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MOTTO 

 

 “Dalam rangka untuk melompat lebih tinggi, kita harus jongkok terlebih dahulu” 

 “May Allah bless the man who says less and does more.” – Umar Ibn Al-Khattab 
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INTISARI 

 

Animasi 2D adalah penciptaan gambar bergerak dalam lingkungan dua 

dimensi. Hal ini dilakukan dengan urutan gambar berturut-turut, atau “frame”. 

Frame by frame adalah teknik menggambar manual atau hand draw pada 

animasi 2D untuk menciptakan ilusi gerakan dengan membuat perubahan 

tambahan di antara setiap frame kunci. Frame by frame animation bisa di gunakan 

untuk memvisualisasikan pergerakan objek animasi yang bebas dan imajinatif.  

Dalam cerita film animasi 2D Hurry terdapat berbagai macam visualisasi 

seperti berlari, memukul, menendang dan jurus imaginatif. Serta penggambaran 

background goa dan visualisasi animasi gelombang air. Konsep cerita pada film 

animasi tersebut akan sulit diterapkan bila dibuat dalam konsep film live shoot 

karena adanya visualisasi tersebut. Hal itu membuat konsep cerita film animasi 2D 

Hurry sangat memungkinkan bila diterapkan dalam konsep film animasi 2D frame 

by frame.  

 

 

Kata Kunci: Film animasi 2D, Frame by frame, Hurry 



xviii 

 

ABSTRACT 

 

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

environment. This is done by successive image sequences, or "frames". 

Frame by frame is a manual or hand draw technique in 2D animation to 

create the illusion of movement by making additional changes between each key 

frame. Frame by frame animation can be used to visualize the movement of 

animated objects that are free and imaginative. 

In the Hurry 2D animated film story there are various kinds of 

visualizations such as running, hitting, kicking and imaginative moves. As well as 

the depiction of the cave background and water wave animation visualization. The 

concept of the story in the animated film will be difficult to apply if it is made in 

the concept of a live shoot film because of the visualization. It makes the concept 

of 2D Hurry animated film stories very possible when applied in the concept of 2D 

frame by frame animated films. 

 

 

Keywords: 2D Animation Film, Frame by frame, Hurry 

 

 

 

 

 

 

 


