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INTISARI 

 

Pembuatan animasi 2D pada film Battle Park difokuskan pada penerapan 

teknik frame by frame dalam scene “Staging”. Scene ini berfokus pada pengaturan 

tata letak visual dan arah perhatian penonton agar fokus pada aksi utama, sesuai 

dengan prinsip staging dalam animasi. Teknik frame by frame digunakan untuk 

menciptakan gerakan yang halus dan terkontrol serta memperkuat fokus visual 

dalam adegan. Setiap frame digambar secara manual untuk menampilkan 

perubahan pose, arah pandang, dan ekspresi karakter secara detail, sehingga 

pergerakan karakter dapat tersampaikan dengan jelas. Proses ini memungkinkan 

pengaturan timing dan ritme gerak yang disesuaikan dengan kebutuhan adegan, 

terutama dalam menggambarkan reaksi karakter terhadap lingkungan dua 

dimensi. Hasil penerapan teknik ini menunjukkan bahwa metode frame by frame 

mampu meningkatkan kejelasan fokus visual, dinamika gerak, serta penyampaian 

emosi karakter secara efektif dalam scene “Staging” pada film “Battle Park”. 
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ABSTRACT 

 

Making 2D animation in the film “Battle Park” focused on applying the 

frame by frame technique in the “Staging” scene. This scene focuses on 

arranging the visual layout and direction of the audience's attention to focus on 

the main action, in accordance with the principles of staging in animation. The 

frame by frame technique is used to create smooth, controlled movement and 

strengthen the visual focus in the scene. Each frame is drawn manually to show 

changes in pose, direction of view, and character expressions in detail, so that the 

character's movements can be conveyed clearly. This process allows for timing 

and rhythm of movement to be adjusted to the needs of the scene, especially in 

depicting character reactions to the two-dimensional environment. The results of 

applying this technique show that the frame by frame method is able to increase 

the clarity of visual focus, movement dynamics, and convey the characters' 

emotions effectively in the “Staging” scene in the film “Battle Park”. 

Keyword: 2D Animation, Technique, Frame by Frame, Staging, Battle Park


