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MOTTO

“Whatever you think, try to think the opposite..”

-unknown

“Hanya karna kamu baik pada dunia rarti dunia akan baik kepadamu,

emakanmu hanya karna

“There’s some good in this world,
And it’s worth fighting for...”

-Samwise Gamgee (The Lord o

-Batman (The Dark Knight Rises)

“To infinity and beyond!”

-Buzz Lightyear (Toy Story)
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INTISARI

Penggunaan komputer dimasa sekarang dalam pembuatan animasi dianggap
sangat membantu, baik dalam segi kemudahan atau bahkan hingga dapat
menciptakan suatu teknik baru yang dapat membuat animasi menjadi terlihat lebih
bagus dan nyata. Namun bukan berarti animasi tradisional sudah dilupakan begitu
saja. Keunikan dan kekhasan animasi tradisional juga masih disukai hingga saat
ini. Untuk itu, bukan tidak mungkin membuat animasi 2D menggunakan
kecanggihan teknologi saat ini untuk mendapatkan kesan unik dan khas dari
animasi tradisional yang dapat menarik minat penonton film animasi dimasa kini.

Penelitian ini dilakukan dengan menggunakan metode pembuatan animasi 2D
computer-assisted yang melewati tahap pra produksi, produksi, hingga pasca
produksi. Untuk lebih ~menguatkan kesan animasi tradisionalnya peneliti
mengambil setting zaman dulu, dalam kasus ini peneliti menggunakan latar tahun
1900 di Eropa bagian Barat. Selain setting, peneliti juga memberi sound effect dan
soundtrack asli ciptaan tahun 1911, serta visual effect klasik berupa scratch yang
dirasa tepat untuk mewakili keunikan dan kekhasan visual animasi tradisional.

Hasil penelitian menunjukkan bahwa sebagian besar responden yang
mengikuti kuesioner setuju apabila animasi “4 Dog’s Life” yang menampilkan
kembali efek-efek khas animasi tradisional ini bagus dan menarik. Efek yang
disuguhkan pun sesuai, baik visual maupun audionya. Penggunaan komputer
dalam pembuatan animasi ini sangat membantu dan mempermudah.

Kata kunci: animasi 2D, efek, khas, tradisional
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ABSTRACT

The use of computers today in the making of animation is considered very
helpful, both in terms of ease or even to be able to create a new technique that can
make the animation to look better and real. But that does not mean traditional
animation has been forgotten. The uniqueness of traditional animation is also still
favored to this day. For that, it is not impossible to make 2D animation using the
current technological sophistication to get a unique and distinctive impression from
the traditional animation that can attract the interest of animated film audiences
today.

This research was conducted by using the method of making computer-assisted
2D animation that pass pre-production stage, production, until post production. To
further reinforce the impression of traditional animation researchers took the setting
of antiquity, in this case researchers using the 1900 background.in Western Europe.
In addition to setting, the researchers also gave sound effects and original
soundtrack creation of 1911, as well as a classical visual effect in the form of a
“scratch” that is considered appropriate to represent the uniqueness of traditional
visual animation.

The results showed that most of the respondents who followed the questionnaire
agreed if the animation "A Dog's Life" which displays the traditional effects of
traditional animation is good and interesting. The effects that were presented were
appropriate, both visual and audio. The use of computers in making animation is
very helpful and easier.

Keywords: 2D animation, effects, distinctive, traditional
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