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INTISARI 

 

Exhibition TI merupakan acara tahunan dari fakultas ilmu komputer prodi 

Teknologi Informasi Universitas Amikom. Acara Exhibition TI ini merupakan 

ajang gelar karya yang di ikuti oleh mahasiswa Teknologi Informasi Universitas 

Amikom Yogyakarta. Karya-karya yang dipamerkan atau digelar berupa Film 

Animasi, Game, Film, dan Video. Maka dari itu acara Exhibition TI ini digelar 

secara meriah oleh prodi Teknologi Informasi. 

 

Pada tahun ini tema yang dipakai pada Exhibition TI 2023 adalah animasi 

yang berasal dari jepang yaitu, Demon Slayer dan Jujutsu Kaisen. Untuk pembuatan 

opening Exhibition TI 2023 menggunakan gabungan animasi 2D (Frame by Frame) 

dengan 3D dan juga live footage yang akan digabungkan menjadi satu kesatuan 

pada opening Exhibition TI 2023 

 

Penulis akan menjelaskan tentang salah satu shot dalam video opening 

Exhibition TI 2023 animasi 2D cut 16 scene "Zenitsu Moving Memotong Pohon" 

menggunakan teknik Frame by Frame 

 

Kata kunci: 2D, Frame by Frame, Exhibition 
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ABSTRACT 

 

TI exhibition is an annual event of the computer science faculty of 

Information Technology study program, Amikom University. This TI Exhibition 

event is an event for the work carried out by Information Technology students at 

Amikom University for everyone. The works exhibited or held are in the form of 

Animation, Game, Film, and Video. Therefore, the IT Exhibition was held lively by 

the Information Technology study program. 

In this year's TI 2023 Exhibition, the theme taken is the theme from Japanese 

animation, namely Demon Slayer and Jujutsu Kaisen. For the opening of the TI 

2023 Exhibition using a combination of 2D (Frame by Frame) events with 3D 

animation and also combining live footage into one unit, the opening of the TI 2023 

Exhibition 

The author will explain about one of the shots in the video opening of the 

TI 2023 Exhibition, a 2D animation cut 16 scene "Zenitsu Moving Cuts Trees" 

using the Frame by Frame technique.. 

 

Keyword: 2D, Frame by Frame, Exhibition
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