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INTISARI 

Pada   era modern sekarang   ini,   teknologi informasi   dan   komunikasi 
telah mempengaruhi  kehidupan  manusia  dalam berbagai  aspek salah satunya 
animasi. Film animasi sekarang berkembang cukup pesat dan menjadi salah satu 
media  penyampaian informasi baik itu edukasi, hiburan, sejarah dan lain-lain. Di 
dalam bidang animasi terdapat beberapa teknik pembuatan yang berbeda-beda 
salah satunya yaitu pembuatan animasi 2D dengan teknik frame by frame.  

Dalam pembuatan animasi terdapat 3 tahap yaitu pra 
produksi,produksi,dan pasca produksi. Tahap pra produksi meliputi  menentukan 
ide cerita, menulis sinopsis, menggambar storyboard, menggambar desain 
karakter, menentukan konsep background, menentukan sound effect yang akan 
digunakan. Lalu tahap produksi yang meliputi pembuatan beckground, key 
motion, In between dan coloring. Setelah tahap produksi selesai lanjut ke tahap 
pasca produki yang meliputi compositing, editing, dan rendering. Kemudian 
dilanjutkan ke pembahasan hasil penelitian. 

Pembuatan animasi dua dimensi “Dreaming” dengan teknik frame by frame ini 
telah melalui beberapa tahapan diantaranya adalah pengumpulan data, 
menganalisa permasalahan dari data tersebut, melakukan proses produksi, dan 
melakukan evaluasi.  
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ABSTRACT 

In today's modern era, information and communication technology has 
influenced human life in various aspects, one of which is animation. Animated 
films are now growing quite rapidly and become one of the media for delivering 
information, be it education, entertainment, history and others. In the field of 
animation, there are several different manufacturing techniques, one of which is 
making 2D animation with frame by frame techniques. 

In making animation there are 3 stages, namely pre-production, 
production, and post-production. The pre-production stage includes determining 
story ideas, writing synopsis, drawing storyboards, drawing character designs, 
determining background concepts, determining sound effects to be used. Then the 
production stage which includes making the background, key motion, In between 
and coloring. After the production stage is complete, proceed to the post-
production stage which includes compositing, editing, and rendering. Then 
proceed to the discussion of the research results. 

The making of two-dimensional "Dreaming" animation with the frame by 
frame technique has gone through several stages including data collection, 
analyzing problems from the data, carrying out the production process, and 
evaluating. 

Keywords: Frame by frame, dreamer, 2D Animation 
 

 


