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INTISARI 
 

Penggunaan sosial media yang kini sangat masif, membuka peluang  untuk 

mengoptimalkan potensi media promosi online. Pengembangkan animasi 3D iklan 

produk earphone VH-S05 CV. CENTURIS DIGIAL MEDIA (V-GEN) di media 

sosial dilakukan guna meningkatkan daya tarik produk. Mengingat persaingan 

ketat di pasar aksesoris komputer dan smartphone, perusahaan menyadari bahwa 

pendekatan visual yang inovatif dan informatif diperlukan untuk membedakan 

produk mereka dari pesaing. 

Pengembangan animasi 3D menggunakan metode Multimedia 

Development Life Cycle (MDLC). Mencakup tahap perancangan konsep, desain, 

pengumpulan material, perakitan, pengujian, dan distribusi. Dirancang dengan 

karakter 3D low poly, dipadukan dengan visual produk yang detail serta narasi 

untuk menjelaskan fitur dan keunggulan earphone VH-S05. Proses pembuatan 

animasi dilakukan dengan perangkat lunak Blender untuk pemodelan dan animasi, 

serta Adobe Premiere Pro untuk penyuntingan akhir. Hasil menunjukkan bahwa 

animasi 3D dapat mempengaruhi minat beli konsumen dipengaruhi 

keunggulannya  menyampaikan informasi terkait fitur, cara penggunaan, desain, 

dan fungsi produk. 

Sebagai kesimpulan, penerapan animasi 3D dalam promosi produk 

terbukti efektif dalam menarik perhatian audiens serta meningkatkan nilai jual 

produk. Untuk pengembangan lebih lanjut, dengan memastikan kelancaran 

animasi, serta detail texture dan pewarnaan pada tiap - tiap 3D modelnya agar 

terlihat realistis. 

Kata kunci: Animasi 3D, Promosi, Iklan, MDLC 
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ABSTRACT 
 

The use of social media, which is now very massive, opens up 

opportunities to optimize the potential of online promotional media. Development 

of 3D animation advertising of VH-S05 CV earphone products. CENTURIS 

DIGIAL MEDIA (V-GEN) on social media is carried out to increase the 

attractiveness of the product. Given the fierce competition in the computer and 

smartphone accessories market, companies realize that an innovative and 

informative visual approach is necessary to differentiate their products from 

competitors. 

The development of 3D animation uses the Multimedia Development Life 

Cycle (MDLC) method. It covers the stages of concept design, design, material 

collection, assembly, testing, and distribution. Designed with 3D low poly 

characters, combined with detailed product visuals and narratives to explain the 

features and advantages of the VH-S05 earphones. The animation creation 

process was done with Blender software for modeling and animation, and Adobe 

Premiere Pro for final editing. The results show that 3D animation can influence 

consumers' buying interest influenced by their superiority in conveying 

information related to product features, usage, design, and function. 

In conclusion, the application of 3D animation in product promotion has 

proven to be effective in attracting the attention of the audience and increasing 

the selling value of the product. For further development, by ensuring smooth 

animation, as well as detailed textures and coloring on each 3D model to make it 

look realistic 

 

Keywords: 3D Animation, Promotion, Advertising, MDLC 
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