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INTISARI

Skripsi ini membahas tentang produksi scene "The Team" dalam film
animasi 2D "Punggawa" yang merupakan hasil dari program PANDAWA. Film ini
berfokus pada penggunaan prinsip animasi dan teknik frame by frame dalam proses
produksinya.

Penelitian -ini bertujuan untuk menganalisis dan menjelaskan proses

produksi scene "The Team™ dalam film animasi 2D "Punggawa".

Metode penelitian yang digunakan adalah kualitatif deskriptif dengan teknik

observasi, penilaian, dan studi literatur.

Hasil penelitian menunjukkan bahwa proses produksi scene “The Team"
dalam film animasi 2D "Punggawa" meliputi beberapa tahapan, yaitu desain,
produksi, dan pasca produksi. Pada tahap pra produksi, dilakukan desain karakter,
storyboard, dan animatic. Pada tahap produksi, dilakukan proses animasi, editing,
dan sound design. Pada tahap pasca produksi, dilakukan proses finishing dan

rendering.

Kesimpulan penelitian ini adalah bahwa proses produksi scene "The Team"
dalamfilm animasi 2D "Punggawa" menggunakan prinsip animasi dan teknik frame
by frame dengan baik. Hal ini terlihat dari kualitas animasi yang dihasilkan yang

halus, dinamis, dan sesuai dengan cerita film.

Kata kunci: Film Animasi 2D, Prinsip Animasi, Frame by Frame, PANDAWA,

Punggawa.
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ABSTRACT

This thesis discusses the production of the scene "The Team" in the 2D animation
film "Punggawa," created through the PANDAWA program. The film emphasizes
the use of animation principles and the frame-by-frame technique in its production

process.

This research aims to analyze and explain the production process of the scene "The

Team" within the 2D animation film "Punggawa."

A qualitative descriptive method with observation, interview, and literature study

techniques is employed for this research.

The findings reveal that the production process of the scene “The Team" in the 2D
animation film "Punggawa" involves several stages: pre-production, production,
and post-production. Character design, storyboarding, and animatics are
conducted during pre-production. Animation, editing, and sound design occur in
the production stage. Finally, the post-production stage involves finishing and

rendering processes.

The conclusion of this research is that the production process of the scene "The
Team™ In the 2D animation film "Punggawa™ effectively utilizes animation
principles and the frame-by-frame technique. This is evident in the high quality of
the animation produced, characterized by smoothness, dynamism, and adherence

to the film's narrative.

Keyword: 2D Animation Film, Animation Principles, Frame by Frame,
PANDAWA, Punggawa

Xii



