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INTISARI

Pembuatan animasi 2D dengan teknik frame by frame sangatlah melelahkan
apalagi dengan menggambar secara tradisional. Memasuki era digital dengan
munculnya alat pentablet para animator dapat membuat animasi dengan mudah dan

cepat. Teknik frame by frame animat embuat adegan yang tidak dapat
dilakukan dengan li
engan teknik frame by

dengan bebas.

e by frame, Bisikan, Animasi 2D
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ABSTRACT

Making 2D animation with frame by frame technique is very tiring
especially with traditional drawing. Entering the digital era with the advent of the
tablet, animators can create animations easily and quickly. The frame by frame
animator technique can create scenes that.can't be done with a live shoot.

In the 2d animation, the visual effect of the movie "Whisper" is made using
a frame by frame technique on ghost characters so that the characters can move
freely. Like disappearing, moving places quickly and doing. movements that

humans can't do.

The combination of 2d animation with frame by frame techniques with
visual effects creates a "Whisper" film where there is an interaction between visual

characters and live shoot characters.

Keywords : Frame by frame, Whisper, 2D Animation
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