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INTISARI 

Teknologi informasi berkembang pesat dalam bidang visual dan 

kreativitas, salah satunya melalui penerapan efek visual (VFX) dalam produksi 

iklan. Skripsi ini membahas proses compositing VFX scene “Aruna Melihat 

Tank” pada iklan S1 Teknologi Informasi “Portal Adventure”. Tujuan penelitian 

adalah mengimplementasikan teknik compositing VFX yang efektif untuk 

menggabungkan objek 3D tank dengan footage live action, sehingga 

menghasilkan adegan yang realistis dan menarik. Metode yang digunakan 

meliputi pemodelan objek 3D tank, pengambilan footage live action, serta tahapan 

compositing menggunakan software seperti Adobe After Effects dan Blender. 

Proses compositing mencakup penyesuaian pencahayaan, warna, dan bayangan, 

serta integrasi objek 3D dengan lingkungan live action agar tampak menyatu 

secara visual. Pendekatan ini diharapkan dapat meningkatkan kualitas visual iklan 

dan memberikan pengalaman imersif kepada penonton. Hasil yang diperoleh 

menunjukkan bahwa penerapan teknik compositing VFX pada scene “Aruna 

Melihat Tank” mampu menciptakan adegan yang dinamis dan realistis. Proses ini 

juga membuktikan bahwa integrasi teknologi informasi dalam produksi iklan 

dapat memperkaya konten kreatif dan mendukung penyampaian pesan secara 

lebih efektif. 

Kata Kunci : Compositing, Visual Efek, Teknologi Informasi. 
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ABSTRACT 

 

 

Information technology is developing rapidly in the field of visuals and 

creativity, one of which is through the application of visual effects (VFX) in 

advertising production. This thesis discusses the process of compositing VFX 

scene "Aruna melihat Tank" in the S1 Information Technology advertisement 

"Portal Adventure". The purpose of the study is to implement effective VFX 

compositing techniques to combine 3D tank objects with live action footage, 

resulting in realistic and interesting scenes. The methods used include modeling 

3D tank objects, taking live action footage, and compositing stages using software 

such as Adobe After Effects and Blender. The compositing process includes 

adjusting lighting, color, and shadows, as well as integrating 3D objects with the 

live action environment so that they appear visually unified. This approach is 

expected to improve the visual quality of advertisements and provide an immersive 

experience to the audience. The results obtained show that the application of VFX 

compositing techniques in the "Aruna melihat Tank" scene is able to create 

dynamic and realistic scenes. This process also proves that the integration of 

information technology in advertising production can enrich creative content and 

support message delivery more effectively. 

Key Words : Compositing, Visual Effects, Technology Information. 
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