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ABSTRACT 

The animated film Aksa: Dunia Tanpa Halaman was created as a medium to convey 

the importance of literacy to children and adolescents. In its production process, 

the floating movement of a 3D character requires the proper application of the 

animation principles of timing and spacing to achieve natural and convincing 

motion. This study aims to apply the principles of timing and spacing to the floating 

movement of a 3D character by utilizing the Motion Path feature as a visual aid in 

Blender. The research employed the Craft Art creation method formulated by Prof. 

Dr. S.P. Gustami, which consists of three stages: exploration, design, and 

realization. Data were collected through observation, interviews, and a literature 

review. The animation process included blocking, Motion Path visualization, 

splining, and polishing. The results indicate that the proper application of timing 

and spacing produces smoother, more natural, and more convincing floating 

movements. In addition, the Motion Path feature assists animators in controlling 

movement trajectories, timing, and spacing, making the animation process more 

effective and well-structured. 

Keywords: 3D animation, timing, spacing, Motion Path, floating movement. 

 

ABSTRAK 

Film animasi “Aksa: Dunia Tanpa Halaman” dibuat sebagai media penyampaian 

pesan pentingnya literasi kepada anak-anak dan remaja. Dalam proses 

pembuatannya, gerak melayang karakter 3D memerlukan penerapan prinsip timing 

dan spacing agar terlihat natural. Penelitian ini bertujuan menerapkan prinsip timing 

dan spacing pada gerak melayang karakter 3D menggunakan motion path sebagai 

alat bantu visual di Blender. Metode yang digunakan adalah metode penciptaan 

karya Seni Kriya yang dirumuskan oleh Prof. Dr. S.P. Gustami yang meliputi tahap 

eksplorasi, perancangan, dan perwujudan, dengan pengumpulan data melalui 

observasi, wawancara, dan studi pustaka. Proses animasi dilakukan melalui tahapan 

blocking, penggunaan motion path, splining, dan polishing. Hasil penelitian 

menunjukkan bahwa penerapan timing dan spacing yang tepat menghasilkan 

gerakan melayang yang lebih halus, natural, dan meyakinkan. Motion path juga 

membantu animator dalam mengatur lintasan gerak, timing, dan spacing sehingga 

proses animasi menjadi lebih efektif dan terarah. 

Kata kunci: animasi 3D, timing, spacing, motion path, gerak melayang. 
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