Animasi 

Politeknik Negeri Media Kreatif. 



 

viii 
 

6. Niken Oktaviani, M.Pd., selaku Sekretaris Prodi Animasi Politeknik Negeri 

Media Kreatif. 

7. Herly Nurrahmi, S.Si., M.Kom. selaku dosen pembimbing penulisan yang 

sudah memberikan arahan serta saran selama penulisan. 

8. Ahmad Ariefiantoro K., selaku dosen pembimbing karya yang selalu 

memberikan arahan terkait kendala yang kami alami selama pembuatan 

karya TA. 

9. Seluruh dosen dan tenaga pengajar yang berada di lingkungan Politeknik 

Negeri Media Kreatif yang telah memberi pelayanan kepada mahasiswa 

selama menempuh Pendidikan disini. 

10. Keluarga penulis yang selalu memberikan support dan semangat kepada 

penulis dalam menyelesaikan laporan ini, terutama mamah yang selalu ada 

dan selalu mengakomodasikan apa yang penulis butuhkan. 

11. Tim Stronger Together, Shalwa dan Razan, selaku partner kerja dalam Tugas 

Akhir ini yang selalu membantu. 

12. Sahabat Bnetfit, Irvi dan Aji, selaku teman yang selalu mendengarkan keluh 

kesah penulis. 

13. Teman-teman terdekat di kelas IPS 1, Vika, Dana, Ade, dan Dela, yang 

sudah menjadi tempat bercerita bagi penulis. 

14. Teman-teman angkatan 2021 yang ikut serta membantu penulis dalam 

memberikan saran untuk menjawab kesulitan penulis. 

Penulis menyadari tugas akhir ini masih jauh dari kata sempurna. Oleh karena 

itu, kritik dan saran yang membangun dari para pembaca sangat diharapkan demi 

penyempurnaan tugas akhir ini di masa mendatang. 

Bogor, 27 Juni 2025 

Penulis, 

 

 

Cita Amalia Putri 



 

ix 
 

DAFTAR ISI 

 

LEMBAR PENGESAHAN .................................................................................. ii 

LEMBAR PERSETUJUAN SIDANG TUGAS AKHIR .................................. iii 

LEMBAR ORIGINALITAS TUGAS AKHIR DAN BEBAS     

PLAGIARISME  .................................................................................................. iv 

LEMBAR PUBLIKASI KARYA ILMIAH ......................................................... v 

ABSTRAK ............................................................................................................ vi 

PRAKATA............................................................................................................ vii 

DAFTAR ISI ......................................................................................................... ix 

DAFTAR TABEL ................................................................................................. xi 

DAFTAR GAMBAR ........................................................................................... xii 

DAFTAR LAMPIRAN ...................................................................................... xiii 

BAB I PENDAHULUAN ...................................................................................... 1 

A. Latar Belakang ............................................................................................ 1 

B. Identifikasi Masalah .................................................................................... 6 

C. Pembatasan Masalah ................................................................................... 6 

D. Rumusan Masalah ....................................................................................... 7 

E. Tujuan Penulisan ......................................................................................... 7 

F. Manfaat Penulisan ....................................................................................... 7 

BAB II KAJIAN SUMBER .................................................................................. 9 

A. Animasi ....................................................................................................... 9 

1. Pengertian Animasi ................................................................................. 9 

2. 12 Prinsip Animasi ................................................................................ 10 

3. Animasi 3D ........................................................................................... 13 

4. Storyboard ............................................................................................. 14 

5. Animatic ................................................................................................ 16 

B. Permainan Tradisional ............................................................................... 17 

C. Nilai Sosial dalam Permainan Tradisional ................................................ 19 

D. Bakiak ....................................................................................................... 20 

1. Pengertian Bakiak ................................................................................. 20 

2. Nilai Sosial dalam Permainan Bakiak ................................................... 21 

E. Practice-based Research ........................................................................... 24 

F. Animasi sebagai Media Edukasi ............................................................... 25 



 

x 
 

G. Referensi Film Animasi ............................................................................ 26 

BAB III METODE PENCIPTAAN ................................................................... 30 

A. Teknik Pengumpulan Data ........................................................................ 30 

1. Observasi ............................................................................................... 30 

2. Studi Literatur ....................................................................................... 31 

3. Wawancara ............................................................................................ 32 

4. Kuisioner ............................................................................................... 34 

B. Subjek Penciptaan ..................................................................................... 35 

1. Deskripsip Karya Film .......................................................................... 35 

2. Sinopsis ................................................................................................. 36 

3. Spesifikasi Karya .................................................................................. 37 

C. Metode Penciptaan .................................................................................... 37 

1. Persiapan ............................................................................................... 38 

2. Eksplorasi .............................................................................................. 39 

3. Perancangan .......................................................................................... 40 

4. Perwujudan ............................................................................................ 40 

5. Evaluasi ................................................................................................. 42 

D. Alur Pengerjaan ......................................................................................... 44 

1. Storyboard ............................................................................................. 44 

2. Animatic ................................................................................................ 47 

E. Perangkat Lunak........................................................................................ 48 

1. Ibis Paint X ............................................................................................ 48 

2. Adobe Illustrator ................................................................................... 49 

3. DaVinci Resolve.................................................................................... 50 

BAB IV HASIL DAN PEMBAHASAN ............................................................. 51 

A. Implementasi Practice-based Research dalam Film Animasi .................. 51 

B. Screening dan Kuisioner ........................................................................... 62 

C. Hasil Penciptaan Karya ............................................................................. 67 

BAB V PENUTUP ............................................................................................... 70 

A. Kesimpulan ............................................................................................... 70 

B. Saran .......................................................................................................... 71 

DAFTAR PUSTAKA........................................................................................... 72 

DAFTAR LAMPIRAN ....................................................................................... 75 



 

xi 
 

DAFTAR TABEL 

 

