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‭INTISARI‬

‭Perkembangan‬ ‭industri‬ ‭animasi‬ ‭sudah‬ ‭sangat‬ ‭berkembang,‬ ‭tidak‬ ‭hanya‬ ‭di‬ ‭luar‬

‭negeri‬ ‭namun‬ ‭negara‬ ‭indonesia‬ ‭telah‬ ‭berkembang‬ ‭sangat‬ ‭pesat‬ ‭dan‬ ‭beragam,‬

‭mulai‬ ‭dari‬ ‭teknik‬ ‭tradisional‬ ‭sampai‬ ‭dengan‬ ‭dibantu‬ ‭oleh‬ ‭teknologi‬ ‭komputer,‬

‭animasi‬ ‭memiliki‬ ‭beragam‬ ‭jenis‬ ‭seperti‬ ‭2D‬ ‭dan‬ ‭3D,‬ ‭untuk‬ ‭animasi‬ ‭2d‬ ‭ada‬

‭beberapa‬ ‭teknik‬ ‭yang‬‭digunakan‬‭dalam‬‭pembuatan‬‭animasi,‬‭salah‬‭satunya‬‭adalah‬

‭frame by frame.‬

‭Teknik‬‭frame‬‭by‬‭frame‬‭adalah‬‭sebuah‬‭teknik‬‭yang‬‭dibuat‬‭dari‬‭banyak‬‭gambar‬‭atau‬

‭sketsa‬ ‭yang‬ ‭disusun‬ ‭sedemikian‬ ‭rupa‬ ‭sehingga‬‭membentuk‬‭sebuah‬‭gerak.‬‭Dalam‬

‭penelitian‬ ‭ini‬ ‭penulis‬ ‭membuat‬ ‭sebuah‬ ‭musik‬ ‭video‬ ‭remake‬‭jingle‬‭amikom‬‭yang‬

‭mencampurkan‬ ‭antara‬ ‭live‬ ‭shoot‬ ‭dengan‬ ‭sebuah‬ ‭animasi‬ ‭2D.‬ ‭penulis‬ ‭membuat‬

‭animasi‬ ‭karakter‬ ‭2D‬ ‭dengan‬ ‭menerapkan‬ ‭teknik‬ ‭animasi‬ ‭frame‬ ‭by‬ ‭frame‬ ‭pada‬

‭karakter‬ ‭2D‬ ‭Karena‬ ‭teknik‬ ‭ini‬ ‭memberikan‬ ‭animator‬‭kendali‬‭penuh‬‭atas‬‭animasi‬

‭yang‬‭dibuat‬‭dan‬‭memungkinkan‬‭animator‬‭menerapkan‬‭gerakan‬‭yang‬‭lebih‬‭akurat.‬

‭Tantangan‬ ‭teknis‬ ‭dalam‬ ‭pembuatan‬ ‭animasi‬ ‭karakter‬ ‭adalah‬ ‭bagaimana‬

‭menentukan‬ ‭timing‬ ‭per‬ ‭frame‬ ‭pergerakan‬ ‭dari‬ ‭tiap‬ ‭karakter‬ ‭sehingga‬ ‭dapat‬

‭menyesuaikan‬ ‭dengan‬ ‭model‬ ‭live‬ ‭shootnya.‬‭Penulis‬‭nantinya‬‭akan‬‭menggunakan‬

‭aplikasi‬ ‭clip‬ ‭studio‬ ‭paint‬ ‭dalam‬ ‭pembuatan‬ ‭asset‬ ‭dan‬ ‭animasi‬ ‭karakter‬‭karena‬‭ui‬

‭yang‬ ‭mudah‬ ‭dipahami‬ ‭dan‬ ‭beberapa‬ ‭fitur‬‭yang‬‭mempermudah‬‭dalam‬‭pembuatan‬

‭animasi.‬

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

‭The‬ ‭development‬ ‭of‬ ‭the‬ ‭animation‬ ‭industry‬ ‭has‬ ‭grown‬ ‭,‬ ‭not‬ ‭only‬ ‭abroad‬ ‭but‬

‭Indonesia‬ ‭has‬ ‭grown‬ ‭very‬ ‭rapidly‬ ‭and‬ ‭diversely,‬ ‭starting‬ ‭from‬ ‭traditional‬

‭techniques‬ ‭to‬‭assisted‬‭by‬‭computer‬‭technology,‬‭animation‬‭has‬‭various‬‭types‬‭such‬

‭as‬ ‭2D‬ ‭and‬ ‭3D,‬ ‭for‬ ‭2d‬ ‭animation‬ ‭there‬ ‭are‬ ‭several‬ ‭techniques‬ ‭used‬ ‭in‬ ‭making‬

‭animation, one of them is the frame by frame technique.‬

‭frame‬‭by‬‭frame‬‭technique‬‭is‬‭a‬‭technique‬‭made‬‭from‬‭many‬‭images‬‭or‬‭sketches‬‭that‬

‭are‬ ‭arranged‬ ‭in‬ ‭such‬ ‭a‬ ‭way‬ ‭as‬ ‭to‬‭form‬‭a‬‭movement.‬‭In‬‭this‬‭research,‬‭the‬‭author‬

‭created‬ ‭a‬ ‭video‬ ‭music‬ ‭remake‬ ‭jingle‬ ‭amikom‬ ‭which‬ ‭mixes‬ ‭live‬ ‭shot‬ ‭with‬ ‭2D‬

‭animation.‬ ‭The‬ ‭author‬ ‭creates‬ ‭2D‬ ‭character‬ ‭animations‬ ‭by‬ ‭applying‬ ‭frame‬ ‭by‬

‭frame‬ ‭animation‬ ‭techniques‬ ‭to‬ ‭2D‬ ‭characters‬ ‭because‬ ‭this‬ ‭technique‬ ‭gives‬ ‭the‬

‭animator‬‭full‬‭control‬‭over‬‭the‬‭animation‬‭created‬‭and‬‭allows‬‭the‬‭animator‬‭to‬‭apply‬

‭more‬ ‭accurate‬ ‭movements.‬‭.‬ ‭The‬ ‭technical‬ ‭challenge‬ ‭in‬ ‭making‬ ‭character‬

‭animation‬ ‭is‬ ‭how‬ ‭to‬ ‭determine‬ ‭the‬ ‭timing‬ ‭per‬ ‭frame‬ ‭of‬ ‭movement‬ ‭of‬ ‭each‬

‭character‬‭so‬‭that‬‭it‬‭can‬‭be‬‭adjusted‬‭to‬‭the‬‭live‬‭shoot‬‭model.‬‭The‬‭author‬‭will‬‭later‬

‭use‬ ‭the‬ ‭clip‬ ‭studio‬ ‭paint‬ ‭application‬ ‭in‬ ‭making‬ ‭assets‬ ‭and‬ ‭character‬ ‭animation‬

‭because‬‭the‬‭UI‬‭is‬‭easy‬‭to‬‭understand‬‭and‬‭has‬‭several‬‭features‬‭that‬‭make‬‭it‬‭easier‬

‭to make animation‬

‭Keywords‬‭: 2D animation, Frame by Frame, Animation Principles.‬
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