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INTISARI 

 

Penelitian ini mengkaji penerapan metode frame by frame untuk menciptakan efek latar 

belakang dalam animasi 2D bertema "character fighting" dalam proyek iklan S1 Teknologi 

Informasi yang berjudul Portal Adventure. Metode frame by frame dipilih karena 

kemampuannya yang unggul dalam menggambarkan elemen kompleks seperti bangunan yang 

hancur, kilat, api, awan gelap, dan asap dengan cara yang ekspresif dan dinamis. Proses yang 

dilakukan meliputi pra-produksi (ide, konsep, storyboard, desain), produksi (ilustrasi digital, 

pewarnaan, animasi manual), dan pasca-produksi (compositing dan rendering). Alat utama 

yang digunakan dalam proses ini adalah Clip Studio Paint dan Toon Boom Harmony. Hasil 

penilaian menunjukkan bahwa meskipun animasi tersebut berhasil dibuat, kualitas akhir masih 

dianggap rendah oleh mentor industri dengan rata-rata skor 37,5%. Penelitian ini 

memberikan sumbangan yang berarti dalam praktik animasi 2D, terutama dalam teknik efek 

visual latar belakang, dan berfungsi sebagai dasar untuk pengembangan animasi lebih lanjut 

di masa yang akan datang. 

 

Kata kunci: animasi 2D, frame by frame, efek latar belakang, pertarungan karakter, efek 

visual. 
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ABSTRACT 

This research examines the application of the frame-by-frame method to create background 

effects in a 2D animation with the theme "character fighting" in an undergraduate Information 

Technology advertising project entitled Portal Adventure. The frame-by-frame method was 

chosen due to its superior ability to depict complex elements such as destroyed buildings, 

lightning, fire, dark clouds, and smoke in an expressive and dynamic manner. The process 

included pre- production (idea, concept, storyboard, design), production (digital illustration, 

coloring, manual animation), and post-production (compositing and rendering). The primary 

tools used in this process were Clip Studio Paint and Toon Boom Harmony. The assessment 

results showed that although the animation was successfully created, the final quality was still 

considered low by industry mentors, with an average score of 37.5%. This research makes a 

significant contribution to 2D animation practice, particularly in background visual effects 

techniques, and serves as a foundation for further animation development in the future. 

 

Keywords: 2D animation, frame-by-frame, background effects, character fighting, visual 

effects. 


