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INTISARI 

 

Ada berbagai teknik dalam pembuatan animasi 2D, salah satunya adalah 

teknik frame by frame, yaitu dengan menggambar satu per satu sebuah gerakan 

per frame yang selanjutnya digabungkan menjadi sebuah film animasi. Dalam 

penelitian ini penulis membuat animasi 2D yang berjudul “Back to Home”, 

dimana menceritakan seekor hamster yang mencari kebebasan hingga di akhir 

film hamster menyadari jika kebebasan yang selama ini dia inginkan sudah dia 

dapatkan. 

 

Dalam produksi film animasi 2D ini, penulis menggunakan prinsip-prinsip 

animasi yang dapat membuat film animasi menjadi lebih hidup, sehingga hal itu 

dapat mempengaruhi emosi dalam penelitian ini. 

 

Adapun beberapa tahapan dalam pembuatan animasi 2D, yaitu tahapan pra 

produksi yang meliputi penentuan tema untuk ide cerita, pembuatan cerita dan 

naskah, logline, desain karakter, desain environment, serta storyboard. Lalu 

masuk pada tahapan produksi yang meliputi proses penggambaran karakter terdiri 

dari pembuatan keyframe dan in between, colouring karakter, pembuatan 

background dan foreground, serta animating. Tahapan akhir yaitu pasca produksi 

yang meliputi edit audio, compositing, dan final export. 

 

Kata kunci : back to home, animasi 2D, frame by frame. 
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ABSTRACT 

 

There are various techniques in making 2D animation, one of which is the 

frame by frame technique, namely by drawing one by one movement per frame 

which is then combined into an animated film. In this study, the author created a 

2D animation entitled "Back to Home", which tells of a hamster who is looking 

for freedom until at the end of the film the hamster realizes that the freedom he 

has always wanted has been obtained. 

 

In the production of this 2D animated film, the authors use animation 

principles that can make animated films come alive so that they can affect 

emotions in this study. 

 

There are several stages in making 2D animation, namely the pre-

production stage which includes determining themes for story ideas, making 

stories and scripts, loglines, character designs, environment designs, and 

storyboards. Then enter the Production stage which includes the character 

depiction process consisting of making key frames and in between, coloring 

characters, making background and foreground, and animating. The final stage is 

post-production which includes audio editing, compositing, and final export. 

 

Keywords: back to home, 2D animation, frame by frame. 

 

 

 

 

 

 

 

 


