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INTISARI

Scene “Dino Mengejar” dalam animasi berperan sebagai pengantar yang
memperkenalkan latar, suasana, dan tema cerita kepada penonton. Penelitian ini
membahas proses pembuatan dan analisis scene "Dino Mengejar" dalam animasi
iklan berjudul "Portal Adventure" yang ditujukan untuk mempromosikan Program
Studi S1 Teknologi Informasi menggunakan teknik animasi motion dan frame by
frame. Scene ini menampilkan gambaran kota hancur di dalam game yang
diserang oleh dinosaurus.

Proses produksi tahapan meliputi analisis referensi visual, penyusunan
storyboard, perancangan aset dan proses animasi menggunakan teknik motion dan
frame by frame. Scene "Dino Mengejar" dipilih karena mewakili unsur
ketegangan dan dinamika alur cerita yang mencerminkan semangat petualangan
dalam dunia Teknologi Informasi. Sementara itu, Adobe Photoshop dan Adobe
After Effects sebagai penunjang alur kerja dalam pembuatan gambar dan animasi.

Hasil analisis menunjukkan bahwa penggabungan elemen visual seperti
latar dunia game, karakter utama, karakter dinosaurus, serta gerakan animasi yang
berhasil menciptakan sebuah adegan.

Kata Kunci : Animasi, Visual, Teknik, Motion, Frame by Frame.
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ABSTRACT

The “Dino Chase” scene in the animation acts as an introduction that
introduces the setting, atmosphere, and theme of the story to the audience. This
study discusses the process of creating and analyzing the “Dino Chase” scene in
an advertising animation entitled “Portal Adventure” which is intended to
promote the SI Information Technology Study Program using motion and frame
by frame animation techniques. This scene shows a picture of a destroyed city in
the game that is attacked by dinosaurs.

The production process stages include visual reference analysis,
storyboard preparation, asset design and animation process using motion and
frame by frame techniques. The “Dino Mengejar” scene was chosen because it
represents the elements of tension and dynamics of the storyline that reflect the
spirit of adventure in the world of Information Technology. Meanwhile, Adobe
Photoshop and Adobe After Effects support the workflow in creating images and
animations.

The results of the analysis show that the combination of visual elements
such as the game world background, main characters, dinosaur characters, and
animation movements successfully create a scene.

Keyword : Animation, Visual, Technique, Motion, Frame by Frame..
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