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‭INTISARI‬

‭Animasi‬ ‭2‬ ‭dimensi‬ ‭(2D)‬ ‭merupakan‬ ‭salah‬ ‭satu‬ ‭bentuk‬ ‭seni‬ ‭visual‬ ‭yang‬
‭telah‬ ‭berkembang‬ ‭pesat‬ ‭seiring‬ ‭dengan‬ ‭kemajuan‬ ‭teknologi‬ ‭dan‬ ‭kreativitas‬ ‭para‬
‭seniman.‬ ‭Animasi‬ ‭2D‬ ‭menggunakan‬ ‭gambar-gambar‬ ‭yang‬ ‭digambar‬ ‭tangan‬‭atau‬
‭digital‬ ‭untuk‬ ‭menciptakan‬ ‭ilusi‬ ‭gerakan.‬ ‭Proses‬ ‭ini‬ ‭melibatkan‬ ‭berbagai‬ ‭teknik‬
‭seperti frame-by-frame.‬

‭Metode‬ ‭yang‬ ‭digunakan‬ ‭dalam‬ ‭penelitian‬ ‭ini‬ ‭adalah‬ ‭teknik‬
‭frame-by-frame.‬‭Teknik‬‭ini‬‭melibatkan‬‭pembuatan‬‭setiap‬‭frame‬‭secara‬‭individual,‬
‭yang‬‭kemudian‬‭disusun‬‭secara‬‭berurutan‬‭untuk‬‭menciptakan‬‭ilusi‬‭gerakan.‬‭Teknik‬
‭frame-by-frame‬ ‭merupakan‬ ‭salah‬ ‭satu‬ ‭metode‬ ‭klasik‬ ‭dalam‬ ‭dunia‬ ‭animasi‬ ‭yang‬
‭tetap‬ ‭relevan‬ ‭hingga‬ ‭saat‬ ‭ini.‬ ‭Teknik‬ ‭ini‬ ‭memerlukan‬ ‭ketelitian‬ ‭dan‬ ‭kesabaran‬
‭tinggi,‬ ‭karena‬ ‭setiap‬ ‭frame‬ ‭harus‬ ‭digambar‬‭secara‬‭manual‬‭dan‬‭disusun‬‭berurutan‬
‭untuk menghasilkan animasi yang halus dan realistis.‬

‭Proses‬ ‭ini‬ ‭dimulai‬ ‭dengan‬ ‭pembuatan‬ ‭sketsa‬ ‭kasar‬ ‭yang‬ ‭kemudian‬
‭diperhalus‬ ‭menjadi‬ ‭gambar‬ ‭akhir.‬ ‭Setiap‬ ‭gambar‬ ‭kemudian‬ ‭difoto‬ ‭atau‬ ‭dipindai‬
‭dan‬‭disusun‬‭dalam‬‭urutan‬‭yang‬‭tepat‬‭untuk‬‭menciptakan‬‭gerakan‬‭yang‬‭diinginkan.‬
‭Teknik‬ ‭frame‬ ‭by‬ ‭frame‬ ‭memungkinkan‬ ‭animator‬ ‭untuk‬ ‭memiliki‬ ‭kontrol‬ ‭penuh‬
‭atas‬ ‭setiap‬ ‭detail‬ ‭gerakan,‬ ‭sehingga‬ ‭hasil‬ ‭akhirnya‬ ‭dapat‬ ‭sangat‬ ‭ekspresif‬ ‭dan‬
‭dinamis.‬

‭Kata Kunci:‬‭Animasi 2D,‬‭Frame By Frame‬
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‭ABSTRACT‬

‭2-dimensional‬ ‭(2D)‬ ‭animation‬ ‭is‬ ‭a‬ ‭form‬ ‭of‬ ‭visual‬ ‭art‬ ‭that‬‭has‬‭developed‬
‭rapidly‬ ‭along‬ ‭with‬ ‭advances‬ ‭in‬ ‭technology‬ ‭and‬ ‭the‬ ‭creativity‬ ‭of‬ ‭artists.‬ ‭2D‬
‭animation‬ ‭uses‬ ‭hand-drawn‬‭or‬‭digital‬‭images‬‭to‬‭create‬‭the‬‭illusion‬‭of‬‭movement.‬
‭This process involves various techniques such as frame-by-frame.‬

‭The‬ ‭method‬ ‭used‬ ‭in‬ ‭this‬ ‭research‬ ‭is‬ ‭the‬ ‭frame-by-frame‬ ‭technique.‬ ‭This‬
‭technique‬ ‭involves‬ ‭creating‬ ‭each‬ ‭frame‬ ‭individually,‬ ‭which‬ ‭is‬ ‭then‬ ‭arranged‬
‭sequentially‬‭to‬‭create‬‭the‬‭illusion‬‭of‬‭movement.‬‭The‬‭frame-by-frame‬‭technique‬‭is‬‭a‬
‭classic‬ ‭method‬ ‭in‬ ‭the‬ ‭world‬ ‭of‬ ‭animation‬ ‭that‬ ‭remains‬ ‭relevant‬ ‭today.‬ ‭This‬
‭technique‬ ‭requires‬ ‭high‬ ‭precision‬ ‭and‬ ‭patience,‬ ‭because‬ ‭each‬ ‭frame‬ ‭must‬ ‭be‬
‭drawn‬ ‭manually‬ ‭and‬ ‭arranged‬ ‭sequentially‬ ‭to‬ ‭produce‬ ‭smooth‬ ‭and‬ ‭realistic‬
‭animation.‬

‭This‬‭process‬‭begins‬‭with‬‭making‬‭a‬‭rough‬‭sketch‬‭which‬‭is‬‭then‬‭refined‬‭into‬
‭the‬‭final‬‭image.‬‭Each‬‭image‬‭is‬‭then‬‭photographed‬‭or‬‭scanned‬‭and‬‭arranged‬‭in‬‭the‬
‭right‬‭order‬‭to‬‭create‬‭the‬‭desired‬‭movement.‬‭The‬‭frame‬‭by‬‭frame‬‭technique‬‭allows‬
‭the‬‭animator‬‭to‬‭have‬‭complete‬‭control‬‭over‬‭every‬‭detail‬‭of‬‭the‬‭movement,‬‭so‬‭that‬
‭the final result can be very expressive and dynamic‬

‭Keyword: 2D Animation, Frame By Frame‬
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