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VISUALISASI 3D CHARACTER HARUN MELALUI TATA 

ARTISTIK DALAM FILM PENDEK “PERANGAI”   

Juphiter Hadinata 

ABSTRAK 

Film pendek “Perangai” berbicara tentang penolakan serta labelling atau stereotip 
terhadap tato yang dialami oleh seorang guru SD sekaligus suami dari seorang 
istri. Film ini merupakan jenis film dengan plot yang digerakkan karakter, 
sehingga peran karakter dalam film ini sangat penting. Penulis sebagai Production 
Designer memiliki tanggung jawah atas perancangan dan pengaplikasian elemen-
elemen visual terutama properti, kostum, setting, dan makeup ke dalam film 
pendek “Perangai”. Dalam menggambarkan karakter, penulis mengambil 
informasi dari 3D character khususnya aspek fisiologi dan aspek sosiologis. 
Penulis kemudian berpacu pada mise en scene yang penonton benar-benar sangat 
memperhatikannya menurut Bordwell, Thompson & Smith (2016) yaitu memakai 
mise en scene agar mencapai realisme, memungkinkan setting terasa lebih otentik 
dan para pemain memainkan peran mereka senatural mungkin. Sederhana dan 
kelas sosial yang ingin ditunjukan penulis melalui pemilihan warna, properti, set 
dan kostum. 

 

Kata kunci: 3D Character, Mise En Scene, Perangai, Production Designer  
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3D VISUALIZATION OF HARUN’S CHARACTER THROUGH 

ARTISTICS IN THE SHORT FILM “PERANGAI” 

Juphiter Hadinata 
 
 

ABSTRACT 
 

The short film “Perangai” talks about the rejection and labeling or stereotypes of 
tattoos experienced by an elementary school teacher who is also the husband of a 
wife. This film is a type of film with a character-driven plot, so the character's role 
in this film is very important. The creator as a Production Designer is responsible 
for designing and applying visual elements, especially props, costumes, settings, 
and makeup to the short film "Perangai". In describing the characters, the 
creators take information from 3D characters, especially physiological and 
sociological aspects. The artist then races on mise en scene which the audience 
really pays attention to according to Bordwell, Thompson & Smith (2016), namely 
using mise en scene in order to achieve realism, allowing the setting to feel more 
authentic and the players to play their roles as naturally as possible. Simple, 
gloomy, and old-fashioned impression that the creators want to show through the 
choice of colors, props, sets and costumes. 
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