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Perancangan Animasi Tokoh dalam Preview Animasi “Wani Dadi 

Geni” 

(Fransisca) 

ABSTRAK 

 

Animasi berasal dari bahasa Latin, “animare” yang memiliki arti untuk 

menghidupkan atau memberikan nafas (Jean, 2005). Alasan pemilihan perancangan 

gerakan animasi tiga tokoh dikarenakan perancangan animasi menggunakan teknik 

yang berbeda yaitu dengan penggunaan duik bassel, puppet pin tool, dan 

penggunaan parent & link pada After Effect. Perancangan animasi dimulai dengan 

pengamatan yang dilakukan dengan melihat acuan dari referensi di kehidupan nyata 

dan animasi. Dilanjutkan dengan studi pustaka beberapa teori seperti animasi, 

animasi 2D, printip animasi, run cycle, dan walk cycle. Setelah itu, penulis 

melakukan perancangan langsung di After Effect. Hasil penelitian dari analisis bisa 

disimpulkan bahwa dalam animasi terdapat penerapan dari prinsip animasi. Pada 

animasi tokoh babi terlihat adanya penggunaan prinsip squash and stretch, follow 

through, dan exaggeration. Selain itu, puppet yang digunakan membantu penerapan 

squash and stretch karena dapat mengatur bagian tubuh tokoh yang statis dan 

bergerak sehingga memberikan efek lentur pada tokoh.  Animasi tokoh pianika 

menggunakan prinsip exaggeration, dan follow through. Animasi tokoh Nakulo 

menggunakan prinsip exaggeration, follow through, dan anticipation. Dari hasil 

penelitian ini, penulis dapat mempelajari mengenai pentingnya perencanaan 

animasi yang baik. Adapun keterbatasan penulis dalam menganalisis penerapan 

prinsip animasi karena kendala teknis seperti duik bassel dari tokoh pianika 

membuat file cukup berat sehingga pergerakan tokoh kurang maksimal. Duik bassel 

tidak digunakan di tokoh Nakulo dikarenakan kendala tersebut sehingga digunakan 

alternatif parent & link untuk perancangannya. 

 

Kata kunci: Character animation, Perancangan Animasi, 12 prinsip animasi 
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Animation Movement Design in the Animation Preview "Wani 

Dadi Geni" 

(Fransisca) 

 

ABSTRACT (English) 

Animation comes from the Latin "animare" which means to animate or breathe 

(Jean, 2005). The reason for choosing the movement design of the three-character 

animation movement is because the animation design uses different techniques, 

namely the use of duik bassel, puppet position pin tool, and the use of parent & link 

in After Effects. Animation design begins with observations made by looking at 

references from real-life references and animations. Followed by literature study 

of several theories such as animation, 2D animation, the principle of animation, 

and run cycle, and walk cycle. After that, the author conducted a direct design 

experiment in After Effects. The research results from the analysis can be concluded 

that in animation there is an application of the principle of animation. The 

animation of the pig character shows the use of squash and stretch, follow through, 

and exaggeration principles. In addition, the puppet pin used helps the 

implementation of squash and stretch because it can regulate static and moving 

body parts so as to provide a flexible effect on the character. The animation of the 

pianika character uses the principle of exaggeration, and follow through. Nakulo 

character animation uses the principles of exaggeration, follow through, and 

anticipation. From the results of this study, the authors can learn about the 

importance of good animation planning. As for the limitations of the author in 

analyzing the application of animation principles because of technical constraints 

such as the duik bassel of the pianika character, the file is quite heavy so that the 

movement of the character is not optimal. Duik bassel is not used in Nakulo's 

character due to these constraints, so parent & link alternatives are used for its 

design. 

 

Keywords: Character animation, Animation Movement Design, 12 principle of 

animation 
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