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INTISARI

Exhibition TI adalaha gelar karya yang diadakan setiap tahun di fakultas
ilmu komputer prodi teknologi informasi amikom, acara ini adalah acara ujuk
kebolehan karya dari para mahasiswa teknologi informasi kepada publik, karya
yang dipamerkan berupa Animasi,Game,Musik Vidio, dan Short Film. Maka dari
itu acara tersebut dibuat secara meriah oleh prodi infomasi. Karena oleh itu acara
akan lebih meriah jika ada vidio opening,

Pada tahun ini, Exhibition Tl 2023 kali ini mengambil tema dari animasi
jepang yang sedang populer, yaitu Jujutsu kaisen,Chainsawman ,dan Kimetsu no
yaiba. Untuk opening exhibition 2023 menggunakan beberapa metode animasi
yang berbeda yaitu 2D frame by frame,animasi 3D, dan juga live footage yang akan
digabung menjadi satu kesatuan di opening Exhibition Tl 2023.

Dalam skripsi ini penulis akan menjelaskan salah satu Shot atau cut dalam
animasi 2D frame by frame pada vidio opening Exhibition T1 2023, yaitu pada cut
09 “Close Up Karakter Zenitsu”.

Kata kunci: Animasi, film, musik.
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ABSTRACT

The TI Exhibition is a work title that is held annually at the Faculty of
Computer Science, Amikom Information Technology Study Program. This event is
an event to show the ability of information technology students to the public. The
works that are contested are Animation, Games, Video Music, and Short Films.
Therefore, the program was made lively by the Information Study Program.

Because the event would be more lively if there was an opening video,

This year, the Tl 2023 Exhibition takes the theme of currently popular
Japanese animation, namely Jujutsu kaisen, Chainsawman, and Kimetsu no yaiba.
For the 2023 opening exhibition, several different animation methods are used,
namely 2D frame by frame, 3D animation, and also live footage which will be
combined into one unit at the opening of the 2023 TI Exhibition.

In this thesis the author will explain one of the Shot or cuts in frame by
frame 2D animation in the video opening of the Tl 2023 Exhibition, namely in cut
09 "Close Up Character Zenitsu™.

Keyword: Animation, movies, music.
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