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INTISARI 
 

 

Teknologi di dunia saat ini berkembang sangatlah pesat dan memiliki dan memiliki 

dampak positif dan negatif di berbagai bidang. Salah satu dampak positif diantaranya adalah 

perkembangan animasi yang mulai berkembang dengan cepat. 

Menurut bahasa banyak teori dari asal kata animasi, banyak pendapat bahwa kata 

animasi berasal dari bahasa yunani “Anima” yang berarti memberi kehidupan. Jadi dapat 

diartikan bahwa animasi adalah suatu proses membuat ilusi gerakan gambar dari beberapa 

gambar yang diam agar gambar tersebut seolah-olah hidup, bergerak seakan mempunyai jiwa. 

Teknik animasi yang sampai saat ini masih digunakan yaitu teknik frame by frame. 

Teknik frame by frame adalah teknik menggambar beberapa frame dalam satu detinya 

sehingga membentuk ilusi gerakan. Beberapa gambar dalam satu detik dinamakan fps (frame 

per second). 

 

Kata Kunci: Animasi, Frame by Frame, Film 
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ABSTRACT 
 
 

Technology in today's world is rapidly developing and has and has positive and 

negative impacts on various fields. One of the impact among them is the development of 

animation which is starting to develop quickly. 

According to the language of many theories about the origin of the word animation, 

there are many opinions that the word animation comes from the Greek "Anima" which 

means to give life. So it can be interpreted that animation is a process of creating the 

illusion of movement of images from several still images so that the image is alive, moving 

as if it has a soul. 

The animation technique that is still used in today’s technology is frame by frame 

technique. The frame by frame technique is a technique of drawing several frames in one 

second to form the illusion of movement. Multiple images in one second are called fps 

(frames per second). 

 

Key Word: Animation, Frame by Frame, Film
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