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INTISARI 

Penelitian ini membahas implementasi teknik animasi frame by frame 

pada pembuatan karakter 2D dalam scene rooftop untuk remake jingle Amikom. 

Teknik frame by frame dipilih karena mampu menghasilkan gerakan animasi yang 

halus dan ekspresif, terutama dalam menampilkan detail gerakan karakter. Proses 

produksi melibatkan tahapan pra-produksi, produksi, dan pasca-produksi. Pada 

tahap pra-produksi, dilakukan perancangan storyboard, desain karakter, dan latar 

belakang rooftop. Tahap produksi mencakup pembuatan setiap frame gerakan 

karakter secara manual, memastikan sinkronisasi dengan ritme jingle. Tahap 

pasca-produksi melibatkan penyuntingan akhir, seperti penggabungan animasi 

dengan background, serta penyesuaian efek visual. Penelitian ini menunjukkan 

bahwa teknik frame by frame efektif dalam menyampaikan nuansa emosional dan 

mendukung kreativitas visual dalam proyek animasi edukatif dan promosi. 

 

Kata Kunci:    Animasi 2D, Frame by Frame, Produksi 
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ABSTRACT 

This research discusses the implementation of frame by frame animation 

techniques in creating 2D characters in the rooftop scene for the Amikom jingle 

remake. The frame by frame technique was chosen because it is capable of 

producing smooth and expressive animation movements, especially in displaying 

detailed character movements. The production process involves pre-production, 

production and post-production stages. In the pre-production stage, the 

storyboard, character design and rooftop background were designed. The 

production stage includes manually creating each frame of the character's 

movements, ensuring synchronization with the jingle's rhythm. The 

post-production stage involves final editing, such as combining the animation with 

the background, as well as adjusting the visual effects. This research shows that 

the frame by frame technique is effective in conveying emotional nuances and 

supporting visual creativity in educational and promotional animation projects. 
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