Tabel 2. 1 Tabel Capaian Hasil Nilai Sosial .......................................................... 22 
Tabel 2. 2 Indikator Nilai Sosial ........................................................................... 23 

Tabel 3. 1 Pertanyaan Wawancara Ahli ................................................................. 33 
Tabel 3. 2 Tabel Spesifikasi Karya ........................................................................ 37 
Tabel 4. 1 Keterangan Bobot/Nilai……………………………………………….65 

Tabel 4. 2 Diagram Hasil Skala Likert .................................................................. 65 

Tabel 4. 3 Hasil Pengolahan Data ......................................................................... 66 

Tabel 4. 4 Nilai Sosial dalam Storyboard “Stronger Together” ........................... 67



 

xii 
 

DAFTAR GAMBAR 
 

Gambar 2. 1 Squash and Stretch ........................................................................... 10 
Gambar 2. 2 Anticipation ....................................................................................... 11 
Gambar 2. 3 Staging ............................................................................................... 11 
Gambar 2. 4 Secondary Action ............................................................................. 12 
Gambar 2. 5 Timing .............................................................................................. 12 
Gambar 2. 6 Solid Drawing .................................................................................. 13 
Gambar 2. 7 Appeal............................................................................................... 13 
Gambar 2. 8 Contoh Gambar Bakiak .................................................................... 21 
Gambar 2. 9 Mind mapping Practice-based Research .......................................... 25 
Gambar 2. 10 Film Animamsi Si Entong .............................................................. 27 
Gambar 2. 11 Film Animasi Upin & Ipin.............................................................. 28 
Gambar 2. 12 Animasi Adit, Sopo, & Jarwo ......................................................... 28 
Gambar 3. 1 Kegiatan Observasi dengan Anak-Anak ...........................................30 
Gambar 3. 2 Alur Pengerjaan dengan Metode Practic-based Research ............... 43 
Gambar 3. 3 Alur Pengerjaan Storyboard ............................................................. 45 
Gambar 3. 4 Alur Pengerjaan Animatic ................................................................ 47 
Gambar 3. 5 Logo Ibis Paint X ............................................................................. 48 
Gambar 3. 6 Logo Adobe Illustrator ..................................................................... 48 
Gambar 3. 7 Logo DaVinci Resolve ..................................................................... 49 
Gambar 4. 1 Entong sedang Menolong Memet .....................................................52 

Gambar 4. 2 Karakter Adit, Ucup, dan Pak Haji ................................................... 53 

Gambar 4. 3 Cikgu Jasmine memberi Nasehat. .................................................... 53 

Gambar 4. 4 Wawancara Langsung dengan Kak Ayu Nirmala ............................. 54 

Gambar 4. 5 Wawancara Via Gmeet dengan Fadlan ............................................. 56 

Gambar 4. 6 Thumbnail Storyboard dengan Kertas dan Pensil ............................ 58 

Gambar 4. 7 Rough Storyboard menggunakan Ibis Paint X ................................. 59 

Gambar 4. 8 Tahapan Penyusunan pada Clean Up Storyboard ............................ 60 

Gambar 4. 9 Tahapan Clean Up Storyboard ......................................................... 60 

Gambar 4. 10 Tahapan Animatic menggunakan DaVinci Resolve ....................... 61 

Gambar 4. 11 Kegiatan Screening di RPTRA Betawi Ngumpul .......................... 62 

Gambar 4. 12 Anak-Anak Menonton Film Animasi "Stronger Together" ............ 62 

Gambar 4. 13 Metode Perhitungan Skala Likert ................................................... 63 

Gambar 4. 14 Sampel Animatic “Stronger Together” .......................................... 68



 

xiii 
 

DAFTAR LAMPIRAN 
 

Lampiran 1. Biodata penulis ................................................................................. 75 
Lampiran 2. Salinan Lembar Pembimbing TA ..................................................... 76 
Lampiran 3. Dokumentasi Pendukung .................................................................. 80 
Lampiran 4. Dokumentasi Kegiatan Sidang Tugas Akhir .................................... 116 
Lampiran 5. Hasil Cek Plagiarisme Turnitin........................................................ 117 
Lampiran 6. Tanda Terima Magang Industri ........................................................ 118 
Lampiran 7. Dokumen HAKI .............................................................................. 119 
Lampiran 8. Sertifikat Pendukung ...................................................................... 121 


