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ABSTRAK

As the cameraman in a television program with a magazine show titled "Games
Corner”, the writer is responsible for delivering effective and visually appealing
imagery, particularly through the application of the simple shot technique. This
technique utilizes a static camera without dynamic movements, yet still allows for
various shot sizes such as medium wide shot, medium shot, and medium close up,
adjusted to the narrative needs and the rhythm of interaction between the hosts and
guests. During the pre-production stage, the writer was involved in designing the
floorplan, determining camera positions, and developing the visual concept. In the
production stage, the writer operated and adjusted the cameras according to the
blocking and shot list. In post-production, the writer reviewed the recorded footage
with the editing team to ensure visual continuity was maintained. The writer aims to
convey information effectively and support the program s objective in building visual
appeal for the audience.

Keywords: Games Corner, Magazine Show, Cameraman, Simple Shot

Sebagai penata kamera dalam program televisi bergenre Magazine Show berjudul
“Games Corner”, penulis memiliki tanggung jawab dalam menghadirkan kualitas
visual yang efektif dan menarik, khususnya melalui penerapan teknik pengambilan
gambar sederhana atau simple shot. Teknik ini menggunakan kamera statis tanpa
pergerakan dinamis, namun tetap mampu menampilkan variasi ukuran gambar seperti
medium wide shot, medium shot, dan medium close up, yang disesuaikan dengan
kebutuhan narasi serta ritme interaksi antar host dan narasumber. Pada tahap pra-
produksi, penulis terlibat dalam menyusun floorplan, menentukan posisi kamera, serta
merancang konsep visual. Pada tahap produksi, penulis mengoperasikan dan mengatur
kamera agar sesuai dengan blocking serta shot list. Sedangkan dalam pascaproduksi,
penulis mengevaluasi hasil rekaman bersama tim editor untuk memastikan
kesinambungan visual tetap terjaga.Penulis bertujuan untuk menyampaikan informasi
secara efektif dan mendukung tujuan program dalam membangun daya tarik bagi
penonton.

Kata Kunci: Games Corner, Magazine Show, Penata Kamera, Simple Shot
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