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INTISARI 

Adegan prolog dalam animasi berperan sebagai pengantar yang 
memperkenalkan latar, suasana, dan tema cerita kepada penonton. Penelitian ini 
membahas proses perancangan adegan prolog pada film animasi pendek UTOPIA, 
dengan menggunakan teknik animasi frame by frame dan perangkat lunak Clip 
Studio Paint sebagai alat utama dalam proses produksi. Prolog di film ini 
menampilkan gambaran kota maju dalam gaya visual menyerupai iklan naratif, 
yang bertujuan untuk menyampaikan konteks dunia cerita secara efektif sebelum 
memasuki bagian utama film. 

Proses meliputi tahapan brief produksi, pengumpulan data, analisa 
kebutuhan, analisa aspek produksi, desain, produksi pasca produksi dan juga tahap 
evaluasi. Teknik frame by frame dipilih karena kemampuannya dalam 
menghasilkan gerakan yang halus dan ekspresif. Sementara itu, Clip Studio Paint 
mendukung alur kerja melalui fitur-fitur khusus yang menunjang efisiensi dalam 
ilustrasi dan animasi. 

Hasil akhir menunjukkan bahwa penerapan teknik frame by frame dengan 
dukungan Clip Studio Paint mampu menghasilkan adegan prolog yang efektif, 
baik secara visual maupun naratif. Selain itu, perangkat lunak ini juga terbukti 
mendukung proses produksi yang efisien tanpa mengorbankan kualitas animasi. 

 
Kata kunci : Animasi 2D, Frame by Frame, Prolog, Film 
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ABSTRACT 

The prologue scene in animation acts as an introduction that introduces 
the setting, atmosphere, and theme of the story to the audience. This study 
discusses the process of designing the prologue scene in the short animated film 
UTOPIA, using frame by frame animation techniques and Clip Studio Paint 
software as the main tool in the production process. The prologue in this film 
displays a picture of a developed city in a visual style resembling a narrative 
advertisement, which aims to convey the context of the story world effectively 
before entering the main part of the film.  

The process includes the stages of production brief, data collection, needs 
analysis, production aspect analysis, design, post-production and also the 
evaluation stage. The frame by frame technique was chosen because of its ability 
to produce smooth and expressive movements. Meanwhile, Clip Studio Paint 
supports the workflow through special features that support efficiency in 
illustration and animation.  

The final results show that the application of the frame by frame technique 
with the support of Clip Studio Paint is able to produce an effective prologue 
scene, both visually and narratively. In addition, this software is also proven to 
support an efficient production process without sacrificing animation quality. 

 
Keywords : Animation 2D, Frame by Frame, Prologue, Film 
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