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INTISARI 

 

 Animasi 2D dibagi menjadi 2 yaitu computational dan frame by frame. 

Keunggulan teknik  frame by frame dibanding dengan teknik computational 

adalah terletak pada kreativitas visual yang dihasilkan. Teknik animasi frame by 

frame mampu mengimplementasikan segala bentuk kreativitas visual. Gerakan 

yang realistis serta fleksibel, dan menggerakkan karakter dengan tingkat kesulitan 

tertentu.  

 

 Film pendek animasi 2D “Manusia Waktu” dibutuhkan teknik frame by 

frame contohnya untuk gerakan mulut, orang berjalan, effect listrik, dan gerakan 

tubuh lainnya. Yang mana memang proses ini menentukan betapa matangnya 

objek penelitian yang dibuat. 

 

 Hasil dari penelitian ini berupa sebuah film animasi 2D dengan format file 

.mp4 dengan total durasi 4 menit 6 detik. Dimana hasil Alpha Testing yang 

memuat kebutuhan non fungsional sudah terpenuhi. Dan pada Beta Testing yang 

mendapatkan skor total rata-rata 83% dimana hasil penerapan teknik animasi 

frame by frame sudah sangat baik. 

 

Kata Kunci: 2D, Animasi, Frame by frame 
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ABSTRACT 

2D animation is divided into 2 namely computational and frame by frame. 

The advantage of the frame by frame technique compared to computational 

techniques lies in the resulting visual creativity. Frame by frame animation 

techniques are capable of implementing all forms of visual creativity. Movements 

are realistic and flexible, and move characters with a certain degree of difficulty. 

 

The 2D animated short film "Manusia Waktu" requires frame by frame 

techniques, for example for mouth movements, people walking, electrical effects, 

and other body movements. Which indeed this process determines how mature the 

research object is made. 

 

The result of this research is a 2D animation film with .mp4 file format 

with a total duration of 4 minutes 6 seconds. Where the results of Alpha Testing 

which contain non-functional requirements have been fulfilled. And in Beta 

Testing which gets an average total score of 83% where the results of applying 

frame by frame animation techniques are very good. 

 

Keyword: 2D, Animation, Frame by frame 




