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‭INTISARI‬

‭Abstrak‬ ‭ini‬ ‭menyajikan‬ ‭gambaran‬ ‭umum‬ ‭tentang‬ ‭implementasi‬ ‭teknik‬

‭frame‬‭by‬‭frame‬‭pada‬‭scene‬‭serangan‬‭dan‬‭bertahan‬‭dalam‬‭proyek‬‭film‬‭animasi‬‭2D‬

‭berjudul‬ ‭"Punggawa".‬ ‭Projek‬ ‭ini‬ ‭mengeksplorasi‬ ‭kerumitan‬ ‭dinamika‬ ‭adegan‬

‭pertempuran dalam bentuk penyampaian cerita animasi.‬

‭Ini‬ ‭melibatkan‬ ‭teknik‬ ‭frame‬ ‭by‬ ‭frame‬ ‭yang‬ ‭dibuat‬ ‭dengan‬ ‭cermat‬ ‭untuk‬

‭menggambarkan‬ ‭aksi‬ ‭intens‬ ‭serangan‬ ‭dan‬ ‭manuver‬ ‭bertahan‬ ‭dalam‬ ‭adegan‬

‭animasi.‬ ‭Melalui‬ ‭teknik‬ ‭ini,‬ ‭film‬ ‭bertujuan‬ ‭untuk‬ ‭memikat‬ ‭penonton‬ ‭dengan‬

‭adegan‬‭pertempuran‬‭yang‬‭memukau‬‭secara‬‭visual‬‭dan‬‭mendalam,‬‭yang‬‭terungkap‬

‭dengan presisi dan keluwesan.‬

‭Abstrak‬‭ini‬‭mendalami‬‭signifikansi‬‭penggunaan‬‭teknik‬‭semacam‬‭itu‬‭dalam‬

‭meningkatkan‬ ‭dampak‬ ‭naratif‬ ‭film,‬ ‭serta‬ ‭tantangan‬ ‭teknis‬ ‭dan‬ ‭pertimbangan‬

‭kreatif‬ ‭yang‬ ‭terlibat‬ ‭dalam‬ ‭implementasinya.‬ ‭Selain‬ ‭itu,‬ ‭abstrak‬ ‭ini‬ ‭menyoroti‬

‭manfaat‬‭potensial‬‭dari‬‭penggunaan‬‭animasi‬‭frame‬‭by‬‭frame‬‭dalam‬‭menyampaikan‬

‭koreografi‬‭rumit‬‭dan‬‭dinamika‬‭karakter‬‭yang‬‭melekat‬‭dalam‬‭adegan‬‭pertempuran,‬

‭yang‬‭pada‬‭akhirnya‬‭berkontribusi‬‭pada‬‭kualitas‬‭dan‬‭daya‬‭tarik‬‭keseluruhan‬‭proyek‬

‭film animasi "Punggawa".‬

‭Kata kunci:‬‭Animasi, Animasi 2D,‬‭Frame by frame‬
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‭ABSTRACT‬

‭This‬ ‭abstract‬ ‭provides‬ ‭an‬ ‭overview‬ ‭of‬ ‭the‬ ‭implementation‬ ‭of‬

‭frame-by-frame‬ ‭techniques‬ ‭in‬ ‭attack‬ ‭and‬‭defense‬‭scenes‬‭in‬‭the‬‭2D‬‭animated‬‭film‬

‭project‬ ‭titled‬ ‭"Punggawa".‬ ‭The‬ ‭project‬ ‭explores‬ ‭the‬ ‭intricacies‬ ‭of‬ ‭combat‬ ‭scene‬

‭dynamics in the realm of animated storytelling.‬

‭It‬ ‭involves‬ ‭carefully‬ ‭crafted‬ ‭frame-by-frame‬ ‭techniques‬ ‭to‬ ‭depict‬ ‭the‬

‭intense‬ ‭actions‬ ‭of‬ ‭attack‬ ‭and‬ ‭defensive‬ ‭maneuvers‬ ‭in‬ ‭animated‬ ‭scenes.‬ ‭Through‬

‭this‬ ‭technique,‬ ‭the‬ ‭film‬ ‭aims‬ ‭to‬ ‭captivate‬ ‭audiences‬ ‭with‬ ‭visually‬ ‭stunning‬ ‭and‬

‭immersive combat scenes, unfolding with precision and fluidity.‬

‭The‬ ‭abstract‬ ‭delves‬ ‭into‬ ‭the‬ ‭significance‬ ‭of‬ ‭using‬ ‭such‬ ‭techniques‬ ‭to‬

‭enhance‬ ‭the‬ ‭narrative‬‭impact‬‭of‬‭the‬‭film,‬‭as‬‭well‬‭as‬‭the‬‭technical‬‭challenges‬‭and‬

‭creative‬ ‭considerations‬ ‭involved‬ ‭in‬ ‭its‬ ‭implementation.‬‭Additionally,‬‭the‬‭abstract‬

‭highlights‬‭the‬‭potential‬‭benefits‬‭of‬‭using‬‭frame-by-frame‬‭animation‬‭to‬‭convey‬‭the‬

‭intricate‬ ‭choreography‬ ‭and‬ ‭character‬ ‭dynamics‬ ‭inherent‬ ‭in‬ ‭combat‬ ‭scenes,‬

‭ultimately‬ ‭contributing‬ ‭to‬ ‭the‬ ‭overall‬ ‭quality‬ ‭and‬ ‭appeal‬ ‭of‬ ‭the‬ ‭animated‬ ‭film‬

‭project "Punggawa".‬

‭Keyword:‬‭Animation, 2D Animation, Frame by frame‬
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