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INTISARI 

Stop motion yakni membuat animasi dengan cara shoot satu demi satu 

gambar dengan menggunakan video atau movie camera. Bisa juga menggunakan 

kamera photography analog ataupun digital, hasil shot still image tadi lalu disusun 

menjadi movie. 

Pada skripsi ini, penulis mencoba untuk memberikan informasi pembuatan 

stop motion sederhana. Membuat pra produksi, produksi, dan pasca produksi. 

Animasi ini dibagikan ke media social Youtube. 

Animasi 2D ini menceritakan kisah cita antara Cony dan Brown. Dari awal 

mereka bertemu sampai akhirnya mereka harus long distance Relationship. 

Bermula dengan pertemuan yang tidak mngesankan, Cony dan Brown bisa saling 

jatuh cinta. Cony yang semula tidak pernah menanggapi brown akhirnya bisa 

jatuh cinta kepada brown. Namun, Cony jatuh cinta saat brown sudah berada di 

Luar negeri. Meskipun mereaka terpisahkan jarak, cony dan brown tetap menjalin 

komunikasi yang baik. Tetapi seiring berjalannya waktu brown berubah sikap 

karena tidak ingin membuat cony sedih gara-gara mereka jauh. Perubahan sikap 

brown membuat cony sedih. Komunikasi Cony dan brown berakhir tanpa 

kejelasan. 

Kata kunci : Animasi, pembuatan, 2D, stopmotion, video. 
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ABSTRACT 

 

 Stop motion animation in a way that made one after another shoot 

images using the video or movie camera. Can also use the analog or digital 

photography cameras, the results still image shot was then compiled into a movie. 

 In this thesis, the author tries to give information about the manufacture 

of simple stop motion. Make pre-production, production and post-production. 

These animations were distributed to social media Youtube. 

 This 2D animation tells the story of ideals between Cony and Brown. 

From the beginning they met until they have a long distance relationship. Starting 

with a meeting that is not impressive, Cony and Brown could love. Cony 

previously never respond brown could eventually fall in love with brown. 

However, Cony fell in love while brown already in Overseas. Although they 

separated distance, Cony and brown remains to establish good communication. 

But as time goes brown changing attitudes because it does not want to make Cony 

sad because they are far away. Changes in attitude makes Cony sad brown. Cony 

and brown communication ends without clarity. 

Keywords: Animation, preparation, 2D, stopmotion, video 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


