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MOTTO

Not everything goes the way you wanted but i¢’s okay, because there is always a
chance to get through whatever situation you're in and when you are still alive,

you gotta live li

o0 through it and grow.

You can do just fine. You 're doi

ou did well. Thank you for being alive until now.
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INTISARI

Film animasi atau yang lebih kita kenal sebagai film kartun, sering kali
dianggap sebagai media hiburan bagi anak-anak semata. Hal itu dikarenakan film
animasi tidak luput dari peran serta dalam perkembangan kecerdasan emosional
anak. Namun sayangnya, animasi sering ditinggalkan ketika para anak-anak
tersebut ketika telah beranjak dewasa. Di samping itu, bukan hanya perkembangan
teknologi saja yang maju, melainkan rumah produksi film animasi juga bersaing
ketat untuk memproduksi animasi dalam bentuk dua dimensi maupun tiga dimensi.
Maka dari itu, penulis bermaksud ingin membuktikan bahwa film animasi dapat
dinikmati dalam segala bentuk, serta tetap dapat menghibur segala kalangan tanpa
mengenal usia. Karena animasi tetaplah sebuah karya yang memiliki cara tersendiri
untuk menyampaikan pesan yang terkandung di dalamnya.

Animasi ‘Breathe’ dikemas dalam bentuk 2d dengan mengunakan teknik
frame by frame dalam proses pembuatannya. Penulis ingin mengajak para penonton
untuk dapat menerima pesan tersembunyi secara tidak langsung yang terdapat di
dalamnya, walaupun animasi tersebut disuguhkan tanpa dialog dan narasi atau bisa
disebut dengan animasi bisu.

Hasil dari animasi yang berupa video akan diunggah ke internet, sehingga
dapat ditonton oleh berbagai kalangan setiap saat dan di mana saja karena
memiliki akses yang mudah.

Kata Kunci: Animasi, 2D, Frame by frame, Kecerdasan Emosional



ABSTRACT

Animation films or what we known better as cartoons, are often seen as
mere entertainment media for children only. That is because the animation film
does not escape from the role as in the development of children's emotional
intelligence.. But unfortunately, animation is often abandoned itself when the
children have grown up being adult. In addition, not only are technological
developments progressing, but animated film production houses also compete
fiercely to produce animations in two-dimensional and three-dimensional forms.
Therefore, the author intends-to prove that animation films can be enjoyed in all
forms, and still be able to entertain all people regardless of their age. Because
animation is still a work that has its own way to convey the message contained in
it.

The 'Breathe" animation is packaged in 2D format using the frame by frame
technique in the making process. The author wants to invite the audience to be able
to receive hidden messages indirectly contained in it, even though the animation is
presented without dialogue and naration or known as silent animation.

The animated video will be uploaded through the internet, so that it can be
viewed by everyone at any time and any where because it has easy access.

Keyword: Animation, 2D, Frame by frame, Emotional Intellegence



