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INTISARI

Film Animasi saat ini semakin berkembang di bidang teknologi. Animasi
bisa diterapkan tidak hanya di perfilman, tetapi juga pada media promosi, media
penyampaian informasi seperti company profile dan video sosialisasi pada
lembaga tertentu. Animasi sendiri dibagi menjadi dua, yaitu 2D dan 3D. Animasi
2D merupakan animasi flat yang hanya memiliki X-axis dan Y-axis.
Perkembangannya dimulai dari menggambar di atas kertas celluloid yang disebut
teknik cell. Saat ini teknik pembuatan sudah. mencapai komputasi atau
menggunakan komputer sehingga memudahkan animator.

Dan pada teknik komputasi sendiri terdapat macam-macam metode,
diantaranya stop motion, rotoscoping, motion graphic, dan frame by frame. Frame
by frame adalah metode membuat serangkaian gambar untuk menciptakan ilusi
gerakan. Dengan metode ini, animator dapat mengatur detail pergerakan sehingga
mampu menghasilkan pergerakan ekspresif. Oleh karena itu, menggunakan
metode frame by frame menuntut banyak gambar yang harus dibuat.

Kata Kunci: animasi, animasi 2D, frame by frame
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ABSTRACT

Animation is currently developing in the field of technology. It can be
applied not only in cinema, but also in promotional media, information delivery
media such as company profiles and socialization videos at certain institutions.
Animation itself is divided into two, namely 2D and 3D. 2D animation is a flat
animation that only has X-axis and Y-axis. Its development began with drawing
on celluloid paper called cell techniques: In the present the technique has reached
computing or using a computer which is making it easier for animators.

And in the computational technique itself there are various methods, including
stop motion, rotoscoping, motion graphics, and frame by frame. Frame by frame
is a method of creating a series of images to create the illusion of movement. With
this - method, the animator can adjust the movement details so that they able to
produce expressive movements. Therefore, using the frame by frame method
requires a lot of images to be made.

Keyword: animation, 2D animation, frame by frame
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