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MOTTO 

 ”And seek help through patience and prayer, and indeed, it is difficult 

except for the humbly submissive [to Allah ].” – QS. Al-Baqarah:45 

 ”Opportunities are like sunrises, if you wait too long, you will miss them.” 

- Willian Arthur Ward 

 ”If you try and lose, then it isn’t your fault. But if you don’t try and lose, 

then it’s all your fault” - Orson Scott Card 

 ”I’m a greater believer in luck, and I find the harder i work, the more I have 

of it.” – Thomas Jefferson 

 ”Knowledge is power!” - Invoker (DotA2) 

 ”The Pain shall set you free” – Queen of Pain (DotA2) 

 ”My thirst for knowledge cannot be quenched.” Rubick (DotA2) 

 ”Maybe nothing in this world happens by accident. As everything happen 

for a reason, our destiny slowly takes form.” - Rayleigh Silvers 

 ”Miracles only happen to those who never give up.” - Ivankov Emporio 

 ”If you don’t risk your life, you can’t create a future, right?” - Monkey D. 

Luffy 

 ”Your effort is succes for you!” – L. Nuranda Mar Uriarja 
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INTISARI 

Animasi adalah film yang berasal dari pengolahan gambar tangan sehingga 

menjadi gambar yang bergerak. Selanjutnya setelah teknologi komputer 

berkembang, bermunculan animasi yang dibuat menggunakan teknologi komputer. 

Ada yang 2 dimensi (2D) dan 3 dimensi (3D). pada animasi 2D, figur animasi di 

buat dan di edit di computer dengan menggunakan 2D vector grapics. 

Mino The Naughty Fly adalah sebuah cerita tentang konflik antara lalat dan 

manusia dimana Mino adalah seekor lalat yang menyukai tempat kotor dan Bob 

adalah seorang yang pemalas dan tidak pernah memperhatikan kebersihan rumah 

dan dapur. Dari konsep tersebut terdapat unsur perkelahian antara Mino dan Bob 

untuk memperebutkan makanan yang tidak disimpan dengan baik oleh Bob si 

pemilik rumah sehingga menimbulkan konflik fisik dan materi.   

Karena penokohan lalat yang harus melakukan berbagai gerakan yang tidak 

bisa dilakukan dengan media live shot maka dengan alasan ini penulis 

menggunakan 2D pada konsep cerita tersebut. Animasi 2D akan dirancang 

menggunakan aplikasi Adobe Illustrator, Adobe Flash, Adobe, After Effect dan 

Adobe Premiere.  

 

Kata Kunci : Animasi 2D, Mino, Adobe Illustrator, Adobe Flash, Adobe After 

Effect, Adobe Premiere. 
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ABSTRACT 

Animation is a film that comes from hand image processing so it becomes a 

moving image. Furthermore, after computer technology developed, popping 

animation created using computer technology. There are 2 dimensions (2D) and 3 

dimensions (3D). in 2D animation, animated figures are created and edited on the 

computer using 2D vector grapics. 

Mino The Naughty Fly is a story about the conflict between flies and humans 

where Mino is a fly who likes dirty places and Bob is a slacker and never notices 

the cleanliness of the house and kitchen. From the concept there is an element of a 

fight between Mino and Bob to fight for food that is not well kept by Bob the owner 

of the house resulting in physical and material conflict. 

Because the characterization of flies that have to do various movements that 

can not be done with live shot media then for this reason the author uses 2D on the 

concept of the story. The 2D animation will be designed using Adobe Illustrator, 

Adobe Flash, Adobe, After Effect and Adobe Premiere applications. 

 

Keywords: 2D Animation, Mino, Adobe Illustrator, Adobe Flash, Adobe Affter 

Effect, Adobe Premiere. 
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