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PERANCANGAN CAHAYA DAN WARNA DALAM FILM

ANIMASI PENDEK LIFEFORMS AND LEGACIES
(Jasselyna Selyn Lisanjaya)

ABSTRAK

Perancangan cahaya dan warna dalam sebuah karya film bukan hadir tanpa alasan,
melainkan memiliki tujuan dan fungsi tertentu, yakni untuk menggiring fokus
penonton terhadap suatu subjek tertentu pada suatu adegan dan secara langsung
mengubah seluruh konteks dari film secara keseluruhan. Selain itu, warna dapat
mendukung tema dan emosi tertentu pada suatu adegan . Perancangan cahaya dan
warna merupakan salah satu hal penting dalam proses pembuatan film, hal tersebut
biasanya dapat ditemukan pada film /ive-action dan animasi. Penelitian ini
mengeksplorasi perancangan cahaya dan warna dalam film animasi pendek
Lifeforms and Legacies yang mengangkat tema diskriminasi karier terhadap
animator melalui metafora dunia fantasi abad pertengahan. Metode penelitian
kualitatif diterapkan dengan studi pustaka dan observasi referensi visual dari karya
seperti Grave of the Fireflies, Mulan, dan Arcane. Proses perancangan meliputi
analisis teori Hue, Chroma, Value, temperatur warna, intensitas cahaya, serta
penerapan pencahayaan natural, praktikal, dan dramatis menggunakan teknik
global lighting dalam software Blender 4.5.2 dengan EEVEE rendering engine.
Hasil penelitian menghasilkan color script dan implementasi pencahayaan untuk
dua scene kontras: scene 1 shot 2 yang menggambarkan suasana bahagia dan penuh
harapan dengan cahaya hangat bertemperatur 4000K serta value dominan cerah,
dan scene 5 shot 1 yang melukiskan kesedihan dengan pencahayaan rendah
bertemperatur 3000-5000K serta chroma rendah mendekati monokromatis.
Penelitian ini membuktikan bahwa pemahaman mendalam terhadap interaksi
cahaya dan warna dapat menerjemahkan emosi naratif secara efektif dalam animasi
3D, sekaligus memberikan kontribusi metodologis bagi praktisi animasi dalam
merancang visual yang bermakna.

Kata kunci: Color script, 2d, 3d, cahaya dan warna
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DESIGNING COLOR AND LIGHT FOR ANIMATED SHORT

FILM LIFEFORMS AND LEGACIES

(Jasselyna Selyn Lisanjaya)

ABSTRACT

The design of lighting and color in a film is not present without reason, but rather
has a specific purpose and function, namely to direct the audience's focus to a
particular subject in a scene and directly change the entire context of the film as a
whole. In addition, color can support certain themes and emotions in a scene. The
design of lighting and color is one of the important things in the filmmaking process,
this can usually be found in live-action and animated films. This research explores
the design of lighting and color in the animated short film Lifeforms and Legacies,
which addresses the theme of career discrimination against animators through a
medieval fantasy world metaphor. Qualitative research methods were employed
through literature study and visual reference observation from works such as Grave
of the Fireflies, Mulan, and Arcane. The design process encompasses analysis of
Hue, Chroma, Value theories, color temperature, light intensity, and the
application of natural, practical, and dramatic lighting using global lighting
techniques in Blender 4.5.2 sofiware with EEVEE rendering engine. The research
produced color scripts and lighting implementation for two contrasting scenes:
scene 1 shot 2 depicting a happy and hopeful atmosphere with warm lighting at
4000K temperature and dominant bright values, and scene 5 shot 1 portraying
sadness with low lighting at 3000-5000K temperature and low chroma approaching
monochromatic. This research demonstrates that deep understanding of light and
color interaction can effectively translate narrative emotions in 3D animation,
while contributing methodologically for animation practitioners in designing
meaningful visuals.

Keywords: Discrimination, color script, 2d,3d, color and light
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