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5 MOTTO 

 

 “To explore is always better than just to follow – Rene Suhardono‖ 

―Life is not about finding yourself; ist about creating yourself – George 

Bernad Shaw‖ 

―You have to learn the rules of the game. And then you have to play better 

than anyone else. – Albert Einstein‖ 

―You can’t connect the dots looking forward; you can only connect them 

looking backward. So you have to trust that the dots will somehow connect in your 

future. You have to trust in something — your gut, destiny, life, karma, whatever. 

This approach has never let me down, and it has made all the difference in my 

life. – Stave Jobs‖ 
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11 INTISARI 

 

Perkembangan teknologi dari hari ke hari memiliki dampak yang 

signifikan terhadap pemenuhan kebutuhan manusia. Dalam industri musik, itu 

tidak cukup hanya ditampilkan dalam bentuk audio, namun juga videoyang 

merupakan representasi dari konten atau pesan yang terdapat dalam lagu. Seiring 

dengan perkembangan teknologi,juga berdampak pada perubahan sikap dan 

kebutuhan hidup manusia. Video klip dewasa ini tidak hanyadisajikan dalam 

bentuk rekaman video LiveAction, tetapi telah mulai menyebar ke berbagai teknik 

lain, seperti animasi 2D, dan juga memadukan LiveAction dengan animasi 2D.  

 

Lagu berjudul "Kita Berbeda" karya NAVN BAND adalah lagu dengan 

pesan-pesan moral kehidupan yang tinggi yang dikemas didalam aliran musik 

dengan genre rock religi yang dikemas didalam video klip dengan teknik 

liveaction yang dipadukan dengan animasi 2D. Video klip inidibuat dengan 

menggunakan Adobe Photoshop CS6, Adobe After Effects CS6 dan Adobe 

Premiere CS3 . 

 

Tujuan dari pembuatan video ini adalah untuk memvisualisasikan makna 

yang terkandung dalam lirik lagu “Kita Berbeda” dan memberikan pengetahuan 

tentang pembuatan video klip denganteknikLiveAction yang dipadukan dengan 

animasi 2D dengan menerapkan kualitas HDTV. 

 

KataKunci :live action, animasi 2D, video klip 
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12 ABSTRACT 

 

The development of technology from day to day has a significant impact 

on the fulfillment of human needs. In the music industry, it's not enough just to be 

shown in the form of audio, but also videowhich is a representation of the content 

contained in the song. Along with the development of technology,it is also an 

impact on changing attitudes and needs of human life.This adult video clip is not 

only presented in the form of video footage, but it has started to spread to various 

other techniques, such as2D animation, and also blends live action with 2D 

animation. 

 

Song titled "Kita Berbeda" by NAVN BAND is a song with a moral 

message that packed the high life in the flow of music with religious rock genre in 

the video clip is packed with techniques that combined live action with 2D 

animation. This video clip is created using Adobe Photoshop CS6, Adobe After 

Effects CS6 and Adobe Premiere CS3. 

 

The purpose of making this video are to visualize the meaning contained in 

the lyrics of the song "Kita Berbeda" and provide knowledge about making a 

video clip with a technique that combined live action with 2D animation by 

applying HDTV quality. 

Keywords :live action, animasi 2D, video clips 
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