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ABSTRACT 

Multimedia is one of the more advanced technological fields and animation is 

one of them. Animation is a series of images in the show rotate in sequence so as to 

cause the illusion of movement, in an animation there will be stories, ideas or ideas 

submitted. Simply animated consists of 2D and 3D animations. 

2D animation is the creation of moving images in a two-dimensional 

environment. This is done by sequence of consecutive images, or "frames", which 

simulate motion by each image. 3D animation is an animated object that resides in 

3D space. This animated object can be rotated and moved like a real object. 

In 3D techniques have a process of rigging or repetition of the characters so that 

the characters can be hardened as desired animator. And now this process has been 

applied in 2D techniques so that making this type of animation easier and faster. In 

this paper the author makes a short animated film titled "Moon Keeper" with 2D 

rigging techniques for its manufacture, rigging techniques used are bind layer and 

bind point 
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