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INTISARI

Void Seeker Zero Adalah Animasi 2D yang berdurasi +6 menit, dengan
adegan fighting 1 sampai 2 menit, dengan cerita Soerang anak yang mecari ibunyadi
kota yang terbengkalai, tapi bertemu dengan monster benbentuk ular raksasa.
Dalam animasi Void Seecker Zero terdapat adegan dimana karakter Nara
bermanufer di bawah tubuh monster Kawi saat menghindari serangan. Di adegan
itu penulis memakai beberapa teknik compositing seperti, Layering & Integration,
Color Correction & Color Grading, Lighting & Shadow, Depth & Parallax dan 360°
Envirotment, untuk menghasilkan Gerakan Point of View melihat ke sekeliling.
Dalam proses ini penulis menggunakan 360 background dengan CC Envirotment
yang menimbulkan visual seperti Point of View seseorang yang melihat ke
sekeliling dengan menggerakan kamera sesuai adegan. Gambar yang di pakai untuk
CC Envirotment di gambar dengan 360 prefektif sehingga bisa membuat efek
seakan gambar itu mengelilingi kamera. Untuk menambah Kesan realis penulis juga
menggunakan teknik Color Correction & Color Grading supaya animasi lebih
sesuai dengan adegan. Penelitian ini menunjukan compositing berberan

membangun suasana pada animasi.

Kata kunci: animasi, Compositing, 2D, efek, Background.
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ABSTRACT

Void Seeker Zero is a 2D animation with a duration of approximately 6
minutes, featuring 1 to 2 minutes of fighting scenes. It tells the story of a child
searching for her mother in an abandoned city, but encountering a giant snake-like
monster. In the Void Seeker Zero animation, there is a scene where the character
Nara maneuvers under the body of the monster Kawi while avoiding attacks In that
scene, the author uses several compositing techniques, such as Layering &
Integration, Color Correction & Color Grading, Lighting & Shadow, Depth &
Parallax, and 360° Environment, to produce a Point of View movement looking
around. In this process, the author uses a 360 background with CC Environment,
which creates a visual effect similar to a person's point of view looking around by
moving the camera according to the scene. The images used for CC Environment
are drawn with a 360 perspective so that they appear to surround the camera. To
add a realistic impression, the author also uses Color Correction & Color Grading
techniques to make the animation more suitable for the scene. This research shows

that compositing plays a role in building the atmosphere in animation.

Keyword: Animation, Compositing, 2D, effect.
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