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INTISARI 

Game berbasis 2 dimensi (2D) memiliki daya tarik tersendiri dalam industri 

permainan karena keunikan visualnya dan efisiensi produksi. Penelitian ini 

menganalisis proses pembuatan game “PATRIOT” menggunakan metode animasi 

frame by frame berbasis perangkat lunak Toon Boom.  

Toon Boom dipilih karena kemampuannya dalam mendukung pembuatan 

animasi berkualitas. Tahapan penelitian meliputi perancangan konsep, pembuatan 

aset visual, animasi karakter, hingga integrasi aset ke dalam sistem permainan. 

Hasil analisis menunjukkan bahwa metode frame by frame dengan Toon Boom 

memungkinkan penggambaran detail yang halus dan ekspresif, memberikan 

karakteristik unik pada visual game. 

Meskipun demikian, pendekatan ini membutuhkan waktu produksi yang 

lebih lama dibandingkan metode lain seperti rigging animation, serta membutuhkan 

keahlian khusus dalam menggunakan perangkat lunak. Secara keseluruhan, 

penggunaan Toon Boom dalam proses animasi memberikan hasil yang memuaskan, 

terutama dalam meningkatkan kualitas estetika dan daya tarik visual dari game 

“PATRIOT”. 
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ABSTRACT 

Two-dimensional (2D) games have their own appeal in the game industry 

due to their visual uniqueness and production efficiency. This research analyzes the 

process of making the game “PATRIOT” using the frame by frame animation 

method based on Toon Boom software.  

 

Toon Boom was chosen because of its ability to support the creation of 

quality animation. The research stages include concept design, visual asset 

creation, character animation, and asset integration into the game system. The 

results of the analysis show that the frame by frame method with Toon Boom 

enables the depiction of fine details and expressiveness, giving the game visuals 

unique characteristics. 

 

However, this approach requires a longer production time compared to 

other methods such as rigging animation, and requires specialized skills in using 

the software. Overall, the use of Toon Boom in the animation process yielded 

satisfactory results, especially in enhancing the aesthetic quality and visual appeal 

of the game “PATRIOT”. 

 

Keyword:game, game assets, frame by frame, 2d animation


