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INTISARI

Di era globalisasi ini industri animasi berkembang sangat pesat di Indonesia,
yang dimulai dari populernya media-media hiburan di televisi seperti film kartun
Doraemon, Spongebob, Shiva, Upin, Ipin, dan banyak lainnya. Animator atau
production house di Indonesia yang membuat film kartun animasi 2D maupun 3D
masih sangat sedikit. Dalam perancangan animasi 2D terdapat dua teknik
pembuatan yaitu teknik rotoscoping dan teknik hand drawn. Teknik rotoscoping
merupakan teknik animasi yang dilakukan dengan cara menggambar secara presisi
pada waktu penjiplakan. Sedangkan untuk teknik hand drawn teknik ini lebih
mengandalkan kemampuan individu untuk membuat gambar secara manual.

Tahapan yang dilalui dalam penelitian Analisis. Implementasi Teknik
Rotoscoping Dan Teknik Hand Drawn Pada Menggambar Ekspresi Senyum Wajah
Manusia ini adalah pengumpulan data, perancangan pengujian, pengujian usability,
penyebaran kuesioner dan pengolahan data. Pada proses pengujian usability diukur
menggunakan skala likert. Jumlah dalam penelitian ini adalah 30 orang.

Hasil dari Analisis Implementasi Teknik Rotoscoping Dan Teknik Hand
Drawn Pada Menggambar Ekspresi Senyum Wajah Manusia didapatkan bahwa
skor Teknik Rotoscoping sebesar 82,7% sedangkan Teknik Hand drawn
mendapatkan skor 65,6%, sehingga dapat disimpulkan bahwa Teknik Rotoscoping
merupakan teknik terbaik yang digunakan untuk menggambar animasi 2D ekspresi
wajah manusia.

Kata kunci: Teknik Rotoscoping, Teknik Hand drawn, 2D, Ekspresi wajah
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ABSTRACT

Abstract - In this era of globalization, the animation industry is growing
very rapidly in Indonesia, starting with the popularity of entertainment media on
television such as the cartoon Doraemon, Spongebob, Shiva, Upin, Ipin, and many
others. There are very few animators or production houses in Indonesia who make
2D and 3D animated cartoons. In designing 2D animation, there are two
manufacturing techniques, namely the rotoscoping technique and the hand drawn
technique. Rotoscoping technique is an animation technique that is done by
drawing with precisionat the time of plagiarism. As for the hand drawn technique,
this technique relies more on the individual's ability to create images manually.

The stages that are passed in the research analysis of the implementation of
rotoscoping techniques and hand drawn 2D animation of human facial expressions
are data collection, test design, usability testing, questionnaire distribution and
data processing. Inthe usability testing process, it is measured using a Likert scale.
The number in this study was 30 people.

The results of the analysis of the implementation of the rotoscoping
technigue and the 2D animation hand drawn technique of human facial
expressions, it was found that the Rotoscoping Technique scores 82.7% while the
Hand drawn Technique gets a score of 65.6%, so it can be concluded that the
Rotascoping Technique is the best technique used to draw animation. 2D human
facial expressions.

Keywords: rotoscoping technique, hand drawn technique, 2D animation, human
expressions.
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