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INTISARI

Seorang anak yang sukses lupa akan ibunya yg telah memperjuangkanya

selama ini, sampai ia tau ibunya meninggal karena ingin menjemputnya. Dia pun

berdoa dan diberi kesempatan ke2 untuk memperbaiki kesalahanya tersebut untuk

membahagiakan ibunya.

Seseorang yang sudah sukses dan lupa akan segalanya, hanya ingat saat

dia sukses tanpa melihat siapa yg telah memperjuangkanya dulu, dia tidak pernah

menjawab telfon ibunya, tidak pernah memberi kabar ibunya dan tidak pernah

mengunjungi ibunya sampai pada akhirnya ibunya meninggal (kecelakaan lalu

lintas menaiki bus), karna ingin menjemput anaknya itu.

Saat mendengar kabar bahwa ibunya meninggal karena ingin melihat

anaknya yg sudah 2 tahun tidak menjenguknya, dia merasa bersalah dan ingin

mengulang saat2 ibunya masih ada, hari demi hari ia lewati dengan rasa bersalah

tersebut, sampai ia memohon kepada tuhan untuk diberikan 1 kesempatan lagi

bertemu dengan ibunya.

Kata Kunci: Animasi 2D, Frame By Frame, Waktu Berharga
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ABSTRACT

A successful child forgets about his mother who has been fighting for him
all this time, until he knows his mother died because he wanted to pick him up.
He also prayed and was given the second opportunity to correct his mistake to
make his mother happy.

Someone who has succeeded and forgets everything, just remember when
he was successful without seeing who had fought for him, he never answered his
mother's phone, never told his mother and never visited his mother until finally
his mother died (a traffic accident on the bus), because he wanted to pick up his
child.

When he heard the news that his mother had died wanting to see his 2-
year-old son not visiting him, he felt guilty and wanted to repeat when his mother
was , he passed the day by day with guilt, until he begged God to be given one

more chance to meet his mother.

Keyword: 2D Animation, Frame By Frame, Precious Time
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