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MOTTO 

“You are the hero of your own story” 

- Joseph Campbell- 

“The cave you fear to enter holds the treasure you seek” 

-Joseph Campbell- 

“I stand alone, but atleast I stand” 

-Yurnero the Juggernaut- 

“From knowledge comes skill” 

-Xin the Ember Spirit-  
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INTISARI 

Animasi begitu dikenal dalam bidang perfilman, terutama dunia anak-anak. 

Penggunaan animasi sendiri sudah banyak diterapkan tidak hanya di dunia hiburan 

seperti pembuatan  film dan game, tetapi juga mencakup desain web, dunia pendidikan, 

serta media promosi. 

Pada masa sekarang  animasi dan  live shot sudah banyak dipadukan, seperti 

efek CGI pada film-film Hollywood, dan sebagian film di Indonesia. Dengan animasi, 

pembuatan karakter, latar lingkungan, dan efek-efek yang unik akan lebih mudah 

dibuat dibandingkan dengan versi live shot, seperti karakter elf, orc, dan liliput didalam 

film yang bertemakan fantasi, atau robot-robot raksasa dan monster-monster di bertema 

film sci-fi.  

Dalam skripsi ini, akan diterangkan sebuah studi kasus pembuatan film dengan 

menggabungkan Animasi 2 Dimensi dengan live shot . 

Kata Kunci: Multimedia, Animasi, Film, Kartun, 2D 
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ABSTRACT  

Animation is well known in the world of movie and cinema, especially for 
children. The use of animation itself has been widely applied not only in the 
entertainment world such as making movies and games, but also includes web design, 
education, and media campaigns. 

Nowadays animation and live shots have been mixed together, such as the CGI 
effect on Hollywood movies, and some movies in Indonesia. With animation, character 
creation, environmental settings, and unique effects will be easier to make than live 
shots, like elf, orc, and dwarf characters in fantasy-themed movies, or giant robots and 
monsters on them sci-fi movie. 

In this thesis, we will explain a case study of filmmaking by combining 2 
Dimensional Animation with live shot. 

Keywords :  Animation, Movie, Live Shot,Film   
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