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PERAN ANIMATOR DAN TRACKING ARTIST DI ANIWAYANG
STUDIO

Gabriella Nathalia

ABSTRAK

Dewasa ini, industri kreatif sedang dalam perkembangan dan menjadi populer di
berbagai kalangan. Aniwayang Studio merupakan salah satu production house di
industri kreatif Indonesia. Meski terbilang muda, perusahaan ini sudah mulai
dikenal, tidak hanya di dalam negeri tetapi juga di kancah internasional. Memiliki
keunikan dalam proses pembuatan animasinya, Aniwayang Studio menjadi
perusahaan yang membuat animasi wayang pertama di Indonesia. Aniwayang
Studio menggabungkan budaya tradisional Indonesia, yakni wayang dengan
teknologi digital sehingga menghasilkan animasi yang berbeda dengan animasi
pada umumnya. Penulis sebagai animator dan tracking artist selama program
magang mendapat kesempatan untuk belajar dan meningkatkan kualitas
kemampuan yang dimiliki. Penulis tergabung dalam proses pembuatan serial “Desa
Timun” season kedua. Sebagai animator, penulis bertanggung jawab untuk
membuat animasi lip sync dan perubahan ekspresi setiap karakter yang terlibat.
Penulis juga mendapat tugas tambahan membuat animasi singkat untuk animated
sticker “Desa Timun”. Selain itu, penulis juga mendapat tanggung jawab sebagai
tracking artist untuk menyesuaikan pergerakan karakter wayang dengan animasi
lip sync yang sudah dibuat. Laporan ini akan menjabarkan pengalaman dan tugas-
tugas yang dikerjakan oleh penulis selama program magang di Aniwayang Studio.

Kata kunci: animator, tracking artist, animasi lip sync, animasi wayang
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THE ROLE OF ANIMATOR AND TRACKING ARTIST AT ANIWAYANG
STUDIO
Gabriella Nathalia

ABSTRACT

Nowadays, creative industries are on the rise and become very popular in various
circle. Aniwayang Studio is one of the production houses in Indonesia’s creative
industry. Although the company is relatively new, Aniwayang Studio has already
begun to be recognized, not only domestically but also internationally. Aniwayang
Studio become the first company to created animated wayang in Indonesia
Aniwayang Studio combines traditional Indonesian culture, wayang, with digital
technology to produce animations that are different from other. Author as an
animator and tracking artist during the internship program has the opportunity to
learn and improve the quality of her skills. The author joined the process of making
the second season of "Cucumber Village" series. As an animator, the author was
responsible for creating lip sync animations and expression changes for each
character involved. Author also received an additional assignment to create a short
animation for the "Cucumber Village" animated sticker. In addition, the author was
also responsible as a tracking artist to adjust the movement of the wayang
characters with the lip sync animation that had been made. This report will describe
the experiences and tasks performed by the author during the internship program
at Aniwayang Studio.

Keywords: animator, tracking artist, lip sync animation, animated wayang
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