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PERANCANGAN ENVIRONMENT DALAM FILM ANIMASI 

2D “SAYANGI LAMBUNGMU”  

 (Jeirrel Kukuh Setyanto) 

ABSTRAK 

 

Di dalam penelitian ini membahas tentang perancangan environment design serta 

penerapan 3-dimensional character dalam film animasi 2D "Sayangi Lambungmu" 

yang menceritakan tentang seorang mahasiswa terlalu irit terhadap uang sakunya 

agar bisa memenuhi kebutuhan pribadi yang berujung ia berdiam diri di dalam toilet 

warteg. Kemudian dalam proses perancangan environment design tahap utama yang 

harus di perhatikan merupakan pembentukan komposisi adegan yang dapat terlihat 

menarik, serta penataan objek dan prop sesuai dengan lingkungan yang telah di 

tentukan sehingga membentuk keutuhan adegan. Hasil dari penelitian ini meliputi 

perancangan kamar kost dan warteg, yang di jabarkan melalui teori 3-dimensional 

character dan environment design. Sebagai hasil penelitian, penulis berharap agar 

dapat memberikan ilmu atau wawasan baru terhadap proses perancangan 

environment design. 

 

Kata kunci: Environment Design, Animasi 2D, 3-Dimensional Character 
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ENVIRONMENT DESIGN IN THE 2D ANIMATED FILM 

"SAYANGI LAMBUNGMU” 

 (Jeirrel Kukuh Setyanto) 

ABSTRACT  

 

This research discusses environmental design and the application of 3-dimensional 

characters in the 2D animated film "Sayangi Lambungmu" which tells the story of 

a student who is too frugal with his pocket money in order to meet his personal 

needs, which ends up staying in the warteg toilet. Then, in the environmental design 

process, the main stages that must be paid attention to are the formation of a scene 

composition that can look attractive, as well as the arrangement of objects and 

props according to the environment that has been determined so as to form the 

integrity of the scene. The results of this research include the design of boarding 

rooms and warteg rooms, which are explained through 3-dimensional character 

and environmental design theories. As a result of the research, the author hopes to 

provide new knowledge or insight into the environmental design design process. 

 

Keywords: Environment Design, 2D Animation, 3-Dimensional Character 
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