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INTISARI 

 

 

YouTube merupakan salah satu situs internet yang memuat konten berbagai 

macam video dimana para pengguna dapat memuat, menonton, dan berbagi klip 

video secara gratis. Umumnya video-video di YouTube adalah klip musik (video 

klip), film serta video buatan para penggunanya sendiri, termasuk video berupa 

animasi yang banyak dinikmati oleh semua kalangan usia. Terdapat sekitar 

1.666.000 hasil dari pencarian Youtube mengenai film animasi 2d dan 3d. Dari 

data tersebut dapat diketahui bahwa minat pembuatan film animasi cukup tinggi. 

Dari data yang telah didapat dari Youtube maka dibuatlah animasi 2D 

sederhana bertemakan binatang yang didalamnya terkandung pendidikan karakter. 

Pembuatan animasi 2d ini dilakukan dengan tiga tahap yaitu pra produksi, 

produksi dan pasca produksi. Pra produksi meliputi pembuatan tema, ide, long-

line, sinopsis, storyboard, naskah dan character development. Produksi meliputi 

pembuatan key animation, in-between, coloring dan background. Pasca produksi 

meliputi compositing, editing dan rendering.  

Hasil dari pembuatan animasi 2d yang dibuat dipublikasikan lewat Youtube. 

Animasi 2d yang telah dibuat terdapat tujuh dari dua belas prinsip animasi yang 

ada. Software yang digunakan diantaranya adalah Paint Tool SAI, Adobe Flash 

CS6 dan Adobe Premiere CS6. 
 

Kata Kunci: Film pendek, animasi, 2d, frame by frame  
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ABSTRACT 

 

 

YouTube is one of the internet sites that loads various video content where 

users can load, watch and share video clips for free. Generally the videos on 

YouTube are music clips (video clips), movies and videos made by its own users, 

including animated videos that are enjoyed by all age groups. There are about 

1,666,000 results from Youtube search on 2d and 3d animated movies. From the 

data can be seen that interest in animation film making is quite high.  

From the data that has been obtained from Youtube then made a simple 2D 

animation themed animals in which contained character education. Making 2d 

animation is done with three stages of pre production, production and post 

production. Pre-production includes the making of themes, ideas, longline, 

synopsis, storyboard, script and character development. Production includes the 

creation of key animation, in-between, coloring and background. Post production 

includes compositing, editing and rendering.  

The results from the creation of 2d animations that are made public via 

Youtube. 2d animations that have been made there are seven of the twelve 

principles of animation that exist. Software used include Sambo Paint Tool, 

Adobe Flash CS6 and Adobe Premiere CS6. 

 

Keyword : Short Film, animation, 2d, frame by frame. 
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