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INTISARI

Exhibition TI 2023 adalah gelar karya yang selalu diadakan setiap tahun dalam
fakultas ilmu komputer prodi Teknologi Informasi. Acara exhibition TI ini
diadakan di Universitas Amikom Yogyakarta dan karya yang diselenggarakan

berupa game, animasi 2D, animasi 3D, Concept Art dan Visual Effect.

Pada tahun 2023 ini, Exhibition TI 2023 memparodikan atau mengambil tema
dalam animasi jepang atau anime yang diantaranya yaitu Chainsaw man, Jujutsu
Kaisen, dan Kimetsu no Yaiba. Pada Opening Exhibition tahun ini menggunakan

animasi hybrid berupa 2D Frame by Frame, animasi 3D dan live footage.

Pada skripsi kali ini, penulis akan membahas mengenai Clean Up dan Coloring
dalam Exhibition T12023.

Kata kunci: Animasi 2D, Frame by Frame, Exhibition, Character, Coloring



ABSTRACT

Exhibition TI 2023 is a work title that is always held every year
in the Faculty of Computer Science Information Technology
study program. This IT exhibition event is held at Amikom
University Yogyakarta and the works organized are games, 2D

animation, 3D animation, Concept Art and Visual Effect.

In 2023, Exhibition TI 2023 parodied or took themes in Japanese
animation or anime which included Chainsaw man, Jujutsu Kaisen,
and Kimetsu no Yaiba. Thisyear's Opening Exhibition uses hybrid
animation in the form of 2D Frame by Frame, 3D animation and

live footage.

In this thesis, the author will discuss about Clean Up and
Coloring in the IT Exhibition 2023.

Keyword: 2D Animation, Frame by Frame, Exhibition, Character, Coloring
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