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MOTTO 

 

“Where the willingness is great, the difficulties cannot be great” 

-Niccolo Machievelli- 

 

“We are what we repeatedly do. Excellence, then, is not an act, but a habit” 

-Aristotle- 

 

“Blushing is the color of virtue” 

-Diogenes- 

 

“Carpe Diem” 

-Roman Saying- 
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INTISARI 

 

 Perkembangan multimedia di Indonesia begitu pesat terutama belakangan 

ini mulai bermunculan banyak perusahaan yang berkecimpung di bidang yang 

serupa seiring dengan meningkatnya minat masyarakat untuk mengabadikan saat-

saat berkesan tidak hanya di kota besar tetapi juga di daerah, salah satunya adalah 

central video shooting yang berlokasi di kota klaten. Dahulu hanya terdapat 

segelintir perusahaan multimedia yang ada di kota klaten karena mahalnya biaya 

peralatan seperti kamera video dan komputer untuk editing namun sekarang dengan 

meningkatnya kesejahteraan masyarakat pada umumnya mulai banyak pesaing bagi 

perusahaan lama.  

 Untuk meningkatkan daya saing central video shooting maka di perlukan 

pembaruan pada beberapa bagian salah satunya adalah bumper. Bumper adalah 

video pembuka karya perusahaan yang bertujuan untuk mengenalkan perusahaan 

sehingga kualitas bumper menggambarkan citra dari perusahaan tersebut. Dengan 

demikian perusahaan perlu memperbarui bumper sesuai dengan perkembangan 

jaman dan minat masyarakat. Penelitian ini bertujuan untuk menganalisa 

bagaimana cara merancang serta membuat sebuah video bumper animasi 2 dimensi 

menggunakan metode frame by frame yang akan di gunakan oleh perusahaan 

Central Shooting video. 

 Video bumper animasi yang di hasilkan berbentuk video animasi dengan 

resolusi 1280x720, format 24 FPS, dan berdurasi 30 detik.  

 

Kata-Kunci: Animasi 2D, metode frame by frame, video bumper, Central Video 

Shooting.  
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ABSTRACT 

 

 The development of multimedia in Indonesia is so rapid, especially lately 

many companies have started to emerge in the same field along with the increasing 

interest of the community to capture memorable moments not only in big cities but 

also in regions, one of which is central video shooting located in the city Klaten. In 

the past there were only a handful of multimedia companies in the city of Klaten 

because of the high cost of equipment such as video cameras and computers for 

editing but now with increasing public welfare, there are generally many 

competitors for old companies. 

 To improve the competitiveness of central video shooting, an update is 

needed in some parts, one of which is a bumper. Bumper is the opening video of the 

company's work that aims to introduce the company so that the quality of the 

bumper illustrates the image of the company. Thus the company needs to update 

the bumper in accordance with the times and community interests. This study aims 

to analyze how to design and create a 2-dimensional animated bumper video using 

the frame by frame method that will be used by the Central company Shooting video. 

 The animated bumper video is in the form of an animated video with a 

resolution of 1280x720, 24 FPS format, and 30 seconds in duration. 

 

Keywords: 2D animation, frame by frame method, video bumper, Central Video 

Shooting .  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


