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INTISARL

Padn snman sekarang animasi semakin populer di kalangan usia remaja
hingga dewasa. Terutama pada animasi 2D yang merupakan bentuk animasi di
mana goambar-gumbar bergerak  digambarkan pada bidang datar. biasanya

s dimensi tanpa ruang tiga dimensi. Datam animasi 20, karakter,
objek. dmhtnrhelnkungdlgnmbaratwdlgm:ﬁ:mkmpudnbﬁnngdnhz,dm
ptrﬂmhnmahdmmdmgm mi tersebut - berurutan.
Fungsi utama dari seni an
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ABSTRACT

Newadays animation is increasingly popular among teenagers arnd adults.
Ewmi{r!ulﬂmmuﬂanwﬁwﬁmnﬁpmqumfnwﬁﬂmngm
three-dimensional space. In 2D animation, characters, ﬂ&,l'u'h, backgrounds are
tbuwnwdqxﬂlu.'maﬁafplm mmﬂrmmkwbmdh*ﬂﬁm

of animation that is affen seen is for
an e interestimg is that there is a
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tited "Escaped"”.
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