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MOTTO

Don’t Only Practice Your Art, But Force Your Way Into It’s Secret,
For It And Knowledege Can Raise Men To The Devine.
(Ludwig van Bethoven)

Time Stay Enough-For Anyone Who Will Use It.
There Are Three Class of People: Those Who See, Those \Who See When They Are
Shown, Those Who Do Not See.
The truth of things is the chief nutriment of superior intellects.
The smallest feline is a masterpiece.
The poet ranks is far bellow the painter in the representation of visible things,and
far bellow the musician in that of invisible things.
The Noblest Pleasure Is The Joy Of Untderstanding.
The Human Foot Is A Masterpiece Of Engineering And A Work Of Art.
The Greatest Deception Men Suffer Is From Their Own Opinions.
The Function Of Muscle Is Not To Push, Except In The Case Of The Genitals And
Tongue.
Men Of Lofty Genius When They Are Doing The Least Work Are Most Active.
Nature Never Breaks Her Own Laws.
A Well-Spent Day Brings Happy Sleep.
All Our Knowledge Has Its Origins In Our Perceptions.
Nothings Strengthens Authority So Much As Silence.
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INTISARI

Dalam dunia animasi terdapat bebera pametode yang sangat berpengaruh
terhadap hasil produksi animasi tersebut. Hal yang sangat penting adalah proses
rigging dan facial ekspression. Proses rigging digunakan untuk membuat tulang
dan sendi untuk diproses dalam menggerakkan bagian tubuh karakter, sedangkan
facial ekspression digunakan untuk membuat animasi mimik wajah karakter.
Namun pada penerapannya banyak animator menggunakan metode-metode
tersebut secara tidak efektif dan efisien. Sebagai contoh adalah metode rigging
secara manual dengan_memasang bone satu persatu dan pemasangan facial
ekspression dengan penulangan dan sedikit ekspresi. Hal tersebut akan membuat
proses animasi menjadi lebih lama.

Untuk membuat proses animasi lebih singkat dan efektif, maka akan lebih
mudah bagi animator untuk menggunakan rigging dengan metode humanlK dan
pembuatan facial ekspression dengan blend shape. Dengan rigging humanlK
proses pembuatan bone akan dilakukan secara otomatis dengan parameter dan
bentuk kerangka seperti manusia dengan inverse kinematic, tanpa harus membuat
kerangka satu persatu. Untuk membuat facial ekspression lebih cepat, dapat
digunakan blend shape dalam pembuatannya. Patokan dari semua ekspresi dibuat
terlebih dahulu, kemudian disatukan agar karakter tersebut dapat menampilkan
semua ekspresi yang telah dibuat tanpa harus membuat ekspresi secara manual.

Hasil penerapan rigging humanlK dan facial ekspression dengan blend
shape membuat proses animasi lebih efektif dan efisien. Animator dapat
mempercepat waktu dalam menciptakan rig untuk keperluan animasi tubuh
karakter dan metode blend shape dapat mempercepat proses animasi pada mimik
wajah karakter. Namun pada penerapannya, masih terdapat masalah berupa
pergerakan sendi pada ruas-ruas jari yang tidak sesuai dengan hasil analisis
persendian.
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ABSTRACT

In the world of animation, there are several methods that greatly affect the
outcome of the animation production. Another very important thing is the process
of rigging and facial ekspression. Rigging process used to make bones and joints
to be processed in moving the body of a character, while facial ekspression used
to create animated characters facial expressions. But in its application animators
using these methods are not effective and efficient. An example is the method of
rigging manually by installing bone one by ene and installation of reinforcement
and facial ekspression with little expression. This will make the animation process
becomes longer.

To make the animation process more concise and effective, it will be
easier for animators to use rigging with humanlK and manufacturing methods to
blend ekspression facial shape. By rigging humanlK bone-making process will be
done -automatically with the parameters and shape like a human skeleton with
inverse kinematic, without having to create a framework one by one. To make
facial ekspression faster, blend shape can be used in its manufacture. Benchmark
Darri all kespresi created first, and then put together so that the character can
display all the expressions that have been made without having to create
expressions manually.

The result of the application of humanIK and facial rigging ekspression
with blend shape animation makes the process more effective and efficient.
Animator can accelerate the time to create a rig for animation purposes body
shape character and blend methods can speed up the process of animation on
characters facial expressions. But in practice, there is still the problem of motion
in the joints of the fingers are not in accordance with the results of the joint
analysis.
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