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‭INTISARI‬

‭Environment‬‭merupakan‬‭kumpulan‬‭gambar‬‭yang‬‭digunakan‬‭sebagai‬‭aspek‬

‭pendukung‬ ‭untuk‬ ‭membentuk‬ ‭adegan‬ ‭dimana‬ ‭sebuah‬ ‭karakter‬ ‭akan‬ ‭hidup,‬

‭bergerak,‬‭dan‬‭berinteraksi‬‭dengan‬‭lingkungan‬‭sekitarnya,‬‭serta‬‭environment‬‭dalam‬

‭animasi‬ ‭2D‬ ‭sering‬ ‭disebut‬ ‭dengan‬ ‭istilah‬ ‭background‬‭.‬ ‭Environment‬ ‭2D‬ ‭adalah‬

‭rancangan‬‭latar‬‭atau‬‭dunia‬‭visual‬‭yang‬‭berbentuk‬‭dua‬‭dimensi‬‭dimana‬‭tempat‬‭aksi‬

‭dan‬ ‭cerita‬ ‭berlangsung.‬ ‭Dalam‬ ‭membuat‬ ‭environment‬ ‭animasi,‬ ‭diperlukan‬

‭beberapa‬ ‭hal‬ ‭yang‬ ‭perlu‬ ‭dipertimbangkan‬ ‭bagi‬ ‭perancang,‬ ‭seperti‬ ‭visual‬

‭development,‬ ‭komposisi,‬ ‭perspektif,‬ ‭warna,‬ ‭cahaya,‬ ‭dan‬ ‭penyusunan‬‭foreground,‬

‭middleground‬‭serta‬‭background‬‭.‬

‭Perancangan‬ ‭Environment‬ ‭2D‬ ‭disini‬ ‭berperan‬ ‭sebagai‬ ‭pendukung‬ ‭untuk‬

‭animasi‬ ‭remake‬ ‭jingle‬ ‭Amikom‬ ‭yang‬ ‭berlatar‬ ‭belakang‬ ‭sebuah‬ ‭pedesaan.‬ ‭Pada‬

‭pembuatan‬ ‭ulang‬ ‭jingle‬ ‭Amikom‬ ‭terdapat‬ ‭scene‬ ‭pedesaan‬ ‭yang‬ ‭dibuat‬ ‭dengan‬

‭menggabungkan‬ ‭karakter‬ ‭live-action‬ ‭dengan‬ ‭environment‬ ‭dua‬ ‭dimensi.‬ ‭Dalam‬

‭proses‬ ‭pembuatan‬ ‭environment‬ ‭menggunakan‬ ‭metode‬ ‭digital‬ ‭painting.‬ ‭Digital‬

‭painting‬ ‭digunakan‬ ‭oleh‬ ‭penulis‬ ‭untuk‬ ‭merancang‬ ‭keseluruhan‬ ‭environment‬

‭karena‬ ‭pada‬ ‭scene‬ ‭pedesaan‬ ‭dalam‬ ‭remake‬ ‭jingle‬ ‭Amikom‬ ‭dibutuhkan‬ ‭lukisan‬

‭digital‬‭yang‬‭bergaya‬‭semi‬‭realis.‬‭Oleh‬‭karena‬‭itu,‬ ‭teknik‬‭digital‬‭painting‬‭menjadi‬

‭metode‬ ‭yang‬ ‭dipilih‬ ‭oleh‬‭penulis‬‭untuk‬‭menciptakan‬‭environment‬‭2D‬‭pada‬‭scene‬

‭pedesaan dalam pembuatan ulang‬‭jingle‬‭Amikom.‬

‭Kata kunci:‬‭Environment, visual development, digital‬‭painting, background, 2D‬
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‭ABSTRACT‬

‭The‬ ‭environment‬ ‭refers‬ ‭to‬ ‭a‬ ‭collection‬ ‭of‬ ‭images‬ ‭used‬ ‭as‬ ‭supporting‬

‭elements‬‭to‬‭create‬‭a‬‭scene‬‭where‬‭a‬‭character‬‭can‬‭live,‬‭move,‬‭and‬‭interact‬‭with‬‭the‬

‭surrounding‬ ‭setting.‬ ‭In‬ ‭2D‬‭animation,‬‭the‬‭environment‬‭is‬‭often‬‭referred‬‭to‬‭as‬‭the‬

‭background.‬ ‭A‬ ‭2D‬ ‭environment‬ ‭is‬ ‭the‬ ‭design‬ ‭of‬ ‭a‬ ‭setting‬ ‭or‬‭visual‬‭world‬‭in‬‭two‬

‭dimensions,‬ ‭where‬ ‭the‬ ‭action‬ ‭and‬ ‭story‬ ‭take‬ ‭place.‬ ‭When‬ ‭creating‬‭an‬‭animation‬

‭environment,‬‭several‬‭aspects‬‭need‬‭to‬‭be‬‭considered‬‭by‬‭the‬‭designer,‬‭such‬‭as‬‭visual‬

‭development,‬ ‭composition,‬ ‭perspective,‬ ‭color,‬ ‭lighting,‬ ‭and‬ ‭the‬ ‭arrangement‬ ‭of‬

‭foreground, middleground, and background elements.‬

‭The‬‭design‬‭of‬‭the‬‭2D‬‭environment‬‭here‬‭serves‬‭as‬‭a‬‭supporting‬‭element‬‭for‬

‭the‬ ‭remake‬ ‭of‬ ‭Amikom's‬ ‭jingle‬ ‭animation,‬ ‭which‬ ‭is‬ ‭set‬ ‭in‬ ‭a‬ ‭rural‬ ‭area.‬ ‭In‬ ‭this‬

‭remake,‬ ‭the‬ ‭rural‬ ‭scenes‬ ‭combine‬ ‭live-action‬ ‭characters‬‭with‬‭a‬‭two-dimensional‬

‭environment.‬‭The‬‭process‬‭of‬‭creating‬‭the‬‭environment‬‭employs‬‭the‬‭digital‬‭painting‬

‭method.‬ ‭Digital‬ ‭painting‬ ‭is‬ ‭used‬ ‭by‬ ‭the‬ ‭designer‬ ‭to‬ ‭craft‬ ‭the‬ ‭entire‬‭environment‬

‭because‬ ‭the‬ ‭rural‬ ‭scenes‬ ‭in‬ ‭the‬ ‭remake‬ ‭of‬‭Amikom's‬‭jingle‬‭require‬‭semi-realistic‬

‭digital‬ ‭artwork.‬‭Therefore,‬‭the‬‭digital‬‭painting‬‭technique‬‭is‬‭the‬‭chosen‬‭method‬‭to‬

‭create the 2D environment for the rural scenes in the Amikom jingle remake.‬

‭Keywords:‬‭Environment, visual development, digital‬‭painting, background, 2D‬
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