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‭INTISARI‬

‭Penelitian‬ ‭ini‬ ‭membahas‬ ‭proses‬ ‭pembuatan‬ ‭dan‬ ‭penerapan‬‭Visual‬‭Effects‬

‭(VFX)‬ ‭pada‬ ‭adegan‬ ‭3D‬ ‭dengan‬ ‭"Dark‬ ‭and‬ ‭Abandoned‬ ‭Atmosphere"‬ ‭dalam‬‭film‬

‭pendek‬ ‭berjudul‬ ‭Petualangan‬ ‭Dimensi.‬ ‭Tujuan‬ ‭dari‬ ‭penelitian‬ ‭ini‬ ‭adalah‬ ‭untuk‬

‭menjelaskan‬‭tahapan‬‭produksi‬‭VFX‬‭secara‬‭teknis‬‭dan‬‭estetika‬‭dalam‬‭menciptakan‬

‭suasana yang mendukung narasi dan emosi cerita.‬

‭Pendekatan‬ ‭yang‬ ‭digunakan‬ ‭adalah‬ ‭studi‬ ‭kualitatif‬ ‭deskriptif‬ ‭dengan‬

‭metode‬‭observasi,‬‭dokumentasi,‬‭dan‬‭analisis‬‭visual‬‭dari‬‭hasil‬‭akhir‬‭adegan.‬‭Proses‬

‭produksi‬ ‭melibatkan‬ ‭beberapa‬ ‭tahapan,‬ ‭seperti‬ ‭perencanaan‬ ‭konsep‬ ‭visual,‬

‭pembuatan‬ ‭model‬‭3D,‬‭texturing,‬‭lighting,‬‭rendering,‬‭serta‬‭compositing.‬‭Atmosfer‬

‭"Dark‬ ‭and‬ ‭Abandoned"‬ ‭dipilih‬ ‭karena‬ ‭mampu‬ ‭memberikan‬ ‭kesan‬ ‭misterius‬ ‭dan‬

‭menegangkan yang sesuai dengan alur cerita film.‬

‭Hasil‬ ‭penelitian‬ ‭menunjukkan‬ ‭bahwa‬ ‭pemanfaatan‬ ‭VFX‬‭secara‬‭maksimal‬

‭dapat‬ ‭memperkuat‬ ‭nuansa‬ ‭cerita‬ ‭dan‬ ‭meningkatkan‬ ‭kualitas‬ ‭visual‬ ‭secara‬

‭keseluruhan.‬‭Selain‬‭itu,‬‭penataan‬‭elemen‬‭visual‬‭seperti‬‭pencahayaan‬‭redup,‬‭tekstur‬

‭bangunan‬ ‭rusak,‬ ‭serta‬ ‭tata‬ ‭warna‬ ‭gelap‬ ‭berhasil‬ ‭membangun‬ ‭kesan‬ ‭ruang‬ ‭yang‬

‭terbengkalai‬ ‭dan‬ ‭tidak‬ ‭berpenghuni.‬ ‭Penelitian‬ ‭ini‬ ‭diharapkan‬ ‭dapat‬ ‭menjadi‬

‭referensi‬ ‭bagi‬ ‭pelaku‬ ‭industri‬ ‭kreatif‬ ‭maupun‬ ‭akademisi‬ ‭yang‬ ‭tertarik‬ ‭pada‬

‭pengembangan visual efek dalam produksi film pendek berbasis 3D.‬

‭Kata kunci:‬‭Model 3D, Tekstur, Pencahayaan, Rendering,‬‭Compositing‬
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‭ABSTRACT‬

‭This‬ ‭study‬ ‭discusses‬ ‭the‬ ‭process‬ ‭of‬ ‭creating‬ ‭and‬ ‭applying‬ ‭Visual‬ ‭Effects‬

‭(VFX)‬‭to‬‭3D‬‭scenes‬‭with‬‭"Dark‬‭and‬‭Abandoned‬‭Atmosphere"‬‭in‬‭a‬‭short‬‭film‬‭titled‬

‭Petualangan‬ ‭Dimensi.‬ ‭The‬ ‭purpose‬ ‭of‬ ‭this‬ ‭study‬ ‭is‬ ‭to‬ ‭explain‬‭the‬‭stages‬‭of‬‭VFX‬

‭production‬ ‭technically‬ ‭and‬ ‭aesthetically‬ ‭in‬‭creating‬‭an‬‭atmosphere‬‭that‬‭supports‬

‭the narrative and emotions of the story.‬

‭The‬ ‭approach‬ ‭used‬ ‭is‬ ‭a‬ ‭descriptive‬ ‭qualitative‬ ‭study‬ ‭with‬ ‭observation‬

‭methods,‬ ‭documentation,‬ ‭and‬ ‭visual‬ ‭analysis‬ ‭of‬ ‭the‬ ‭final‬ ‭scene‬ ‭results.‬ ‭The‬

‭production‬ ‭process‬ ‭involves‬ ‭several‬ ‭stages,‬ ‭such‬ ‭as‬ ‭visual‬‭concept‬‭planning,‬‭3D‬

‭modeling,‬ ‭texturing,‬ ‭lighting,‬ ‭rendering,‬ ‭and‬ ‭compositing.‬ ‭The‬ ‭"Dark‬ ‭and‬

‭Abandoned"‬ ‭atmosphere‬ ‭was‬ ‭chosen‬ ‭because‬ ‭it‬ ‭is‬ ‭able‬ ‭to‬ ‭provide‬ ‭a‬ ‭mysterious‬

‭and tense impression that is in accordance with the film's storyline.‬

‭The‬ ‭results‬ ‭of‬ ‭the‬ ‭study‬ ‭show‬ ‭that‬ ‭maximum‬ ‭utilization‬ ‭of‬ ‭VFX‬ ‭can‬

‭strengthen‬ ‭the‬ ‭nuances‬ ‭of‬ ‭the‬ ‭story‬ ‭and‬ ‭improve‬ ‭the‬ ‭overall‬ ‭visual‬ ‭quality.‬ ‭In‬

‭addition,‬ ‭the‬ ‭arrangement‬ ‭of‬ ‭visual‬ ‭elements‬ ‭such‬ ‭as‬ ‭dim‬ ‭lighting,‬ ‭damaged‬

‭building‬‭textures,‬‭and‬‭dark‬‭color‬‭schemes‬‭successfully‬‭build‬‭the‬‭impression‬‭of‬‭an‬

‭abandoned‬ ‭and‬ ‭uninhabited‬ ‭space.‬ ‭This‬ ‭study‬ ‭is‬ ‭expected‬ ‭to‬ ‭be‬ ‭a‬ ‭reference‬ ‭for‬

‭creative‬ ‭industry‬ ‭players‬ ‭and‬ ‭academics‬ ‭who‬ ‭are‬‭interested‬‭in‬‭developing‬‭visual‬

‭effects in 3D-based short film production.‬
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