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MOTTO

"Dump people are blissfully unware of how dump they really are."

- Patrick Star -

"Live's simple, you make choices and don't 1 .
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INTISARI

Animasi merupakan seni pembuatan ilusi gerak. Salah satu teknik
pembuatan animasi adalah stop motion. Dalam teknik stop motion, objek
digerakkan dan difoto secara kontinu dengan kamera, kemudian hasil fotonya
disusun menjadi film.

Dengan semakin berkembangnya sofiware komputer pengolah animasi,
visual efek dapat diaplikasikan untuk membuat suatu adegan lebih menarik.
Dengan visual efek karakter dan enmviroment yang dibuat dapat tergambarkan
dengan lebih baik.

Film "Catch The Pawers" merupakan film animasi stop motion yang
dipadukan dengan beberapa visual efek. Teknik stop motion digunakan untuk
menganimasikan karakternya, sedangkan background dan visual efek dibuat
dengan software Adobe After Effects CS4.

Kata Kunci: Film, Animasi, Stop motion, Visual Efek, After Effects.
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ABSTRACT

Animation is the art of making the illusion of motion. One of the
techniques of making animation is stop motion. In the technique of stop motion,
objects continuously moved and photographed by the camera, the picture is then
compiled into a movie.

With the development of computer software processing animation, visual
effects can be applied to make the scene more interesting. With visual effects
character and enviroment created can be portrayed better.

"Catch The Pawers" is a stop motion animated film that combined with
several visual effects. Stop motion techniques used to animate the character, while
the background and visual effects created with Adobe After Effects CS4 software.

Keywords: Movie, Animation, Stop motion, Visual Effects, After Effects.
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