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MOTTO

``Jika kami gagal, itu berarti kami memang belum panta.s"

[Yuno - Black C]over]

"Werewolf is Coming"

Pluby - Mol)ile ljegend I

"Nothing lasts forever, we can change the future"

[Alucard - Mobile Legend)
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mlsARI
Teknik ammasi  2 dinensi /ame dy /awe   merupakan teknik paling tua

yang   saat   inl    mengalami   perkembangan   pesat.    Teknik  /awe   dy  /rarme
menggunakan   serangkalan   gambar   dram   yang   dirangkai   menjadi   satu   dan
merimbulkan kesan seolah-olah gambar tersebut bergerak.

Animasi /}t7me  dy /rome     bisa  di  bust  dighal  ataupun  manual  .  Hal
memungkinkan    aninasi  frome  by  franc  menampilkan  adegan-adegan  seperti
adegan   memutar,   bertarung,  jatuh   dari   ketinggian,   ataupun   adegan   lalrmya.
Dengan adanya tekhik dan teknologi  saat  ini,  kesalahan pada proses  pembLiatan
animasi dapat di mihimalisir.

Dalam  kousep  ahimasi  2D  "Senja"  terdapat  adegan  di  nana  salah  satu
karakter  berubah  wujud  menjadi  sesosok  monster.  Konsep  salch  satu  karakl:er
yang  berubah  menjadi  monster  tersebut  akan  sulit     dilakukan  dengan  teknik
/ivesAoo/, maka penulis membunt film ahimasi 2D dengan teknik'z7me dy/a7»e.
Dan   dengan   kousep   yang   matang,   maka   diharapkan   dapat   menumbuhkan
pemahanan  bahwa  untuk  mengenal  atau  dekat  dengan  seseorang  tidak  harus
memandang lunmya saja.

Ka:faptuntix:. f iilm, animasi 2D. f tame by f tame, Sertya



ABSTRACT

Frame   by  frane   2-diTnensional   animation   technique   is   the   oldest
technique  that  is currently experiencing rapid development. The frame by frane
technique  uses  a  series  Of s[ill  inages that  are  arrc[nged  together  and give  the
impression that the image is moving.

Frame by frame anirriation can be rrrade digitally or manually. It allows
fra:i'ne  by frame  animation  lo  display  scenes  such  as  twisting  scenes, fighiing,
falling  from   a   height,   or   other   scerues.   Wi[h   the   current   lechaiques   and
technology, errors in the animation rrumrfacturing process can be minimized.

In  the   2D  animation  concept   'Se;I.:itL"  there   is   a  scene  where   one
character changes into a monster. The concept Of one character that tu:ms irtlo a
monster will be diffiicult to do with the liveshoot technique,  so the author makes
2D  animated  films  using  the  frane  by  frame  technique.  And  with  a  mature
concept.  it  is expected to foster an unders(ending that  getting to know  or  being
close to someone does not have to look outside.

Kaywords: film, 2D animated, frame by frane, Sertya
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