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Laporan tugas akhir ini membahas perancangan concept art dalam pembuatan aset
daq background environment untuk animasi 2D Augmented Reality Relief
‘.‘Ylshvantara Jataka™ dengan Teknik Flat Design. Tujuan utama dari perancangan
ini adalah untuk memvisualisasikan cerita pada panel relief Vishvantara Jataka serta
memberikan kemudahan bagi animator dalam menganimasikan karakter dan objek
melalui metode pemotongan aset karakter. Metode penelitian yang digunakan
adalah model ADDIE (A4nalysis, Design, Development, Implementation,
Evaluation).

Pada tahap analisis, dilakukan pengumpulan data melalui studi Pustaka dan
wawancara dengan narasumber ahli Relief Candi Borobudur untuk memahami
cerita Vishvantara Jataka secara mendalam. Tahap design meliputi perancangan
karakter dan background cerita relief Vishvantara Jataka berbasis digital dalam
bentuk concept art. Teknik Flat Design dipilih karena fokus pada kesederhanaan

dan penggunaan warna solid.

Kata Kunci : Concept Art, Animasi 2D Augmented Reality, Relief Vishvantara
Jataka, Flat Design

ABSTRACT

This final project Teport. discusses the concept art design in creating assets and
background environments for the 2D Augmented Reality Relief animation
"Vishvantara Jataka" with the Flat Design Technique. The main purpose of this
design is to visualize the story on the Vishvantara Jataka relief panel and to make it
easier for animators to animate characters and objects through the character asset
cutting method. The research method used is the ADDIE mode-l (Analysis, Design,
Development, Implementation, Evaluation). In the analysis stage, data collection
was carried out through literature studies and interviews with expert sources of the
Borobudur Temple Relief to understand the Vishvantara Jataka story m.depth. The
design stage includes designing characters and background stories of the
Vishvantara Jataka relief based on digital in the form of concept art. The Flat Design

technique was chosen because it focuses on simplicity and the use of solid colors.

Keyword : Concept Art, 2D Animation, Augmented Reality, Vishvantara Jataka

Relief, Flat Design.
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