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INTISARI 
 

Animasi 3 dimensi memiliki beberapa jenis rendering, diantaranya adalah 

photorealistic rendering dan non-photorealistic rendering. Photorealistic 

rendering pada animasi 3D mengarah pada hasil yang mendekati permukaan suatu 

objek agar tampak hidup atau realistik. Namun pada non-photorealistic rendering, 

warna permukaan objek 3D mempunyai warna yang sederhana, sehingga sering 

disebut rendering gaya kartun. Animasi dengan Non-photorealistic Rendering 

adalah animasi yang memiliki gaya yang artistik dan ekspresif. Animasi dengan 

Non-photorealistic Rendering bahkan telah menarik studio Disney untuk 

mengembangkannya. Animasi Non-photorealistic Rendering buatan Disney yang 

terbaru adalah film animasi pendek berjudul “Feast” yang menjadi juara di The 

87th Academy Award Winners and Nominees for the 2015 Oscars pada kategori 

short film animated. 

Pada penelitian ini, penulis akan membahas penerapan teknik non-

photorealistic rendering pada film animasi 3D “Lost Teddy”. Software 3D yang 

digunakan penulis adalah Blender 3D.  

Hasil dari penelitian ini diharapkan dapat memberikan informasi tentang 

apa saja yang harus diperhatikan dalam penerapan teknik non-photorealistic 

rendering, bagaimana menerapkan teknik non-photorealistic rendering, serta 

bagaimana hasil dari penerapan non-photorealistic rendering yang benar. 

Kata-kunci : penerapan, animasi, 2D, 3D, non-photorealistic rendering, Blender 

3D 
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ABSTRACT 

3D animation has several types of rendering, they are photorealistic 

rendering and non-photorealistic rendering. Photorealistic rendering in 3D 

animation leads to a result which is close to the surface of an object to make it 

appear alive or realistic. But in non-photorealistic rendering, 3D object surface 

colors have a simple color, so often called cartoon style rendering. Animation 

with Non-photorealistic Rendering is the animation style that artistic and 

expressive. Animation with Non-photorealistic Rendering has even attracted the 

Disney studio to develop it. The Newest non-photorealistic rendering animation 

that made by Disney is animated short film titled "Feast" which became champion 

in the 87th Academy Award Winners and Nominees for the 2015 Oscars in short 

animated film category. 

In this study, the author will discuss the application of non-photorealistic 

rendering techniques in 3D animation film "Lost Teddy". 3D software that used 

by the author is Blender 3D. 

The results of this study are expected to provide information on what 

should be considered in the application of non-photorealistic rendering 

techniques, how to implement non-photorealistic rendering techniques, and also 

how the corect application result of non-photorealistic rendering. 

Keyword : implementation, animation, 2D, 3D, non-photorealistic rendering, 

Blender 3D 
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