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INTISARI 

Dalam proses pengembangan game 2D, asset game berperan penting 

sebagai komponen visual dasar dan cutscene animasi untuk menciptakan narasi atau 

cerita dalam sebuah game. Animasi 2D frame by frame adalah teknik animasi 

dimana setiap frame di gambar secara berurutan untuk menciptakan ilusi gerakan. 

Teknik ini digunakan untuk tingkat detail dan keluwesan dalam animasi, sehingga 

menjadikannya pilihan yang tepat untuk pembuatan asset game dan cutscene 

animasi. 

Penelitian ini bertujuan untuk menghasilkan animasi asset game 2D dan 

cutscene animasi yang terintegrasi dalam game The Last Light of Mother, untuk 

memastikan apakah game berjalan dengan baik atau tidak dalam pengalaman 

bermain, serta menerapkan teknik frame by frame pada karakter asset dan cutscene 

animasi ke dalam game 2D The Last Light of Mother. Proses animasi asset game 

2D dan cutscene animasi dalam proyek game 2D isometric “The Last Light of 

Mother”. Proses pembuatan meliputi tahap, membuat animasi asset 2D, storyboard, 

cutscene, rendering efek visual, dengan menggunakan perangkat lunak Toon Boom 

Harmony, DaVinci Resolve, Adobe After Effects, Adobe Premiere Pro dan Unity. 

Penelitian ini menjawab tantangan dalam menciptakan gerakan halus dan ekspresi 

wajah, maka menggunakan teknik frame by frame untuk animasi asset 2D dan 

cutscene animasi.  

Hasil akhir berupa asset game 2D dan cutscene animasi yang terintegrasi 

dalam game “The Last Light of Mother” di unity. Penelitian ini diharapkan dapat 

memberikan kontribusi pada pengembangan visualisasi 2D di bidang game indie, 

khususnya dalam pembuatan asset dan cutscene dengan menggunakan teknik frame 

by frame. 

 

Kata kunci: Game, Asset game, 2D, Animasi, Cutscene, Frame by Frame 
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ABSTRACT 

In the 2D game development process, game assets play a crucial role as a 

basic visual component and animated cutscenes to create a narrative or story in a 

game. 2D frame by frame animation is an animation technique where each frame 

is drawn sequentially to create the illusion of movement. This technique is used for 

the level of detail and flexibility in animation, making it a suitable choice for 

creating game assets and animated cutscenes.  

This research aims to produce 2D game asset animations and animated 

cutscenes integrated into the game "The Last Light of Mother", to ensure whether 

the game runs well or not in the playing experience, as well as apply frame by frame 

techniques to character assets and animated cutscenes into the 2D game "The Last 

Light of Mother". The process of animating 2D game assets and animated cutscenes 

in the 2D isometric game project "The Last Light of Mother". The production 

process includes stages, creating 2D asset animations, storyboarding, cutscenes, 

visual effects rendering, using software Toon Boom Harmony, DaVinci Resolve, 

Adobe After Effects, Adobe Premiere Pro, and Unity. This research addresses the 

challenge of creating subtle movements and facial expressions, thus using frame by 

frame techniques for 2D asset animation and animated cutscenes.  

The final result is a 2D game asset and animated cutscene integrated into 

the game "The Last Light of Mother" in unity. This research is expected to 

contribute to the development of 2D visualization in the indie game field, 

particularly in creating assets and cutscenes using frame by frame techniques. 

 

Keyword: Game, Asset game, 2D, Animation, Cutscene, Frame by Frame 

 

 

 


