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‭INTISARI‬

‭Animasi‬ ‭efek‬ ‭2‬ ‭dimensi‬ ‭adalah‬ ‭teknik‬ ‭yang‬ ‭memperkaya‬ ‭cerita‬ ‭animasi‬

‭dengan‬ ‭memasukkan‬ ‭efek‬ ‭visual‬ ‭seperti‬ ‭api,‬ ‭air,‬ ‭dan‬ ‭sihir‬ ‭dalam‬ ‭ruang‬ ‭dua‬

‭dimensi.‬ ‭Berbeda‬ ‭dengan‬ ‭animasi‬ ‭3‬ ‭dimensi‬ ‭yang‬ ‭menekankan‬ ‭kedalaman‬ ‭dan‬

‭realisme,‬‭animasi‬‭efek‬‭2D‬‭lebih‬‭fokus‬‭pada‬‭visual‬‭yang‬‭bergaya‬‭dan‬‭dinamis,‬‭yang‬

‭dibuat‬ ‭melalui‬ ‭metode‬ ‭gambar‬ ‭tangan‬ ‭atau‬ ‭digital.‬ ‭Penulisan‬ ‭ini‬ ‭membahas‬

‭animasi‬ ‭efek‬ ‭2D‬‭skripsi‬‭ini‬‭juga‬‭membahas‬‭bagaimana‬‭alat‬‭digital‬‭dan‬‭perangkat‬

‭lunak‬‭komposit‬‭telah‬‭mengubah‬‭proses‬‭pembuatan‬‭efek,‬‭memberikan‬‭fleksibilitas‬

‭lebih‬ ‭bagi‬ ‭animator.‬ ‭Dengan‬ ‭membahas‬ ‭aspek‬ ‭artistik‬ ‭dan‬ ‭teknis,‬ ‭penulisan‬ ‭ini‬

‭menunjukkan‬ ‭relevansi‬ ‭dan‬ ‭kreativitas‬ ‭animasi‬ ‭efek‬ ‭2D‬ ‭dalam‬ ‭praktik‬ ‭animasi‬

‭modern.‬

‭Dalam‬ ‭pembuatan‬ ‭animasi‬ ‭efek‬ ‭ini‬ ‭penulis‬ ‭menggunakan‬ ‭software‬

‭PaintTool‬ ‭Sai‬ ‭untuk‬ ‭membuat‬ ‭sketsa‬ ‭kasar‬ ‭kemudian‬ ‭Adobe‬ ‭Photoshop‬ ‭untuk‬

‭menggerakan‬ ‭gambar‬ ‭serta‬ ‭menggunakan‬ ‭teknik‬ ‭frame‬ ‭by‬ ‭frame‬ ‭yang‬ ‭dimana‬

‭gambar‬ ‭di‬ ‭setiap‬ ‭frame‬ ‭nya‬ ‭dibuat‬ ‭satu‬ ‭per-satu‬ ‭dan‬‭berbeda‬‭antara‬‭satu‬‭gambar‬

‭dengan‬ ‭gambar‬ ‭yang‬ ‭lain.‬ ‭Dalam‬ ‭menggunakan‬ ‭teknik‬ ‭frame‬ ‭by‬ ‭frame‬ ‭ini‬

‭membuat‬ ‭setiap‬ ‭gerakan‬ ‭yang‬ ‭dihasilkan‬ ‭terlihat‬ ‭halus‬ ‭dan‬ ‭lebih‬ ‭detail‬ ‭dalam‬

‭penerapan‬ ‭gerakan‬ ‭aksi‬ ‭pada‬ ‭animasi‬ ‭dan‬ ‭menerapkan‬ ‭prinsip-prinsip‬ ‭animasi‬

‭dalam‬ ‭gerakannya.‬ ‭Dalam‬ ‭penelitian‬ ‭ini‬ ‭menunjukkan‬ ‭bahwa‬ ‭menggunakan‬

‭teknik‬ ‭frame‬ ‭by‬ ‭frame‬ ‭dapat‬ ‭menghasilkan‬ ‭animasi‬ ‭yang‬ ‭lebih‬ ‭halus‬ ‭dan‬ ‭dapat‬

