1 technique composed of many
imation. esch change in the

finally found a way to conquer

the monster not by fightmg ‘part of him. From the story
there are various kinds of action movements such as jumping, flying, changing
and issuing stance like in a fictional movie scene.

From the concept of the story the writer uses the concept of 2D animation.
The concept of animation was chosen because the scene is imaginative, so it is

rather difficult to tell with conventional visual concepts such as live shots. Frame



by frame animation is chosen because sprite animation can only repair from
screens containing sprites and cannot fix the inside displayed on the screen for
each frame, as can be done in frame animation (Munir, 2012) [1].

From the background deseription above, the writer takes this technique to

visualize the story so thal the story can be Gog

5. The testers are M3V Pictures animators.

fi.  This research ends until the test result stage is accepted.

1.4 Purpose and objectives
As for what can be achieved in the preparation of this study are as follows:



Making “Dark Side” 2D Animation Film with Frame by Frame Techniques.

1.5 Benefits of rescarch
The benefits of writing this thesis relating to the Making “Dark Side™ 2D

Animation Film with Frame by Frame Techniques as follows:

id of work.

ing scientific papers in the

1.6 Research methods
To support the accuracy of the authors in conducting this research, several
methods can be taken, namely:



1.6.1 Method of collecting data
Accurate and complete data collection is needed in the preparation of this
study. The research methods used are as follows:
[. Observation Method

Is a method used in the process of making 2D animated films, which will go
through several stages such as pre-production, production, and post-production,
The order is as follows:



1.6.4 Evaluation

Includes testing of the suitability of applying frame by frame techniques to
2D animated films to be made. Testing involves objects in the field of mimation
and experts in the field of media. for example: lecturers, animators and people
who have experience in the field of animation. The results of testing of experts in

the field of animation and other multimedia in the form of questionnaires and the



results of a review of research on frame by frame technigques in making 2D
animation “Dark Side™.

1.7 Writing system
In order for the presentation of this research report to be easy 1o understand

and structured, it is made syste ased on the main issues in 3

CHAPTER IV RESULTS Al

In this chapter, we will explain the results and the process of making 2D
cartoon films using the frame by frame technique. From the production
process (character concepts, animation, and background), post-production
(compositing, editing, rendering), and the discussion stage (regarding
functional needs and storytelling).



CHAPTER V CLOSING
This chapter is the conclusion of the preparation of research in which there
are conclusions and suggestions.
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