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INTISARI

Produksi animasi hibrida yang memadukan elemen dua dimensi (2D) dan
tiga dimensi (3D) memerlukan pendekatan visual yang terkontrol agar tercapai
keselarasan estetika dalam satu adegan. Salah satu tantangan utama dalam
penggunaan background 3D adalah kecenderungan tampilan fotorealistik yang

kurang sesuai dengan gaya ilustratif karakter 2D.

Penelitian ini bertujuan untuk merancang dan mengimplementasikan stylized
background 3D menggunakan teknik Toon Shading berbasis Non-Photorealistic
Rendering (NPR) pada film “For Mama”. Pendekatan dilakukan melalui
pengembangan shader prosedural menggunakan node Shader to RGB untuk
mengontrol respons pencahayaan serta penerapan teknik Inverted Hull untuk
menghasilkan outline pada objek 3D.

Metode yang digunakan adalah Research and Development (R&D) dengan model
ADDIE yang meliputi tahap Analysis, Design, Development, Implementation, dan
Evaluation. Evaluasi dilakukan melalui validasi ahli dan uji respon audiens

menggunakan skala Likert.

Hasil penelitian menunjukkan bahwa penerapan Toon Shading mampu
menghasilkan background 3D yang bersifat stylized serta memiliki karakter visual
yang selaras dengan elemen 2D dalam animasi. Dengan demikian, teknik ini dapat
menjadi pendekatan efektif dalam pengembangan visual background 3D pada

produksi animasi.

Kata kunci: Animasi Hibrida, Stylized Background 3D, Toon Shading, Non-
Photorealistic Rendering (NPR), Shader to RGB
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ABSTRACT

Hybrid animation production that combines two-dimensional (2D) and
three-dimensional (3D) elements requires a controlled visual approach to achieve
aesthetic coherence within a single frame. One of the main challenges in utilizing
3D backgrounds lies in their photorealistic appearance, which may not align with
the illustrative style of 2D characters.

This research aims to design and implement stylized 3D backgrounds using Toon
Shading techniques based on Non-Photorealistic Rendering (NPR) in the film “For
Mama.” The approach involves procedural shader development using the Shader
to RGB node to control lighting response, as well as the implementation of the

Inverted Hull technique to generate outlines on 3D objects.

The research employs a Research and Development (R&D) method using the
ADDIE model, consisting of Analysis, Design, Development, Implementation, and
Evaluation stages. The evaluation was conducted through expert validation and

audience response testing using a Likert scale.

The results indicate that the application of Toon Shading successfully produces
stylized 3D backgrounds with visual characteristics that align harmoniously with
2D elements in the animation. Therefore, this technique can serve as an effective

approach for developing stylized 3D backgrounds in animation production.

Keywords: Hybrid Animation, Stylized 3D Background, Toon Shading, Non-
Photorealistic Rendering (NPR), Shader to RGB
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