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PERANCANGAN ENVIRONMENT KAMAR TOKOH BIMA 

SEBAGAI REPRESENTASI PERILAKU PERSONAL GAMER 

DALAM FILM ANIMASI HYBRID PLAY AND PAY 

 (Yeremia Sutanto) 

ABSTRAK 

Industri animasi di Indonesia telah mengalami banyak perkembangan, namun 
sebagian besar karya animasi di Indonesia yang dihasilkan masih belum secara 
khusus mempertimbangkan karakteristik psikologis dari personal gamers. Pada 
penulisan ini, penulis membicarakan mengenai teori dari environment yang 
dikaitkan pada perilaku personal gamers pada tokoh. Serta mengaitkan teori tata 
ruang dan three dimensional character untuk menggambarkan perilaku personal 
dari gamers itu sendiri. Metodologi yang digunakan pada penelitian ini adalah 
penciptaan berbasis praktik dengan tahapan kerja meliputi analisis karakter, 
perumusan konsep ruang, observasi referensi visual, eksplorasi visual, serta 
pembuatan floor plan dan modeling 3D. Semua ini digunakan untuk menemukan 
gambaran perilaku personal dari seorang tokoh yang aktif terhadap dunia dalam 
kamarnya. Penulis dapat menghasilkan environment yang menggambarkan 
lingkungan kamar dari seorang yang memiliki perilaku personal gamers tersebut. 
 

Kata kunci: Properti, Environment, Perilaku Personal Gamer, Tata Ruang,Play 
and Pay 
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ENVIRONMENT DESIGN OF BIMA ROOM AS A 

REPRESENTATION OF A GAMER PERSONAL BEHAVIOR IN 

THE HYBRID ANIMATED FILM PLAY AND PAY 

 (Yeremia Sutanto) 

ABSTRACT  

The animation industry in Indonesia has experienced a lot of development, but 
most of the animation works in Indonesia that are produced still do not 
specifically consider the psychological characteristics of personal gamers. In this 
writing, the author discusses the theory of the environment that is associated with 
the behavior of personal gamers in characters. As well as linking spatial theory 
and three-dimensional characters to describe the personal behavior of gamers 
themselves. The methodology used in this study is practice-based creation with 
work stages including character analysis, formulation of spatial concepts, visual 
reference observation, visual exploration, and creation of floor plans and 3D 
modeling. All of this is used to find a picture of the personal behavior of a 
character who is active in the world in his room. The author can produce an 
environment that describes the room environment of a person who has the 
behavior of a personal gamer. 
 

Keywords: Properties, Environment, Gamer Personal, Layout, Play and Pay 
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