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ANIMASI OVER THE RAINBOW 

 
Violet Vincencia 

ABSTRAK 

 

 
Storyboard berfungsi untuk mengarahkan alur cerita dan memvisualisasikan pesan 

yang ingin disampaikan dari sebuah animasi. Terdapat penentuan tipe shot, camera 

angle, dan lain-lain yang harus dipikirkan secara matang dan jelas agar 

penyampaian makna film dapat tersampaikan ke audiens. Penulis bertujuan untuk 

memberikan analisa perancangan shot yang dibatasi pada perancangan scene 3 dan 

scene 4 dengan menggunakan teori utama yaitu storyboard, tipe shot, angle kamera, 

composition juga ditambah dengan teori pendukung yaitu teori simbolisme, 

kuleshov effect, montage, serta objects in film. Setelah penulis melakukan penelitian 

disimpulkan bahwa perancangan shot dan penggunaan sequence montage di karya 

ini dapat membuat shot yang memvisualisasikan emosi karakter utama terpendam 

meluap dan overwhelmed, dan mempengaruhi interpretasi audiens terhadap sebuah 

scene. 

 
Kata kunci: storyboard, shot, kuleshov effect, montage 
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SHOT PLANNING IN THE 

ANIMATION FILM OVER THE RAINBOW 

Violet Vincencia 

 

 
ABSTRACT 

 

Storyboards are used to direct the storyline and visualize the message you want to 

convey from an animation. There is a process of choosing the shot types, camera 

angles, and other things that is thought through carefully and clearly, so that the 

representation of the meaning of a film can be conveyed to the audience. The author 

aims to provide an analysis of shot design which is limited to the shot design of 

scene 3 and scene 4 using the main theory, namely storyboard, shot type, camera 

angle, composition, also added with supporting theories, namely the theory of 

symbolism, kuleshov effect, montage, objects in the film. After the author conducted 

research, the summary shows that the shot design and use of montage sequences in 

this work can create shots that visualize the emotions of the main character 

overflowing and being overwhelmed, also influencing the audience's interpretation 

of a scene. 

 
Keywords: storyboard, shot, kuleshov effect, montage 
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