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ABSTRAK 

Karya tulis ini membahas tentang perancangan environment animasi 2D berteknik 

Kinegram. Selama ini, banyak karya animasi yang mengeksplorasi berbagai 

bentuk environment. Namun, environment bertema etnik belum banyak muncul di 

Indonesia.  

 Di sini peneliti mengangkat tema Suku Asmat ke dalam perancangan 

environment karya animasinya, sehingga thesis dari penelitian ini adalah: 

bagaimana merancang sebuah environmentuntuk animasi 2D berteknik Kinegram 

yang berjudul ‘Sirets’. 

 Dalam tulisan ini, pertama-tama akandibahas latar belakang dan rumusan 

masalah dari penelitian ini. Untuk menjawabnya, peneliti akan menjabarkan teori-

teori yang mendukung penelitian ini, kemudian menjelaskan metodologi 

perancangan environment animasi ‘Sirets’, hingga akhirnya menganalisis hasil 

final perancangannya.Keseluruhan penelitian ini pun akan mencapai 

kesimpulannya pada akhir tulisan ini. 

 

Kata kunci :environment, Kinegram, animasi 2D, Asmat 
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ABSTRACT 

This paper is about designing an environment for a 2D animation that uses the 

Kinegram technique. Until today, many animation films have explored many kinds 

of environments. However, an environment with an ethnic theme has rarely been 

brought up to the animation world in Indonesia.  

In this research, the researcher wants to bring up the topic about Asmat 

People, which is used to design an environment for her animation. Therefore, the 

objective of this scientific research is: how to design an environment for a 2D 

animation that uses the Kinegram technique, titled ‘Sirets’. 

 In this paper, the writer will first talk about the background and the 

scientific question of this research. Some theories that provides the foundation for 

the answer, will be explained afterwards. Then, it will be explained about what 

methods the researcher uses, in order to design the environment of ‘Sirets’, until 

finally analyzing the finished designed product. The whole research will reach its 

conclusion at the end of this paper. 

 

Keywords: environment, Kinegram, 2D animation, Asmat 
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