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‭INTISARI‬

‭A‬‭nimasi‬ ‭2‬ ‭Dimensi‬ ‭merupakan‬ ‭gambar‬ ‭ataupun‬ ‭ilustrasi‬ ‭bergerak‬ ‭yang‬
‭dibuat‬ ‭dari‬ ‭berbagai‬ ‭gambar‬ ‭yang‬ ‭disusun‬ ‭secara‬ ‭beraturan‬ ‭mengikuti‬ ‭alur‬ ‭yang‬
‭sudah‬ ‭ditentukan.‬ ‭Dalam‬ ‭pembuatan‬ ‭animasi‬ ‭2D‬ ‭memiliki‬ ‭berbagai‬ ‭teknik‬
‭maupun metode yang dilakukan oleh para animator.‬

‭Teknik‬ ‭Frame-by-Frame‬ ‭merupakan‬ ‭salah‬ ‭satu‬ ‭metode‬ ‭yang‬ ‭sering‬
‭digunakan‬‭untuk‬‭menciptakan‬‭animasi‬‭yang‬‭halus‬‭dan‬‭detail,‬‭dimana‬‭setiap‬‭frame‬
‭di‬ ‭gambar‬ ‭secara‬ ‭terpisah‬ ‭untuk‬ ‭menghasilkan‬ ‭gerakan‬‭yang‬‭realistis.‬‭Selain‬‭itu,‬
‭teknik frame-by-frame ini mudah untuk diterapkan dan efektif.‬

‭Penelitian‬ ‭ini‬ ‭bertujuan‬ ‭untuk‬ ‭mengimplementasikan‬ ‭teknik‬
‭frame-by-frame‬ ‭pada‬ ‭scene‬ ‭makan‬ ‭dalam‬ ‭animasi‬ ‭2D‬ ‭berjudul‬ ‭Caroline‬ ‭Elea,‬
‭yang‬ ‭mengutamakan‬ ‭realisme‬ ‭dan‬‭keakuratan‬‭pada‬‭setiap‬‭pergerakan‬‭tubuh‬‭serta‬
‭ekspresi‬ ‭karakter.‬ ‭Dalam‬ ‭pengembangan‬ ‭animasi‬ ‭ini,‬ ‭fokus‬ ‭utama‬ ‭yang‬ ‭akan‬
‭ditekankan‬ ‭adalah‬ ‭pada‬ ‭pembuatan‬ ‭dan‬ ‭penggambaran‬ ‭detail‬ ‭gerakan‬ ‭interaksi‬
‭karakter‬ ‭dengan‬ ‭makanan,‬ ‭seperti‬ ‭pergerakan‬ ‭bibir,‬ ‭tangan,‬ ‭dan‬ ‭ekspresi‬ ‭wajah.‬
‭Hasil‬ ‭penelitian‬ ‭menunjukkan‬ ‭bahwa‬ ‭penerapan‬ ‭teknik‬ ‭frame-by-frame‬ ‭dalam‬
‭scene‬ ‭makan‬ ‭mampu‬ ‭memberikan‬ ‭kesan‬ ‭yang‬ ‭lebih‬ ‭hidup‬ ‭dan‬ ‭dinamis‬ ‭pada‬
‭karakter, dengan detail gerakan mendalam dan ekspresif.‬

‭Kata Kunci:‬‭Animasi 2D, Frame-by-Frame, Teknologi, Karakter, Realisme‬
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‭ABSTRACT‬

‭2D‬ ‭animation‬ ‭is‬ ‭a‬ ‭form‬ ‭of‬ ‭moving‬ ‭images‬ ‭or‬ ‭illustrations‬ ‭created‬ ‭from‬
‭various‬‭drawings‬‭arranged‬‭in‬‭a‬‭specific‬‭order‬‭following‬‭a‬‭predetermined‬‭flow.‬‭In‬
‭the‬ ‭creation‬ ‭of‬ ‭2D‬ ‭animation,‬ ‭there‬‭are‬‭various‬‭techniques‬‭and‬‭methods‬‭used‬‭by‬
‭animators.‬

‭The‬‭Frame-by-Frame‬‭technique‬‭is‬‭one‬‭of‬‭the‬‭most‬‭commonly‬‭used‬‭methods‬
‭to‬ ‭create‬‭smooth‬‭and‬‭detailed‬‭animations,‬‭where‬‭each‬‭frame‬‭is‬‭drawn‬‭separately‬
‭to‬‭produce‬‭realistic‬‭motion.‬‭Furthermore,‬‭this‬‭frame-by-frame‬‭technique‬‭is‬‭easy‬‭to‬
‭apply and effective.‬

‭This‬ ‭research‬ ‭aims‬ ‭to‬ ‭implement‬ ‭the‬ ‭frame-by-frame‬ ‭technique‬ ‭in‬ ‭the‬
‭eating‬ ‭scene‬ ‭of‬ ‭the‬ ‭2D‬ ‭animation‬ ‭titled‬ ‭Caroline‬ ‭Elea,‬ ‭focusing‬ ‭on‬ ‭realism‬ ‭and‬
‭accuracy‬ ‭in‬ ‭every‬ ‭body‬ ‭movement‬ ‭and‬ ‭character‬‭expression.‬‭In‬‭the‬‭development‬
‭of‬ ‭this‬ ‭animation,‬ ‭the‬ ‭main‬ ‭focus‬ ‭will‬ ‭be‬ ‭placed‬ ‭on‬‭creating‬‭and‬‭illustrating‬‭the‬
‭detailed‬ ‭movement‬ ‭of‬ ‭character‬ ‭interaction‬ ‭with‬ ‭food,‬ ‭such‬ ‭as‬ ‭lip‬ ‭movements,‬
‭hand‬ ‭gestures,‬ ‭and‬ ‭facial‬ ‭expressions.‬ ‭The‬ ‭results‬ ‭of‬ ‭the‬ ‭study‬ ‭show‬ ‭that‬ ‭the‬
‭application‬‭of‬‭the‬‭frame-by-frame‬‭technique‬‭in‬‭the‬‭eating‬‭scene‬‭succeeds‬‭in‬‭giving‬
‭the‬ ‭character‬ ‭a‬ ‭more‬ ‭lively‬ ‭and‬ ‭dynamic‬ ‭impression,‬ ‭with‬ ‭deep‬ ‭and‬ ‭expressive‬
‭movement details.‬
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