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INTISARI

Animasi 2D adalah salah satu media hiburan yang paling banyak
digemari berbagai kalangan saat ini. PT. Dolant Kreatif Indonesia memiliki
cara dan desain tersendiri dalam pembuatan animasi nya. PT. Dolant Kreatif
Indonesia menggunakan metode tweening dalam pembuatan animasinya.
Metode ini memiliki beeberapa kelebihan seperti, pembuatan animasi tidak
memakan atau membutuhkan terlalu banyak gambar. Metode Tweening ini
dirasa sangat cocok untuk para animator yang baru saja terjun ke dalam
dunia animasi

Proses produksi pembuatan animasi menggunakan metode tweening
ini menggunakan berbagai software seperti Adobe Flash Professional, Adobe
Premiere Pro, After Effects dan Adobe Audition. Untuk perangkat hardware
berupa pen tablet, Laptop atau computer dengan spesifikasi menengah,
headphone, dan microphone recording.

Hasil akhir dari perancangan ini adalah animasi yang berjudul
“pengenalan sekolah” yang berdurasi kurang lebih 1 menit 30 detik dan
akan di tayang kan di media youtube PT. Dolant Kreatif Indonesia.

Kata kunci: Tweening, Animasi 2D, PT. Dolant Kreatif Indonesia.
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ABSTRACT

2D animation is one of the most popular entertainment media for
various groups today. PT. Dolant Kreatif Indonesia has its own way and design
in making its animation. PT. Dolant Kreatif Indonesia uses the tweening
method in making its animation. This method has several advantages, such as
making animation not consuming or requiring too many images. This
Tweening method is deemed very suitable for animators who are just getting
into the world of animation

The production process of making animation using this tweening
method uses various software.such as Adobe Flash Professional, Adobe
Premiere Pro, After Effects.and Adobe Audition. For hardware devices in the
form of pen tablets, laptops or computers with intermediate specifications,
headphones, and a recording microphone.

The final result of this design is an animation entitled **school
introduction™ which has a duration of approximately 1 minute 30 seconds and
will be broadcast on the youtube media of PT. Dolant Creative Indonesia. The
final result of this design is an animation entitled **school introduction™ which
has a duration of approximately 1 minute 30 seconds and will be broadcast on
the youtube media of PT. Dolant Creative Indonesia.

Keywords: Tweening, 2D Animation, PT. Dolant Creative Indonesia.
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