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MOTTO 

Success doesn’t come from what you do occasionally. It comes from what you do 

consistently. 

-Marie Forleo 

 

 

 

 

 

 

 

 

 

 

 

“Humble Enough To Know Im Not Better Than Anybody & Wise Enough To 

Know That Im Different From The Rest” 
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INTISARI 

Dunia perfilman menjadi salah satu industri terbesar didunia. Industri film 

merupakan industri yang tidak ada habisnya. Cerita yang ditayangan lewat film 

dapat berbentuk fiksi ataupun non-fiksi. Lewat film, informasi dapat dikonsumsi. 

Dengan lebih mendalam karena film adalah media audio visual. Melalui sebuah 

film seseorang akan lebih mudah dalam menyapaikan sebuah pesan. Film terdiri 

dari beberapa genre, salah satunya adalah animasi. Animasi secara umum 

merupakan sekumpulan gambar yg disusun secara berurutan dan ditampilkan pada 

tenggang waktu (timeline) tertentu sehingga tercipta ilusi gambar bergerak. 

Pada skripsi ini penulis ingin membuat animasi film pendek dengan judul 

“Me and My Self”. Pada film pendek tersebut mengangkat cerita bahaya dari 

bullying. Animasi dibuat dengan teknik frame by frame dengan durasi animasi 3 

menit 12 detik. Proses pembuatan animasi melalui 3 tahap, tahap Pra-poduksi (ide 

dasar cerita, tema, longline, sinopsis, storyboard, naskah, dan sketsa awal karakter), 

tahap Produksi (narasi dan animasi), tahap Pasca Produksi (compositing, editing, 

rendering). Video animasi juga diunggah ke platform video yaitu Youtube. 

Berdasarkan kuisioner yang dibagikan kepada 31 orang, dapat disimpulkan 

bahwa Sebanyak 89.4% menganggap bahwa kualitas gambar dan animasi sudah 

baik dan 85.4% menganggap bahwa kualitas audio sudah baik. Sebanyak 94% 

menganggap bahwa alur cerita mudah dipahami dan 97.3% mengerti makna dari 

video animasi. 100% responden setuju bahwa bullying merupakan tindakan yang 

sangat berbahaya, dan yang terkahir 90% responden akan menghentikan tindakan 

bullying. 

 

Kata Kunci: Animasi, Animasi 2D, Frame By Frame, Adobe Animate CC, Adobe 

Premier, Bullying. 
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ABSTRACT 

The world of film is one of the largest industries in the world. The film 

industry is an endless industry. Stories told through movies can be in the form of 

fiction or non-fiction. Through film, information can be consumed in more depth 

because film is an audio visual medium. Through a movie one will be easier to say 

a message. Movies consist of several genres, one of which is animation. Animation 

is generally a set of images arranged sequentially and displayed at a certain 

timeline so as to create the illusion of a moving image. 

In this thesis the author wants to make an animated short film with the title 

"Me and My Self". The short film raises the story of the dangers of bullying. 

Animation is created with a frame by frame technique with an animation duration 

of 3 minutes 12 seconds. The process of creating animation through 3 stages, pre-

production stage (basic idea of story, theme, longline, synopsis, storyboard, script, 

and initial sketch of the character), stage production (narrative and animation), 

post-production stage (compositing, editing, rendering). Animated videos are also 

uploaded to the video platform youtube. 

Based on questionnaires shared with 31 people, it can be concluded that 

89.4% consider that the quality of images and animations is good and 85.4% 

consider that audio quality is good. 94% consider that storylines are easy to 

understand and 97.3% understand the meaning of animated videos. 100% of 

respondents agree that bullying is a very dangerous act, and the last 90% of 

respondents will stop bullying. 

 

Keywords: Animatiom, 2D Animation, Frame By Frame, Adobe Animate CC, 

Adobe Premier, Bullying. 

 

 

 

 

 

 

 

 

 

 

 

 


