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‭INTISARI‬

‭Dalam‬ ‭perkembangan‬ ‭teknologi‬ ‭informasi‬ ‭terdapat‬ ‭beberapa‬ ‭unsur‬ ‭serta‬

‭teknis‬ ‭yang‬ ‭dapat‬ ‭divisualisasikan‬ ‭diantaranya‬ ‭dalam‬ ‭bentuk‬ ‭media‬ ‭digital.‬ ‭CG‬

‭liveshot‬ ‭merupakan‬ ‭salah‬ ‭satu‬ ‭bentuk‬ ‭visualisasi‬ ‭dalam‬ ‭bentuk‬ ‭media‬ ‭digital.‬

‭Salah‬ ‭satu‬ ‭teknik‬ ‭yang‬ ‭digunakan‬ ‭dalam‬ ‭cg‬ ‭live‬ ‭shot‬ ‭yaitu‬ ‭tahap‬ ‭compositing.‬

‭Compositing‬ ‭merupakan‬ ‭proses‬‭mengkombinasi‬‭beberapa‬‭gambar‬‭visual‬‭menjadi‬

‭satu unsur visual.‬

‭Pada‬ ‭tahap‬ ‭ini‬ ‭dilakukan‬ ‭penyesuaian‬ ‭terhadap‬ ‭beberapa‬ ‭gambar‬ ‭visual‬

‭tersebut.‬ ‭Seperti‬ ‭penataan‬ ‭lighting,‬ ‭penambahan‬ ‭shadow,‬ ‭dan‬ ‭penyesuaian‬ ‭objek‬

‭liveshot‬ ‭dengan‬ ‭objek‬ ‭karakter.‬ ‭Berikut‬ ‭merupakan‬ ‭wawasan‬ ‭lebih‬ ‭lanjut‬ ‭dalam‬

‭memahami‬ ‭beberapa‬ ‭fitur‬ ‭pembahasan‬ ‭teknis‬ ‭dalam‬ ‭produksi‬ ‭animasi‬ ‭dan‬

‭compositing.‬

‭Kata kunci‬‭: CG live shot, compositing, visual, animasi.‬
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‭ABSTRACT‬

‭In‬ ‭the‬ ‭development‬ ‭of‬ ‭information‬ ‭technology,‬ ‭there‬‭are‬‭several‬‭elements‬

‭and‬‭techniques‬‭that‬‭can‬‭be‬‭visualized,‬‭including‬‭in‬‭the‬‭form‬‭of‬‭digital‬‭media.‬‭CG‬

‭liveshot‬ ‭is‬ ‭a‬ ‭form‬ ‭of‬ ‭visualization‬ ‭in‬ ‭the‬ ‭form‬ ‭of‬ ‭digital‬ ‭media.‬ ‭One‬ ‭of‬ ‭the‬

‭techniques‬ ‭used‬ ‭in‬ ‭cg‬ ‭live‬ ‭shots‬ ‭is‬ ‭the‬ ‭compositing‬ ‭stage.‬ ‭Compositing‬ ‭is‬ ‭the‬

‭process of combining several visual images into one visual element.‬

‭At‬‭this‬‭stage,‬‭adjustments‬‭are‬‭made‬‭to‬‭some‬‭of‬‭the‬‭visual‬‭images.‬‭Such‬‭as‬

‭arranging‬ ‭lighting,‬ ‭adding‬ ‭shadows,‬ ‭and‬ ‭adjusting‬ ‭form‬ ‭liveshot‬ ‭objects‬ ‭to‬

‭character‬‭objects.‬‭From‬‭this‬‭following‬‭discussion‬‭can‬‭provide‬‭further‬‭insight‬‭into‬

‭understanding‬ ‭several‬ ‭technical‬ ‭discussion‬‭features‬‭in‬‭animation‬‭production‬‭and‬

‭compositing.‬

‭Keywords‬‭: CG live shot, compositing, visual, animation.‬
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