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MOTTO 

 

"When someone has no purpose that's where the person is left behind" 
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ABSTRACT 

2D animation was chosen because there are various kinds of actions such 

as jumping, flying, changing and issuing stance like in an imaginative film scene, 

so it is rather difficult to tell with conventional visual concepts such as live shots. 

The frame by frame technique is an animation technique composed of 

many different sets of images. The more frames are used, the smoother the 

animation produced. 

Storytelling and animation movements depend on the number of frames 

used and the detailed expression of each scene. The more frames that are used to 

accommodate every detail of the movement, the resulting animation will be 

smoother. 
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