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INTISARI 

 

 Perfilman animasi di dunia ini sudah banyak sekali perkembangan. Mulai dari 

film bioskop, 3d, hingga perfilman 2d. Dalam animasi diketahui memiliki beberapa 

tehnik. Ada teknik frame by frame, stop motion, dan lain-lain. Setiap teknik animasi 

memiliki keunikan masing-masing. Salah satu teknik animasi yang masih digunakan 

adalah tehnik cut out. Pada project animasi Abdan teknik cut out merupakan teknik utama 

yang akan diterapkan. Project animasi ini akan menceritakan kisah abdan dan kawan-

kawannya pada kehidupan sehari-hari di desanya. Diharapkan dengan menggunakan 

teknik cut out pada project animasi ini dapat menambah nilai seni dan variasi dalam dunia 

peranimasian. 
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ABSTRACT 

 

 There have been a lot of developments in animated films in this world. Starting 

from cinema films, 3d, to 2d films. In animation is known to have several techniques. 

There are frame by frame techniques, stop motion, and others. Each animation technique 

has its own uniqueness. One of the animation techniques that are still used is the cut out 

technique. In the Abdan animation project, the cut out technique is the main technique 

that will be applied. This animation project will tell the story of the servant and his friends 

in their daily life in their village. It is hoped that using the cut out technique in this 

animation project can add artistic value and variety in the world of animation. 

 

Key word: 2D Animation, Cut out 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


