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‭INTISARI‬

‭Animasi‬ ‭2D‬ ‭mempunyai‬ ‭keunggulan‬ ‭untuk‬ ‭menghadirkan‬ ‭dunia‬ ‭fantasi‬

‭yang‬ ‭sulit‬ ‭dicapai‬ ‭melalui‬ ‭pengambilan‬ ‭gambar‬ ‭secara‬ ‭langsung‬ ‭dengan‬

‭menggunakan‬ ‭kamera‬ ‭(live‬ ‭shoot).‬‭Hal‬‭ini‬‭membuka‬‭peluang‬‭bagi‬‭para‬‭animator‬

‭untuk‬ ‭menuangkan‬ ‭ide‬ ‭kreatif‬ ‭dan‬ ‭imajinatif‬ ‭yang‬ ‭tanpa‬ ‭batas‬ ‭dalam‬ ‭proses‬

‭pembuatan animasi 2D.‬

‭Pokok‬ ‭bahasan‬ ‭dalam‬ ‭penulisan‬ ‭skripsi‬ ‭ini‬ ‭hanya‬ ‭berfokus‬ ‭pada‬

‭pembuatan‬ ‭animasi‬ ‭looping‬ ‭2D‬ ‭yang‬ ‭menampilkan‬ ‭siklus‬ ‭gerakan‬ ‭untuk‬ ‭empat‬

‭karakter‬‭yang‬‭berbeda.‬‭Adapun‬‭animasi‬‭dari‬‭dua‬‭karakter‬‭batu‬‭kecil‬‭yaitu‬‭animasi‬

‭siklus‬ ‭berjalan‬ ‭dengan‬ ‭gerakan‬ ‭yang‬ ‭berbeda,‬ ‭satu‬ ‭karakter‬ ‭batu‬ ‭kecil‬ ‭dengan‬

‭gerakan‬‭melompat-lompat,‬‭dan‬‭karakter‬‭golem‬‭yang‬‭melakukan‬‭gerakan‬‭menepuk‬

‭kedua‬ ‭tangannya‬ ‭sambil‬ ‭memiringkan‬ ‭badan‬ ‭secara‬ ‭bergantian‬ ‭ke‬ ‭kiri‬ ‭dan‬ ‭ke‬

‭kanan sambil mengikuti ketukan dari lagu‬‭jingle‬‭Amikom.‬

‭Untuk‬ ‭memenuhi‬ ‭kebutuhan‬ ‭dalam‬ ‭pembuatan‬ ‭animasi‬ ‭yang‬ ‭telah‬

‭disebutkan,‬ ‭penulis‬ ‭menggunakan‬‭teknik‬‭frame‬‭by‬‭frame‬‭.‬‭Teknik‬‭frame‬‭by‬‭frame‬

‭merupakan‬ ‭proses‬ ‭pembuatan‬ ‭animasi‬ ‭2D‬ ‭dengan‬ ‭cara‬‭setiap‬‭frame‬‭atau‬‭gambar‬

‭dibuat‬ ‭secara‬ ‭manual‬ ‭satu‬ ‭per‬ ‭satu,‬ ‭sehingga‬ ‭teknik‬ ‭ini‬ ‭memberikan‬ ‭animator‬

‭kendali‬‭penuh‬‭atas‬‭setiap‬‭detail‬‭gerakan‬‭yang‬‭ditampilkan‬‭pada‬‭setiap‬‭frame‬‭.‬‭Jika‬

‭frame‬ ‭yang‬ ‭satu‬ ‭menunjukkan‬ ‭perubahan‬ ‭gambar‬ ‭dari‬ ‭frame‬ ‭sebelum‬ ‭dan‬

‭sesudahnya,‬ ‭frame-frame‬ ‭yang‬ ‭sudah‬ ‭disusun‬ ‭dan‬ ‭ditampilkan‬ ‭secara‬ ‭berurutan‬

‭nantinya akan menciptakan ilusi suatu gerakan.‬

‭Kata‬ ‭kunci‬‭:‬ ‭Animasi‬ ‭2D,‬ ‭Animasi‬ ‭Karakter,‬ ‭Animasi‬ ‭Perulangan,‬ ‭Frame‬ ‭by‬

‭Frame‬‭,‬‭Clip Studio Paint EX‬
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‭ABSTRACT‬

‭2D‬ ‭animation‬ ‭has‬ ‭the‬ ‭advantage‬ ‭of‬ ‭presenting‬ ‭a‬ ‭fantasy‬ ‭world‬ ‭that‬ ‭is‬

‭difficult‬‭to‬‭achieve‬‭through‬‭live‬‭shoots.‬‭This‬‭opens‬‭up‬‭opportunities‬‭for‬‭animators‬

‭to‬ ‭pour‬ ‭unlimited‬ ‭creative‬ ‭and‬ ‭imaginative‬ ‭ideas‬ ‭in‬ ‭the‬ ‭process‬ ‭of‬ ‭making‬ ‭2D‬

‭animation.‬

‭The‬ ‭subject‬ ‭matter‬ ‭in‬ ‭this‬ ‭thesis‬ ‭writing‬ ‭only‬ ‭focuses‬ ‭on‬ ‭creating‬ ‭a‬ ‭2D‬

‭looping‬‭animation‬‭that‬‭displays‬‭the‬‭movement‬‭cycle‬‭for‬‭four‬‭different‬‭characters.‬

‭The‬ ‭animation‬ ‭of‬ ‭two‬ ‭small‬ ‭stone‬ ‭characters‬ ‭is‬ ‭a‬ ‭walking‬ ‭cycle‬ ‭animation‬ ‭with‬

‭different‬ ‭movements,‬ ‭one‬ ‭small‬‭stone‬‭character‬‭with‬‭a‬‭jumping‬‭movement,‬‭and‬‭a‬

‭golem‬ ‭character‬ ‭who‬ ‭makes‬ ‭a‬ ‭movement‬ ‭of‬ ‭clapping‬ ‭his‬ ‭hands‬ ‭while‬ ‭tilting‬‭his‬

‭body alternately left and right while following the beat of the Amikom jingle song.‬

‭To‬ ‭fulfill‬ ‭the‬ ‭needs‬ ‭in‬‭making‬‭the‬‭animation‬‭that‬‭has‬‭been‬‭mentioned,‬‭the‬

‭author‬‭uses‬‭the‬‭frame‬‭by‬‭frame‬‭technique.‬‭The‬‭frame‬‭by‬‭frame‬‭technique‬‭is‬‭a‬‭2D‬

‭animation‬‭creation‬‭process‬‭where‬‭each‬‭frame‬‭or‬‭image‬‭is‬‭created‬‭manually‬‭one‬‭by‬

‭one,‬ ‭so‬ ‭this‬ ‭technique‬ ‭gives‬ ‭the‬ ‭animator‬ ‭full‬ ‭control‬ ‭over‬ ‭every‬ ‭detail‬ ‭of‬ ‭the‬

‭movement‬ ‭displayed‬ ‭in‬ ‭each‬ ‭frame.‬ ‭If‬ ‭one‬ ‭frame‬ ‭shows‬ ‭a‬ ‭change‬ ‭in‬ ‭the‬ ‭image‬

‭from‬‭the‬‭frame‬‭before‬‭and‬‭after,‬‭the‬‭frames‬‭that‬‭have‬‭been‬‭arranged‬‭and‬‭displayed‬

‭sequentially will create the illusion of movement.‬
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