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STUDI KASUS PENGGUNAAN EXAGGERATION DALAM 

HASIL KARYA ANIMASI 3D DI BROWN BAG FILMS BALI 

 (Renia Kirana) 

ABSTRAK 

Animasi merupakan rangkaian gambar statis yang disatukan untuk menciptakan 

ilusi sebuah gambar tampak bergerak. Bagi animator, pembuatan animasi 

membutuhkan teknik-teknik untuk memperkuat unsur pendukung pergerakan 

karakter agar terlihat menarik. Salah satu unsur tersebut termasuk di dalam 12 

Principles of Animation, yaitu exaggeration. Penggunaan exaggeration yang 

efektif didapatkan melalui beberapa syarat dan tidak dapat dipakai secara 

sembarangan. Exaggeration pada animasi dapat memperjelas ekspresi atau 

gerakan dari mata penonton (believeable), tetapi membuat elemen objek lebih 

non-realistik dengan melebih-lebihkan elemen objek. Teori exaggeration dalam 

12 principles of animation serta evolusi pengertiannya membantu penulis 

menganalisa hasil karya animasi 3D berupa karakter berbalik badan (turn 

around). Dalam laporan skripsi ini, penulis membahas konsep, tahapan proses 

pembuatan animasi 3D, sampai analisa unsur exaggeration pada setiap pergerakan 

animasi karakter. Analisa unsur exaggeration akan diperhatikan berdasarkan unsur 

squash dan stretch serta konstruksi bahasa tubuh karakter. Laporan skripsi juga 

memasukkan prinsip lain dalam 12 principles of animation yang mendukung 

exaggeration pada animasi karakter turn around. Proses penciptaan karya animasi 

turn around terbantu oleh teori-teori yang digunakan menjadi acuan.  

 

Kata kunci: 12 principles of animation, exaggeration, animasi 3D 
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CASE STUDY OF EXAGGERATION UTILIZATION ON 

BROWN BAG FILM BALI’S 3D ANIMATION TRAINING 

ATTAINMENTS 

 (Renia Kirana) 

 

ABSTRACT (English) 

Animation is a series of static images combined to create an illusion of moving 

images. For animators, making animation requires technique to strengthen the 

element in a character movement’s attractiveness. One of the elements in said 12 

principles of animation is exaggeration. The effective usage of exaggeration can 

be achieved with certain condition and can’t be placed carelessly.  Exaggeration 

in animation enhanced the visual expression or movement of a character for the 

viewer’s eyes to be believable, but still exaggerated to the point of non-realistic. 

Exaggeration theory from 12 principles of animation with the evolution helped the 

writer to analyze a 3D animation work when a character turns around. In this 

scripted thesis, the writer explains the concept, step-by-step animation process, 

until the utilization of exaggeration in said animation. Exaggeration in the 

animation would be analyzed based on the squash, stretch, and the body language 

construction when the character animates.  This thesis also inputs another 

element in 12 principles of animation that supports the exaggeration of the 3D 

character turn around. The creation process of this animation used the theories 

displayed as a reference.  

 

Keywords: 12 principles of animation, exaggeration, 3D animation 
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