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INTISARI

Perkembangan dunia film saat ini sangat pesat. Terlebih lagi untuk film
animasi 3D. Studio-studio besar saling bersaing untuk membuat film animasi 3D
yang baik dalam hal kualitas grafis maupun ceritanya. Bahkan di era tahun 2011
ini, terjadi peningkatan besar dalam pembuatan film animasi 3D. Dimana film
yang tadinya hanya bisa kita nikmati secara 2 dimensi, sekarang kita bisa melihat
film secara 3 dimensi. Sehingga film itu benar-benar terlihat seperti nyata di
depan kita. Dengan teknik pembuatan tertentu, film animasi 3D dapat dinikmati
secara 3 dimensi.

Agar lebih mudah dalam pembuatan filmnya, maka digunakan teknik
paling sederhana 3 dimensi yaitu dengan teknik Anaglyph, yaitu pembuatan video
stereoscopic dengan pembedaan warna (red-cyan) diantara 2. gambar. Untuk
penciptaan video stereoskopic bisa langsung menggunakan pengaturan dalam 3D
Studio Max 2009. Kemudian untuk penyatuan 2 video dan pembedaan warna
(red-cyan) dapat dilakukan dengan Adobe After Effect.

Dengan teknik anaglyph, film animasi 3D bisa dilihat secara 3 dimensi
dengan bantuan kacamata 3D red-cyan. Walaupun warna yang dihasilkan kurang
nyaman dilihat, tetapi efek 3D nya tetap bisa dirasakan oleh mata. Sehingga
pengalaman menonton film lebih menyenangkan.

Kata Kunci : Anaglyph, Animasi 3D, Stereoscopic, Film
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ABSTRACT

The development of the film world today is very rapid. Moreover for the
3D animated film. Major studios compete with each other to create a 3D
animated film is good in terms of quality graphics and story. Even in the era of
the 2011's, there was a large increase in the 3D animated film. Where was the
movie that can only be enjoyed in two dimensions, we can now see movies in 3-D.
So the film really looks like real in front of us. With particular manufacturing
technique, the 3D animated film can be enjoyed in three dimensions.

To make it easier in making the film, we used the simplest technique is the
technique of 3-D Anaglyph, namely stereoscopic video making the distinction of
color (red-cyan) between two images. For video creation stereoskopic can
directly use the settings in 3D Studio Max 2009. Then for the unification of two
videos and a distinction of color (red-cyan) can be done with Adobe After Effect.

With the anaglyph technique, the 3D animated film can be seen in three
dimensions with the help of red-cyan 3D glasses. Although the color of the
resulting lack of comfortable viewing, but its 3D effects can still be felt by the eye.
So the movie watching experience more enjoyable.

Keywords: Anaglyph, 3D Animation, Stereoscopic, Film
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