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INTISARI 

 
 

Indonesia banyak terdapat gua. Kawasan-kawasan gua di sebut kawasan 

karst. Di dalam terdapat makluk hidup yang menghuninya seperti hewan, 

tumbuhan dan gua itu memiliki aliran air sungai musiman berpotensi di jadikan 

sebagai sumber mata air bagi masyarakat sekitar. Keindahan alam Gua masih 

sangat alami jarang orang yang memasukinya kecuali untuk sebuah penelitian 

pada ilmu speleology. Pembuatan Animasi Edukasi 2D Mengenai Petunjuk 

Penanganan Cave Rescue Di Acintyacunyata Speleological Club Menggunakan 

Teknik Frame By Frame. Pembuatan Animasi Edukasi 2D Mengenai Petunjuk 

Penanganan Cave Rescue Di Acintyacunyata Speleological Club Menggunakan 

Teknik Frame By Frame tahapan yaitu Pra Produksi, Produksi, dan Pasca 

Produksi. 

Kata Kunci : Speleology, Animasi, 2D, Frame by Frame 
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ABSTRACT 

 
 

Indonesia has many caves. Cave areas are called karst areas. Inside there 

are living creatures that inhabit it, such as animals, plants and the cave has a 

seasonal river flow that has the potential to be used as a source of water for the 

surrounding community. The natural beauty of the cave is still very natural, rarely 

people enter it except for research in speleology. Design for Making a 2D 

Educational Animation Regarding Instructions for Handling Cave Rescue at the 

Acintyacunyata Speleological Club Using the Frame By Frame Technique. 

Making a 2D Educational Animation Regarding Instructions for Handling Cave 

Rescue at the Acintyacunyata Speleological Club Using the Frame By Frame 

ahapan technique, namely Pre-Production, Production and Post-Production. 

Keywords: Speleology, Animation, 2D, Frame by Frame 


