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PERANCANGAN ENVIRONMENT  DENGAN SUASANA 

TERTEKAN PADA ANIMASI PENDEK 3D “THE SEWER” 

 

Ferdy Setiawan 

ABSTRAK 

Dalam pembuatan suatu film atau animasi, desain environment memegang peran 

yang penting dalam memberi kualitas narasi sebuah karya. Environment merupakan 

sebuah panggung untuk menceritakan tokoh yang berperan. Environment dapat 

menunjukkan latar tokoh, kultur budaya, dan memberikan suasana yang ingin 

disampaikan film. Kualitas environment pun dapat diperlihatkan dengan 

memainkan warna sehingga memberikan makna yang ingin disampaikan pada shot 

animasi. Dalam pembuatan film animasi pendek 3D “The Sewer”, penulis 

berkontribusi akan desain environment dan akan menjelaskan perancangan 

environment dengan suasana tertekan sebagaimana environment dapat membantu 

penceritaan. Penulis menggunakan metode kualitatif yaitu dengan mencari data dari 

sumber yang akurat dan terpercaya. Penelitian ini dirancang oleh penulis dengan 

harapan dapat meningkatkan landasan kualitas environment film “The Sewer” dan 

juga menjadi bahan referensi desain environment untuk mahasiswa animasi lainnya. 

Kata kunci : animasi, desain environment, suasana tertekan 
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DESIGNING ENVIRONMENT WITH A STRESSED MOOD  

IN “THE SEWER” 3D ANIMATED SHORT FILM 

 

Ferdy Setiawan 

ABSTRACT 

In making a film or animation, environment design plays an important role in giving 

the narrative quality of a work. Environment is a stage to tell the characters who 

play a role. The environment can show the character's background, culture, and 

provide the atmosphere that the film wants to convey. The quality of the 

environment can also be shown by playing with colors so as to give the meaning to 

be conveyed in the animated shot. In making the short 3D animated film "The 

Sewer", the author contributes to the design of the environment and will explain the 

design of the environment with a tense atmosphere as the environment can help tell 

the story. The author uses a qualitative method, namely by finding data from 

sources that are accurate and reliable. This research was designed by the author 

with the hope that it can improve the environmental quality basis for the film "The 

Sewer" and also become reference material for environment design for other 

animation students. 

Keywords : animation, environment design, tense atmosphere 
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