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INTISARI

Dalani penyanpaian infomasi terdapat metode dan teknik yang beragam
dan menarik dari teknik penyanpaian pesan atau infomasi dalani media tersebut
masing - masing memiliki kelebihan dibandingkan dengan yang lain.

Animasi claymation ini walaupun namanya clay (tanah liat), yang dipakai
bukanlah tanah liat biasa,  Animasi  ihi  memakai  plasticin,  bahan lentur seperti
pemen karet yang dalam animasi clay dibunt dengan memakai rangka khusus
untuk kerangka tubuhnya, lalu kerangka tersebut ditutup dengan plasticine sesuni
bentuk tokoh yang inctn dibunt. Bactan-batlan tubuh keran8ka ini, seperti kepala,
tangan,  kaki, bisa dilepas dan dipasang lact.  Setelah tokoh-tokohnya siap,  lalu
difoto  gerckan  per  gerckan.  Foto-foto  tersebut  lalu  digabung  menjadi  ganibar
yang bisa bergerak seperti yang kita tonton di film Ahimasi.

Bentuk  Claymation  dengan  penggabungan  animasi  multimedia  secara
sistematis  dan mudah di  fahami  serta untuk melestarikan karya-karya arimator
untuk lebih banyak berekspresi.

Kata kunci : ClayMation, Multimedia
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ABSTRACT

In the submission Of irformation there are various methods and techniques
and  draws  from  techniques  Of  delivery  Of  messages  or   inif;oirmation  in  the
respective media has advantages compared to the other.

Despite  its name,  this claymation animated clay  (clay), which is used is
not  the  ordinary  clay.  This  aninration wearing  elastic  materials,  such  as  the
plasticin gum in alaymation made by wearing a special order for her body franiie,
then the frame is covered with plasticine figures who want to match is made. Body
parts  Of this framework,  such as  the head,  hands, fleet,  could be removed and
installed  again.   After   the   characters  were   ready,   and  then  photographed
movement by movement. The photos were then merged into a picture that can be
moved as we had seen in the animated film.

Claymation f iorm with merger Of multimedia anin!ration in a systematic and
easily  understand  as  well  as  to  preserve  the  works  Of  animators  fior  more
expression.
EeywoTds.. Multimedia, ClayMation
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