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INTISARI

Rigging adalah proses pembuatan kerangka tulang digital pada karakter
animasi agar bisa digerakkan secara fleksibel, sementara animasi adalah proses
menghidupkan karakter melalui gerakan dan ekspresi yang sesuai dengan alur
cerita. Penelitian ini membahas secara mendalam teknik rigging dan animasi
karakter yang diterapkan dalam produksi opening animasi 2D pada game
"Redemption of Souls".

Studi ini mencakup tahapan pembuatan rigging, seperti pembuatan
kontrol, layering, dan penempatan tulang (bones) di kedua tangan dan kaki juga
badan, serta proses animasi yang meliputi keyframing dan frame by frame juga
meliputi analisis proses produksi animasi dan penerapan prinsip-prinsip animasi
seperti anticipation, secondary action, timing dan spacing. Pendekatan yang
digunakan meliputi analisis literatur, implementasi teknis rigging dan animasi
menggunakan perangkat lunak animasi 2D yaitu Toonboom Harmony.

Hasil penelitian menunjukkan bahwa kombinasi teknik rigging berbasis
bone system dengan pendekatan animasi keyframe memberikan hasil yang optimal
untuk kebutuhan produksi animasi pada opening animasi 2D game "Redemption
of Souls" ini.

Kata Kunci: 2D Animasi, Cut Out, Rigging, Prinsip Animasi, dan Toonboom
Harmony.
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ABSTRACT

Rigging is the process of creating a digital bone structure for animated
characters to allow flexible movement, while animation is the process of bringing
characters to life through movements and expressions that align with the storyline.
This research delves into the rigging and character animation techniques applied
in the production of the 2D opening animation for the game "Redemption of
Souls."”

The study encompasses the stages of rigging, such as creating controls,
layering, and placing bones in the hands, legs, and body, as well as the animation
process, which includes keyframing and frame by frame animation. It also
analyzes the animation production process and the application of animation
principles such as anticipation, secondary action, timing, and spacing. The
approach involves literature analysis and the technical implementation of rigging
and animation using the 2D animation software Toon Boom Harmony.

The results of the study show that the combination of bone system-based
rigging techniques with a keyframe animation approach provides optimal results
for the production needs of the 2D opening animation of the game "Redemption of

Souls.”

Keyword: 2D Animation, Cut Out, Rigging, Animation Principles, and Toonboom.
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