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INTISARI

Animasi  merupakan  suatu teknik menampilkan gambar berLrmt sedemikian

rupa sehingga penonton dapat merasakan adanya ilusi gerakan (motion) pada garmbar

yang ditampilkan.

Animasi  mulal  dikenal  secara  luas  sejak  populemya  media  televisi  yang  dapat

menyajikan gamhar bergerck hasil rekaman kegiatan makhluk hidup, manusia atau

hewan. Dibandingkan dengan gambar foto   yang diam atau tidak bergerak, animasi

lebih  disukal karena dapat membangkitkan antusiasme dan emosi penonton. Halnpir

semun  media  seperti  televisi,  film,  komputer  sudah  menggunakan  tekirik-teknik

animasi.

Perancangan  film  kartun  "AWAL  PERKENALAN"  dengan  menggunakan

Pr;.us7P Slow in - Slow out. Slow in - Slow out merupakan salah satu prinsip animasi

dari  ke  12  prinsip animasi  yang  diterapkan  dalam  proses  membuat  film  animasi.

Sebunh gerakan tentu alran mengalami proses dari  lambat kecepat, dan sebaliknya

gerakan dari cepat kelambat tentu tidak secara tiba - tiba berhenti. Biasanya di awal

dan diakhir gerakan,  gambar dibuat lebih banyak dari pada di tengah.Pada bagian

tengah diperlihatkan gerakan utuh dengan lebih sedikit gambar.  Secara garis besar

proses  pembuntan  film  ahimasi   melalaui  beberapa  tahapan  proses  yang  harus

dilewati,  yaitu:   persiapan  kebutuhan  dasar  berupa  peralatan  dan  sumber  daya

manusia, pra produksj, produksi, dan pasca produksi, Penulis memilih priusip Slow

in  ~  Stow  out    karena  ledih  mudah  dan  menarik  dan  dapat  menyingkat  waktu

pengeriaan.
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Penulis   merasa   bahwa   prospek   perfilman   animasi   di   indonesia   sangat

menjanjikan dan  mempunyai  peluang  yang besar untuk berkembang dan  bersaing

dengan Negara-negara lain.  Animasi telah menjadi sebuah informasi yang menarik

dan  kreatif dan banyak  disukai  oleh  pencinta  film,  dan  tentunya  tercipta  banyak

pelunng kerja.  Selain jtu keragaman dan kekayaan budaya Indonesia sebagai  nilai

tanbah umtuk diangkat sebagal cerita animasi.

KATA KUNCI : Slow in - Slow out, Animasi 2D.
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ABSTRACT

Animation is a technique Of displaying images sequentially such a way that

the audience can feel the illusion Of motion (motion) on the displayed image.

Animation began widely known since the popularity Of the television media to

present the moving image recording activities Of living beings, humaus or aninals.

Corxpared with stationary images or moving, animated preferred because it can

generate enthusiasm and emotion the audience. Almost all the media such as

television, movies , computer already uses animation techniques.

Designing cartoon "INITIAL INTRODUCTION" by using in principle Sloiw -

Slow out.Slow in -Slow out is one Of the principles Of animation Of the 12 principles

Of animation that is applied in the process Of making animated films. A motion will

certainly undergo a process Of slow kecepat, and vice versa rapid movement Of

kelambat certainly not arrived - an abrupt stop. Usually at the begirming and end Of

the movement, the picture is made more than the middle section shown in

tengah.Pada whole movement with fewer pictures. Broadly speaking, the process Of

making aninated films melaloui several stages Of the process that must be passed,

namely: preparation Of basic needs such as equipment and human resources, pre-

prodrction, prodrction and post-prodrction. The author chose in principle Slow -

Slow out because it is easier and interesting and can shorten the processing time.

The author fieels that the prospects for an animated film in Indonesia is very

promising and has a great opportunity to grow and compete with other countries.

Anination has become an interesting and creative irif;ormation and much liked by

movie lovers, and certainly created a lot Of employment opportunities. In addition to
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the diversity and richness Of Indonesian culture as an added value to be appointed as

an animated story.

KEYWORDS: Slciw in -Slow out, 2D Animation.
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