‭membuat‬‭gerakan-gerakan‬‭aksi‬‭yang‬‭rumit,‬‭detail‬‭dibandingkan‬‭dengan‬‭teknik‬‭cut‬

‭out pada pembuatan animasi 2D.‬

‭Kata‬‭kunci:‬‭Efek‬‭Visual,‬‭Animasi‬‭2D,‬‭Animasi‬‭Digital,‬‭Teknik‬‭Frame‬‭by‬‭frame‬‭,‬

‭Prinsip Animasi‬
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‭ABSTRACT‬

‭2D‬ ‭effects‬ ‭animation‬ ‭is‬ ‭a‬ ‭technique‬ ‭that‬ ‭enhances‬ ‭animated‬ ‭stories‬ ‭by‬

‭incorporating‬ ‭visual‬ ‭effects‬ ‭such‬ ‭as‬ ‭fire,‬ ‭water,‬ ‭and‬ ‭magic‬ ‭within‬ ‭a‬

‭two-dimensional‬ ‭space.‬ ‭Unlike‬ ‭3D‬ ‭animation,‬ ‭which‬ ‭emphasizes‬ ‭depth‬ ‭and‬

‭realism,‬ ‭2D‬ ‭effects‬ ‭animation‬ ‭focuses‬ ‭more‬ ‭on‬ ‭stylized‬ ‭and‬ ‭dynamic‬ ‭visuals,‬

‭created‬ ‭either‬‭through‬‭hand-drawn‬‭methods‬‭or‬‭digital‬‭tools.‬‭This‬‭study‬‭discusses‬

‭the‬ ‭use‬ ‭of‬ ‭2D‬ ‭effects‬ ‭animation‬ ‭and‬ ‭explores‬ ‭how‬ ‭digital‬ ‭tools‬ ‭and‬‭compositing‬

‭software‬ ‭have‬ ‭transformed‬ ‭the‬ ‭process,‬ ‭offering‬ ‭greater‬ ‭flexibility‬ ‭to‬ ‭animators.‬

‭By‬ ‭examining‬ ‭both‬ ‭artistic‬ ‭and‬ ‭technical‬ ‭aspects,‬ ‭this‬ ‭writing‬ ‭highlights‬ ‭the‬

‭relevance and creativity of 2D effects animation in modern animation practices.‬

‭In‬ ‭producing‬ ‭these‬ ‭effects,‬ ‭the‬ ‭author‬ ‭utilized‬ ‭PaintTool‬ ‭SAI‬ ‭to‬ ‭create‬

‭rough‬ ‭sketches‬ ‭and‬ ‭Adobe‬ ‭Photoshop‬ ‭to‬ ‭animate‬ ‭the‬ ‭drawings,‬ ‭employing‬ ‭the‬

‭frame-by-frame‬‭technique.‬‭This‬‭method‬‭involves‬‭crafting‬‭each‬‭frame‬‭individually,‬

‭ensuring‬ ‭that‬ ‭every‬ ‭frame‬ ‭is‬ ‭distinct‬ ‭from‬ ‭the‬ ‭others.‬ ‭The‬ ‭frame-by-frame‬

‭technique‬ ‭allows‬ ‭for‬ ‭smoother‬ ‭and‬ ‭more‬ ‭detailed‬ ‭motion‬ ‭in‬ ‭animated‬ ‭action‬

‭sequences,‬ ‭incorporating‬ ‭animation‬ ‭principles‬ ‭effectively.‬ ‭The‬ ‭research‬

‭demonstrates‬ ‭that‬ ‭the‬ ‭frame-by-frame‬ ‭technique‬ ‭produces‬ ‭smoother‬ ‭animations‬

‭and‬ ‭enables‬ ‭more‬ ‭intricate,‬ ‭detailed‬ ‭action‬ ‭movements‬ ‭compared‬ ‭to‬ ‭the‬ ‭cut-out‬

‭method used in 2D animation production.‬

‭Keywords:‬ ‭Visual‬ ‭Effects,‬ ‭2D‬ ‭Animation,‬ ‭Digital‬ ‭Animation,‬ ‭Frame‬ ‭by‬ ‭frame‬

‭Techniques, Animation Principles‬
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