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INTISARI 

 

Bengkel Oxy Tunner termasuk salah satu bengkel yang masih belum 
memiliki program atau kegiatan promosi yang optimal. Video company profile 
menjadi pilihan utama untuk memperkenalkan dan memasarkan jasa dari Bengkel 
Oxy Tunner. Teknik 3D tracking dan rotoscoping mampu meningkatkan daya pikat 
dari video company profile tersebut.  Penelitian ini bertujuan untuk mengetahui 
implementasi dari teknik 3D tracking dan rotoscoping sebagai media untuk 
mempromosikan Bengkel Oxy Tuner di media sosial. Video company profile yang 
berdurasi 60 detik dibuat melalui 3 tahap yaitu pra-production, production, dan 
post-production. Proses 3D tracking dan rotoscoping dilakukan dengan 
menggunakan Adobe premiere dan Adobe Aftereffect. Hasil penelitian ini 
menunjukkan bahwa video company profile dengan format .mp4 dan teknik 3D 
tracking dan rotoscoping mampu menjadi bahan promosi yang dapat menarik 
perhatian calon pelanggan bengkel Oxy Tunner. 
Kata Kunci: 3D Tracking, Bengkel, Company Profile, Rotoscoping, Video 
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ABSTRACT 

 

Oxy Tunner workshop is one of the workshops that still does not have optimal 
promotional programs or activities. The company profile video is the main choice 
for introducing and marketing the services of the Oxy Tunner Workshop. 3D 
tracking and rotoscoping techniques can increase the attractiveness of the company 
profile video. This study aims to determine the implementation of 3D tracking and 
rotoscoping techniques as media to promote Oxy Tuner Workshops on social 
media. The company profile video which lasts 60 seconds was made through 3 
stages, namely pre-production, production, and post-production. The 3D tracking 
and rotoscoping processes were carried out using Adobe Premiere and Adobe 
Aftereffect. The results of this study indicated that a company profile video in .mp4 
format and 3D tracking and rotoscoping techniques can be used as promotional 
materials that can attract the attention of prospective customers of Oxy Tunner 
workshops. 

Keywords: 3D Tracking, Workshop, Company Profile, Rotoscoping, Video 


