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INTISARI 

Anak nakal yang telah lama kehilangan ibunya bermimpi suatu hal tak 

terduga dimana ia bertemu kembali dengan sang ibu yang telah lama meninggal. 

Kehidupannya bersama sang ibu yang ia rasakan begitu sigkat namun terasa 

sangat nyata. Hal-hal yang belum pernah ia lakukan bersama sang ibu semasa 

hidup, dia lakukan dalam mimpinya. 

Dalam pembuatan video iklan ini terdapat 3 tahapan yaitu pra produksi, 

produksi, dan pasca produksi. Tahap pra produksi meliputi menentukan ide cerita, 

menulis naskah, membuat storyboard, membuat desain karakter motion graphic. 

Di tahap produksi yang meliputi pembuatan karakter, background, dan proses 

animate. Lanjut ke tahap pasca produksi yang meliputi editing dan rendering. 

Kemudian dilanjutkan ke pembahasan hasil penelitian.  

Pembuatan Animasi musik video dengan teknik frame by frame ini telah 

melalui beberapa tahapan diantaranya adalah pembuatan konsep cerita, mendesain 

karakter dan background, melakukan proses produksi, dan melakukan evaluasi.  

Kata kunci : Animasi Musik Video, frame by frame. 
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ABSTRACT 

The bad boy who has lost his mother for a long time dreams of an unexpected 

thing where he is reunited with his long-dead mother. His life with his mother, 

which he felt was short but felt very real. Things he had never done with his 

mother in his life, he did in his dreams. 

 In making this ad video, there are 3 stages, namely pre-production, 

production, and post-production. The pre-production stage includes determining 

story ideas, writing scripts, making storyboards, making motion graphic 

character designs. In the production stage which includes character creation, 

background, and animate process. Proceed to the post-production stage which 

includes editing and rendering. Then proceed to the discussion of the research 

results. 

 The making of music video animation with the frame by frame technique 

has gone through several stages including making story concepts, designing 

characters and backgrounds, carrying out the production process, and evaluating. 

 Keywords : Animation Music Video, frame by frame. 

 

 

 

 

 

 

 


