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ABSTRAK

Perkembangan teknologi di dunia jurnalistik khususnya televisi selalu
berkembang dari masa ke masa. Hal ini membuat sejumlah media televisi di Indonesia
terus menciptakan dan mengembangkan Inovasi. Media televisi CNN Indonesia
merupakan salah satu media berbasis audiovisual yang belakangan pada tahun 2015
menerapkan teknologi immersive for Journalism, dengan menggunakan Augmented
Reality (AR). Teknologi ini mereka kembangakan guna menambah kualitas konten
berita atau feature khususnya pada program talkshow dan sejumlah program spesial.

Mengarungi tiga tahun lamanya, CNN TV Indonesia sudah mendapat sejumlah
penghargaan atas penerapan teknologi AR dalam konten yang saat itu penerapan AR
berlokasi di ruang studio bagan dalam. Peneliti juga menemukan beberapa jurnal
penelitian serta penelitian terdahulu yang sudah membahas bagaimana pemanfaatan
AR di dalam studio tersebut.

Maka, penelitian ini lebih membahas studi kasus penerapan AR pada program
feature dan dari segi prokdusi di luar ruang studio. Kemudian dikaitkan dengan empat
elemen dan lima tahap Difusi Inovasi oleh Everett M. Rogers. Bagaimana pun, konsep
televisi yang memanfaatkan teknologi immersive tetap memiliki fungsi dan tujuan
informasi yang harus sampai kepada masyarakat. Tentunya hal ini menjadi bentuk
komunikasi media massa yang menjadi konsep dasar dalam dunia jurnalistik.

Kata Kunci :
Immersive Journalism, Augmented Reality (AR), Teori Difusi Inovasi, Program
Feature, Outdoor Production.
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ABSTRACT

Technological evolution in the world of Journalism especially television is
always evolving from time to time. It makes television media in Indonesia continue to
create and develop an innovation. In 2015, CNN Indonesia's Television is one of the
audiovisual-based media that implements an Immersive Journalism, using Augmented
Reality (AR) Technology. This technology develop to add quality news bulletin or
feature program content. Researcher found some journals and literature review that
has discussed about the production phase with AR in the studio or indoor production.

It is has been three years that CNN TV Indonesia gwroth the content with AR.
Therefore, CNN TV Indonesia has received numerous awards for the application of AR
technology in content that at that time the implementation of AR is located in the studio.
The chracteristic of AR is all about how to give the information by a storytelling to the
audience.

This study will discuss and analyze about cases of AR when applied outside
production and the feature program. This research is also describe and relate AR with
Difussion Inovation Theory by Everett M. Rogers. However, the concept of television
that utilizes immersive technology still has the function and purpose of information that
must reach the public. Surely, this became a form of mass media and communication
that became the basic concept in the world of Journalism.

Keywords:
Immersive Journalism, Augmented Reality (AR), Difussion Innovation Theory,
Feature Program, Outdoor Production.
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