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‭INTISARI‬

‭Skripsi‬ ‭ini‬ ‭bertujuan‬ ‭untuk‬ ‭membahas‬ ‭pengimplementasian‬ ‭teknik‬ ‭frame‬

‭by‬ ‭frame‬ ‭scene‬ ‭'Climb‬‭the‬‭Wall'‬‭pada‬‭proyek‬‭film‬‭animasi‬‭2D‬‭'WAKE‬‭UP‬‭LILI'.‬

‭Adegan‬ ‭di‬ ‭mana‬ ‭sang‬‭karakter‬‭utama,‬‭Lili,‬‭menaiki‬‭dan‬‭memanjat‬‭sebuah‬‭tebing‬

‭dengan‬‭berbagai‬‭pergerakan.‬‭Metode‬‭frame‬‭by‬‭frame‬‭ini,‬‭membantu‬‭menciptakan‬

‭pergerakan‬ ‭yang‬ ‭halus,‬ ‭baik,‬ ‭dan‬‭dapat‬‭memperkaya‬‭visual‬‭penonton.‬‭Skripsi‬‭ini‬

‭mendokumentasikan‬ ‭proses‬ ‭implementasi‬ ‭teknik‬ ‭tersebut,‬ ‭termasuk‬ ‭dalam‬

‭perancangan‬‭adegan,‬‭penggambaran‬‭karakter,‬‭dan‬‭juga‬‭penggunaan‬‭elemen‬‭visual‬

‭untuk‬‭memperkaya‬‭narasi.‬‭Dan‬‭diharapkan,‬‭dapat‬‭menghadirkan‬‭pengalaman‬‭yang‬

‭memikat‬ ‭dalam‬ ‭film‬ ‭animasi‬ ‭'WAKE‬ ‭UP‬ ‭LILI'.‬ ‭Selain‬ ‭itu,‬ ‭skripsi‬ ‭ini‬ ‭juga‬

‭membantu‬ ‭dalam‬ ‭menggali‬ ‭dampak‬ ‭penggunaan‬ ‭teknik‬ ‭frame‬ ‭by‬ ‭frame‬ ‭pada‬

‭kualitas‬ ‭visual‬ ‭dan‬ ‭juga‬‭kesan‬‭emosional‬‭yang‬‭disajikan‬‭terhadap‬‭para‬‭penonton.‬

‭Melalui‬ ‭analisa‬ ‭yang‬ ‭mendalam,‬ ‭diketahui‬ ‭bahwasannya‬ ‭penggunaan‬ ‭teknik‬ ‭ini‬

‭dapat‬‭secara‬‭signifikan‬‭meningkatkan‬‭fokus‬‭pada‬‭karakter‬‭yang‬‭membantu‬‭dalam‬

‭dinamika‬ ‭narasi.‬ ‭Dengan‬ ‭demikian,‬ ‭pengimplementasian‬ ‭teknik‬ ‭frame‬ ‭by‬ ‭frame‬

‭tidak‬ ‭hanya‬ ‭meningkatkan‬ ‭aspek‬ ‭teknik‬ ‭produksi‬ ‭animasi,‬ ‭tetapi‬ ‭juga‬ ‭dapat‬

‭memberikan‬‭kontribusi‬‭yang‬‭substansial‬‭terhadap‬‭pengalaman‬‭estetika‬‭dan‬‭naratif‬

‭dalam‬ ‭film‬ ‭animasi.‬ ‭Penulis‬ ‭mengharapkan,‬ ‭skripsi‬ ‭ini‬ ‭dapat‬ ‭memberikan‬

‭wawasan‬ ‭yang‬ ‭berharga‬ ‭bagi‬ ‭praktisi‬ ‭animasi‬ ‭serta‬ ‭dapat‬ ‭juga‬ ‭menginspirasi‬

‭pengembangan teknik visual yang lebih jauh inovatif di masa yang akan datang‬

‭Kata kunci:‬‭Animasi, Animasi Pendek 2D, Wake up Lili,‬‭Frame by frame,‬‭Krita‬
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‭ABSTRACT‬

