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INTISARI

Berdasarkan catatan sejarah, sejak jaman dahulu manusia telah mencoba
menganimasi gerakan binatang. Pada era modern animasi menjadi salah satu
hiburan untuk anak-anak dan dewasa. Berbagai macam model, jenis dan teknik
dalam pembuatan animasi 2D saat ini di tawarkan dengan maksud dan tujuan.
Menurut meta meidiana ada 5 (lima) animasi yang sering di jumpai yaitu :
Tradisional Animation / Cel Animation, 2D Animation, 3D Animation, Stop
Motion dan Motion Graphic. Dalam proses pembuatan animasi dilakukan dengan
beberapa tahapan pra-produksi, produksi hingga pasca produksi.

Dengan  adanya 5 animasi yang sering di jumpai tersebut peneliti
melakukan survei terhadap animator senior dan junior di universitas amikom
yogyakarta dengan menggunakan kuesioner, didapat bahwa 78,9% animator
menggunakan teknik frame by frame dan 21,6% animator menggunakan teknik
cut out atau rigging lalu sisanya menggunakan teknik pose to pose. Penulis
melakukan penelitian “intik mengetahui performa teknik frame by frame dan
teknik cut out dalam gerakan animasi 2D bertujuan untuk mengetahui teknik
manahkah yang menghasilkan render process yang cepat, ukuran file yang kecil
dan seberapa jauh dan komplek dalam penerapan-penerapan prinsip-prinsip
animasi.

Hasil analisa ditemukan bahwa teknik cut out mampu menghasilkan
render process lebih unggul daripada teknik frame by frame dan ukuran file
teknik cut out lebih kecil dibandingkan dengan teknik frame by frame. Pada uji
coba gerakan setiap teknik memiliki keunggulan dan kelemahannya masing-
masing.

Kata Kunci: Animasi 2d, frame by frame, cut out, prinsip animasi, dan MDLC.
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ABSTRACT

Based on historical records, since ancient times humans have tried to
animate movements of animals. In the modern era of animation is one of
entertainment for children and adults. Various models, types and techniques of
making 2D animation are currently offered with the intent and purpose.
According to the meta meidiana there are 5 (five) animations that are often
encountered, namely: Traditional Animation / Cel Animation, 2D Animation, 3D
Animation, Stop Motion and Motion Graphic. In the process of making animation
done with several stages of pre-production, production to post-production.

With the 5 animations that are often encountered, researchers conducted a
survey of senior and junior animators at Yogyakarta Amikom University using a
questionnaire, found that 78.9% of animators used frame by frame techniques and
21.6% of animators used cut-outs or rigging techniques. rest using pose
techniques for poses. The author conducted an intimate study studying the
performance of frame-by-frame techniques and cutting techniques in 2D
animation movements to learn which techniques resulted in a fast rendering
process, small file sizes and increased distance and complexity in the application
of animation principles.

The results of the analysis found that the cutting technique produces a
process of making superior to the frame by frame technique and the file size of the
cutting technique is smaller than the frame by frame technique. In the trials each
movement has advantages and disadvantages of each.

Keyword: 2d animation, Frame by frame, Cut out, Animation principles, and
MDLC.
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