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INTISARI 

 

Perkembangan animasi dalam industri game tidak hanya berfokus pada 

visual semata, tetapi juga pada kemampuan menyampaikan emosi dan narasi secara 

mendalam. Prolog game berperan besar dalam membangun kesan awal bagi pemain 

dalam mengenal latar, karakter, dan konflik utama cerita.  

Teknik frame by frame pada animasi dua dimensi (2D) dipilih karena 

memberikan keleluasaan dalam menggambar visual dalam menampilkan ekspresi 

karakter secara lebih jelas dan kuat. Penerapan prinsip animasi pada teknik frame 

by frame juga berperan penting dalam menonjolkan atmosfer emosional karakter 

karena memungkinkan penulis mengontrol bentuk, perubahan pencahayaan, serta 

pergerakan yang bisa memberikan gambaran tentang latar belakang dan keadaan 

psikologis karakter.  

Berdasarkan uraian tersebut, penulis berupaya bisa untuk mempelajari dan 

menganalisis bagaimana cara mengimplementasikan teknik frame by frame dalam 

pembuatan scene prolog animasi game dengan menerapkan prinsip animasi. Tujuan 

pembuatan skripsi ini adalah bagaimana cara mengimplementasikan teknik frame 

by frame dan penerapan prinsip animasi dapat menciptakan scene prolog animasi 

sebuah karya game dengan judul “The Last Light of Mother”. Sehingga untuk 

penulisan skripsi ini diambilah judul “Implementasi teknik frame by frame pada 

scene prolog animasi game The Last Light of Mother” 

 

Kata kunci: Animasi 2D, Game, Frame by Frame 
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ABSTRACT 

 

The development of animation in the game industry is not solely focused on 

visual aesthetics, but also on its ability to convey emotion and narrative depth. A 

game prologue plays a cruicial role in establishing the first impression for players 

by introducting the setting, character, and central conflict of the story. 

The frame-by-frame technique in two-dimensional (2D) animation was 

selected due to the creative freedom it offers in visual depiction and its effectiveness 

in presenting clear and expressive character performances. The application of 

animation principles within the frame-by-frame technique is essential in 

enchancing the emotional atmosphere of the characters, as it allows precise control 

over form, lighting changes, and movement, which reflect the characters 

background and psychological condition. 

Based on this context, this study aims to examine and analyze the 

implementtation of the frame-by-frame technique in the production of a prologue 

scene for the game “The Last Light of Mother”, through the application of 

animation principles. The objective of this research is to explore how to the 

integration of the frame-by-frame technique and animation principles can 

effectively create a compelling animated prologue scene. Therefore, this thesis is 

entitled “The implementation of the frame-by-frame in the prologue scene 

animation of the game The Last Light of Mother”. 

 

Keyword: 2D Animation, Game, Frame-by-Frame 

 


