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‭INTISARI‬

‭Film‬‭Animasi‬‭“PUNGGAWA”‬‭merupakan‬‭animasi‬‭2D‬‭yang‬‭menggunakan‬

‭teknik‬ ‭frame‬ ‭by‬ ‭frame‬ ‭yang‬ ‭diterapkan‬ ‭pada‬ ‭pergerakan‬ ‭karakter-karakter‬ ‭di‬

‭dalam‬‭animasi‬‭ini,‬‭dan‬‭juga‬‭efek‬‭dalam‬‭film‬‭animasi‬‭2D.‬‭Teknik‬‭yang‬‭digunakan‬

‭dalam‬ ‭film‬ ‭ini‬ ‭dibuat‬ ‭dengan‬ ‭teknik‬ ‭frame‬ ‭by‬ ‭frame‬ ‭sehingga‬ ‭menghasilkan‬

‭gerakan‬ ‭yang‬ ‭lebih‬ ‭detail‬ ‭dan‬ ‭bervariasi‬ ‭dibandingkan‬ ‭dengan‬ ‭menggunakan‬

‭teknik‬‭motion‬‭graphic.‬‭Gerakan-gerakan‬‭yang‬‭dibuat‬‭hanya‬‭gerakan‬‭simple‬‭untuk‬

‭opening‬ ‭dalam‬ ‭film‬ ‭Animasi‬ ‭“PUNGGAWA”‬ ‭seperti‬ ‭rambut‬ ‭atau‬ ‭baju‬ ‭yang‬

‭tertiup‬‭angin,‬‭karakter‬‭yang‬‭melakukan‬‭gerakan‬‭peregangan‬‭atau‬‭pemanasan,‬‭dan‬

‭lain‬ ‭sebagainya.‬ ‭Software‬ ‭yang‬ ‭digunakan‬ ‭dalam‬ ‭pembuatan‬ ‭animasi‬

‭“PUNGGAWA”‬ ‭antara‬ ‭lain‬ ‭adalah‬ ‭Adobe‬ ‭Photoshop‬ ‭2022,‬ ‭Adobe‬ ‭Animate,‬

‭Toonboom‬ ‭Harmony‬ ‭21,‬ ‭Adobe‬ ‭After‬ ‭Effect,‬ ‭dan‬ ‭Adobe‬ ‭Premiere‬ ‭Pro.‬ ‭Adobe‬

‭After‬ ‭Effect‬ ‭digunakan‬ ‭untuk‬ ‭proses‬ ‭composting‬ ‭atau‬ ‭menggabungkan‬ ‭antara‬

‭background‬‭dengan‬‭karakter‬‭frame‬‭by‬‭frame‬‭seperti‬‭saat‬‭zooming‬‭background‬‭dan‬

‭karakter‬ ‭akan‬ ‭seperti‬ ‭menyatu,‬ ‭sedangkan‬ ‭Adobe‬ ‭Animate‬ ‭digunakan‬ ‭untuk‬

‭membuat‬‭animasi‬‭kasar‬‭sehingga‬‭dapat‬‭menghasilkan‬‭gerakan‬‭yang‬‭detail‬‭dengan‬

‭timing yang akurat.‬

‭Kata kunci:‬ ‭Animasi, Toonboom, Frame by Frame, Adobe Animate, Opening‬
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‭ABSTRACT‬

‭The‬ ‭animated‬ ‭film‬ ‭"PUNGGAWA''‬ ‭is‬ ‭a‬‭2D‬‭animation‬‭that‬‭uses‬‭the‬‭frame‬

‭by‬ ‭frame‬ ‭technique‬ ‭which‬ ‭is‬ ‭applied‬ ‭to‬ ‭the‬ ‭movement‬ ‭of‬ ‭the‬ ‭characters‬ ‭in‬ ‭this‬

‭animation,‬ ‭as‬ ‭well‬ ‭as‬ ‭the‬ ‭effects‬ ‭in‬ ‭the‬‭2D‬‭animated‬‭film.‬‭The‬‭technique‬‭used‬‭in‬

‭this‬‭film‬‭was‬‭created‬‭using‬‭a‬‭frame‬‭by‬‭frame‬‭technique,‬‭resulting‬‭in‬‭more‬‭detailed‬

‭and‬ ‭varied‬ ‭movements‬ ‭compared‬ ‭to‬ ‭using‬ ‭motion‬ ‭graphic‬ ‭techniques.‬ ‭The‬

‭movements‬‭made‬‭are‬‭only‬‭simple‬‭movements‬‭for‬‭the‬‭opening‬‭in‬‭the‬‭animated‬‭film‬

‭"PUNGGAWA''‬ ‭such‬ ‭as‬ ‭hair‬ ‭or‬ ‭clothes‬ ‭blowing‬ ‭in‬ ‭the‬ ‭wind,‬ ‭characters‬ ‭doing‬

‭stretching‬‭or‬‭warming‬‭up‬‭movements,‬‭and‬‭so‬‭on.‬‭The‬‭software‬‭used‬‭in‬‭making‬‭the‬

‭"PUNGGAWA''‬ ‭animation‬ ‭includes‬ ‭Adobe‬ ‭Photoshop‬ ‭2022,‬ ‭Adobe‬ ‭Animate,‬

‭Toonboom‬‭Harmony‬‭21,‬‭Adobe‬‭After‬‭Effect,‬‭and‬‭Adobe‬‭Premiere‬‭Pro.‬‭Adobe‬‭After‬

‭Effect‬ ‭is‬ ‭used‬ ‭for‬ ‭the‬ ‭composting‬ ‭process‬ ‭or‬‭combining‬‭the‬‭background‬‭with‬‭the‬

‭characters‬ ‭frame‬ ‭by‬ ‭frame,‬ ‭such‬ ‭as‬ ‭when‬ ‭zooming‬ ‭in‬ ‭the‬ ‭background‬ ‭and‬ ‭the‬

‭characters‬ ‭will‬ ‭seem‬ ‭to‬ ‭blend‬ ‭together,‬ ‭while‬ ‭Adobe‬ ‭Animate‬ ‭is‬ ‭used‬ ‭to‬ ‭create‬

‭rough‬ ‭animations‬ ‭so‬ ‭that‬ ‭detailed‬ ‭movements‬ ‭can‬ ‭be‬ ‭produced‬ ‭with‬ ‭accurate‬

‭timing.‬

‭Keyword:‬ ‭Animasi, Toonboom, Frame by Frame, Adobe Animate, Opening‬
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