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INTISARI

Animasi 2D merupakan sebuah bentuk seni yang dipadukan dengan
teknologi melalui proses penggabungan citra digital untuk menciptakan ilusi gerak.
Namun, penerapan prinsip-prinsip dasar animasi dalam beberapa kasus belum
sepenuhnya dieksplorasi sehingga menghasilkan karya yang rentan terhadap
kesalahan. Penelitian ini bertujuan untuk mengeksplorasi dan menerapkan teknik
frame by frame dalam produksi animasi 2D berjudul "One dish many stories."

Pendekatan yang digunakan bersifat deskriptif kualitatif dengan fokus pada
adegan memasak, yang dipilih karena dinilai paling representatif dalam
memanfaatkan prinsip-prinsip animasi. Data diperoleh melalui observasi lapangan
terhadap proses produksi serta analisis konten terhadap produk visual untuk menilai
keberhasilan penerapan metode frame by frame.

Proyek ini diharapkan dapat menjadi panduan dalam produksi karya animasi
2D dengan penekanan pada aspek teknis dan prinsip dasar animasi.

Kata kunci: Animasi 2D, frame by frame, 12 Prinsip Animasi, Analisa Kualitatif
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ABSTRACT

2D animation is an art form that combines creativity and technology
through the integration of digital imagery to create the illusion of movement.
However, in several cases, the application of fundamental animation principles has
not been fully explored, resulting in works that are prone to technical and visual
errors. This research aims to explore and implement the frame by frame technique
in the production of a 2D animation titled “One dish many stories. ”

The study employs a qualitative descriptive approach, focusing on a cooking
scene selected for its strong representational potential in applying key animation
principles. Data were collected through field observations of the production
process and content analysis of the visual outcomes to assess the effectiveness of
the frame by frame technique.

This project is expected to serve as a reference for 2D animation production,
emphasizing technical aspects and the proper application of fundamental
animation principles.

Keyword: 2D Animation, frame by frame, 12 Principles of Animation, Qualitative
Analysis
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