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INTISARI

Seiring dengan perkembangan pembuatan animasi mampu menarik minat
dari berbagai kalangan masyarakat mulai dari anak-anak hingga dewasa, terbukti
dari banyaknya film animasi yang sudah tayang dibioskop. Berbagai jenis teknik

digunakan untuk membuat sebuah fil imasi, seperti Stop motion, cut out,

a unsur utama yang
ini yang menjadi
asnya. Dalam
at penting. Dalam

a memiliki

, 3D Layer Scrolling,
After Effect, Implement
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ABSTRACT

Along with the development of animation creation capable of attracting
interest from various circles of society ranging from children to adults, evidenced
by the many animated movies aired in theaters. Various types of techniques are
used to create an animated film, such as Stop-motion, cut-outs, 2D and 3D
animation.

In 2D animation filmmaking.there are some key ingredients needed, namely
animation, background, and sound. The third element is the focus of development
to improve its quality 2D animation. In 2D animation, the background is one
element that is very important. 2D animation background in the form of two-
dimensional as well, so it has limited movement of the camera.

So | discussed how to apply the 3D Layer Mechanical Scrolling In 2D
Animation Film Making Using After Effects. So that the quality of the resulting
animations look more attractive. Results from the implementation scrolling
techniques such as 3D layers, is expected to provide knowledge and learning to
communities who want to plunge into the animation industry is one way of making
animation with motion maximize the background to make it look to have more

real 3D impression.

Keyword: Animation, 2D Animation, Cartoon, Multimedia, 3D Layer Scrolling,

After Effects, Implementation
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