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INTISARI 

 

Revolusi industry dari 4.0 ke 5.0 atau yang lebih dikenal dengan era society 

ini, adanya relation antara kehidupan masyarakat dengan penggunaan teknologi 

tidak lagi terelakkan. Animasi sebagai salah satu jenis sektor ekonomi kreatif di 

Indonesia saat ini sudah mulai dapat mengimbangi tingginya tingkat modernisasi 

di berbagai sektor ekonomi. Jenis animasi yang sekarang banyak berkembang baik 

dalam skala nasional dan internasional adalah animasi 2D dan animasi 3D. Hanya 

saja jika dilihat dari beberapa film animasi Indonesia saat ini yang sudah masuk 

dalam media massa dalam skala besar dan berkelanjutan masih di dominasi oleh 

animasi 3D. Sedangkan animasi 2D banyaknya diproduksi dalam skala kecil dan 

ditayangkan pada kanal-kanal over the top (OTT) seperti Youtube, Instragram, dll. 

Padahal faktanya, di Jepang animasi 2D merupakan salah satu industri kreatif yang 

saat ini dapat menembus pasar Internasional dan mendunia. 

Pada pembuatan animasi 2D sendiri, terdapat beberapa teknik yang dapat 

digunakan, dua diantaranya adalah teknik Frame by Frame dan teknik Motion 

Graphic. Frame by Frame biasanya digunakan untuk menghasilkan gerakan yang 

spesifik dan halus sedangkan dalam teknik  Motion Graphic meskipun dapat 

menghasilkan gerakan yang halus namun gerakan yang dihasilkan lebih minim atau 

terbatas. 

Berdasarkan pemaparan masalah diatas, penulis membuat film animasi 2D 

berjudul “DUMbPLING” menggunakan gabungan antara teknik Frame by Frame 

dan Motion Graphic. Teknik Motion Graphic digunakan pada opening film dan 

Frame by Frame digunakan pada bagian inti animasi atau pada bagian karakter 

utama mulai diceritakan. 

 

Kata kunci: Animasi 2D, Frame by Frame, Motion Graphic, Chinese Dumpling 
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ABSTRACT 

 

The industrial revolution from 4.0 to 5.0 or known as the era of society, the 

relationship among people's lives and the usage of technology is no longer 

unavoidable. Animation as a sort of creative economic sector in Indonesia is now 

starting to be able to keep pace with the high level of modernization in various 

economic sectors. The types of animation that are currently being developed 

equally on a national and international scale are 2D animation and 3D animation. 

It's just that if you look at several Indonesian animated films currently that have 

entered the mass media on a large scale and sustainably, they are still dominated 

by 3D animation. Meanwhile, 2D animation is mostly produced on a small scale 

and broadcast on over the top (OTT) channels such as YouTube, Instagram, etc. In 

fact, in Japan 2D animation is one of the creative industries that is currently able 

to penetrate the international market and go global. 

In 2D animation production itself, there are several techniques that can be 

used, two of them are the Frame by Frame technique and the Motion Graphics 

technique. Frame by Frame is usually used to produce specific and smooth 

movements, however in Motion Graphics techniques, even though they can produce 

smooth movements, the resulting movements are more minimal or limited. 

Based on the explanation of the problem above, the author created a 2D 

animated film entitled "DUMbPLING" using a combination of Frame by Frame 

and Motion Graphic techniques. The Motion Graphic technique is used in the 

opening of the film and Frame by Frame is used in the core part of the animation 

or when the main character begins to tell the story. 

 

Keyword: 2D Animation, Frame by Frame, Motion Graphic, Chinese Dumbpling