‭This‬ ‭thesis‬ ‭aims‬ ‭to‬ ‭discuss‬ ‭the‬ ‭implementation‬ ‭of‬ ‭the‬ ‭frame‬ ‭by‬ ‭frame‬

‭technique‬‭on‬‭to‬‭'Climb‬‭the‬‭Wall'‬‭scene‬‭in‬‭the‬‭2D‬‭animated‬‭film‬‭project‬‭'WAKE‬‭UP‬

‭LILI'.‬ ‭The‬ ‭scene‬ ‭where‬ ‭the‬ ‭main‬ ‭character,‬ ‭Lili,‬ ‭gets‬ ‭up‬ ‭and‬ ‭climbs‬ ‭a‬ ‭cliff‬ ‭with‬

‭various‬ ‭movements.‬ ‭This‬ ‭frame‬ ‭by‬ ‭frame‬ ‭technique‬ ‭helps‬ ‭create‬ ‭smooth,‬ ‭good‬

‭movement‬ ‭and‬ ‭can‬ ‭enrich‬ ‭the‬ ‭audience's‬ ‭visuals.‬ ‭This‬ ‭thesis‬ ‭documents‬ ‭the‬

‭process‬ ‭of‬ ‭implementing‬ ‭this‬ ‭technique,‬ ‭including‬ ‭scene‬ ‭design,‬ ‭character‬

‭depiction,‬ ‭and‬ ‭also‬ ‭the‬ ‭use‬ ‭of‬ ‭visual‬ ‭elements‬ ‭to‬ ‭enrich‬ ‭the‬ ‭narrative.‬ ‭And‬ ‭it‬ ‭is‬

‭hoped‬‭that‬‭it‬‭can‬‭provide‬‭an‬‭engaging‬‭experience‬‭in‬‭the‬‭animated‬‭film‬‭'WAKE‬‭UP‬

‭LILI'.‬ ‭Apart‬ ‭from‬ ‭that,‬ ‭this‬ ‭thesis‬‭also‬‭helps‬‭in‬‭exploring‬‭the‬‭impact‬‭of‬‭using‬‭the‬

‭frame‬‭by‬‭frame‬‭technique‬‭on‬‭the‬‭visual‬‭quality‬‭and‬‭also‬‭the‬‭emotional‬‭impression‬

‭presented‬ ‭to‬ ‭the‬ ‭audience.‬ ‭Through‬ ‭in-depth‬‭analysis,‬‭it‬‭is‬‭known‬‭that‬‭the‬‭use‬‭of‬

‭this‬ ‭technique‬ ‭can‬ ‭significantly‬ ‭increase‬ ‭the‬ ‭focus‬ ‭on‬ ‭characters‬ ‭which‬ ‭helps‬ ‭in‬

‭narrative‬ ‭dynamics.‬ ‭Thus,‬ ‭implementing‬ ‭the‬ ‭frame‬ ‭by‬ ‭frame‬ ‭technique‬ ‭not‬ ‭only‬

‭improves‬ ‭the‬ ‭technical‬ ‭aspects‬ ‭of‬ ‭animation‬ ‭production,‬ ‭but‬ ‭can‬ ‭also‬ ‭make‬ ‭a‬

‭substantial‬ ‭contribution‬ ‭to‬ ‭the‬ ‭aesthetic‬ ‭and‬ ‭narrative‬ ‭experience‬ ‭in‬ ‭animated‬

‭films.‬‭The‬‭author‬‭hopes‬‭that‬‭this‬‭thesis‬‭can‬‭provide‬‭valuable‬‭insight‬‭for‬‭animation‬

‭practitioners‬ ‭and‬ ‭can‬ ‭also‬ ‭inspire‬ ‭the‬ ‭development‬ ‭of‬ ‭further‬ ‭innovative‬ ‭visual‬

‭techniques in the future.‬

‭Keywords:‬‭Animation, 2D Short Animation, Wake up Lili,‬‭frame by frame, Krita‬
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