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INTISARI 

Proyek ini bertujuan menciptakan integrasi visual antara dunia nyata dan 

dunia digital bergaya Minecraft dalam sebuah video pendek bertema petualangan 

dimensi. Lingkungan 3D Minecraft dibuat menggunakan software Mineways yang 

memungkinkan pemilihan dan ekspor bagian dari dunia Minecraft ke dalam format 

yang sama dengan software Blender. Di dalam Blender, lingkungan tersebut 

dirender dengan penyesuaian pencahayaan dan sudut kamera yang disesuaikan 

dengan footage dunia nyata, sehingga tercipta kesinambungan visual yang natural 

antara kedua dunia. 

Karakter 3D seperti naga dan penduduk desa dirancang menggunakan 

Blender dengan mengikuti bentuk asli dari Minecraft berbasis voxel. Karakter 

utama, yang diperankan oleh aktor nyata, dimasukkan ke dalam scene 

menggunakan teknik rotoscoping. Teknik ini memungkinkan pemisahan tokoh dari 

latar hijau (green screen) untuk kemudian digabungkan ke dalam lingkungan 3D 

secara presisi. Seluruh elemen visual disatukan melalui proses compositing, 

termasuk camera tracking, pencocokan bayangan, cahaya, dan rendering. 

Melalui pendekatan ini, video berhasil menggambarkan sebuah petualangan 

lintas dimensi dengan nuansa fantasi di mana perpaduan antara dunia nyata dan 

digital memberikan pengalaman yang imajinatif. Penggunaan software seperti 

Mineways, After Effect, Premier Pro dan Blender, serta penerapan teknik 

rotoscoping, menunjukkan potensi integrasi aset voxel dengan rekaman nyata dalam 

produksi video kreatif. Hasil akhir membuktikan bahwa compositing yang efektif 

dapat menghidupkan dunia fiksi secara visual, memperkaya narasi, dan memperluas 

eksplorasi kreatif dalam produksi video pendek berbasis VFX. 

 

Kata Kunci: Compositing, Visual Effect, Video Pendek, Petualangan Dimensi, 

Karakter 3D, 3D Animasi 
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ABSTRACT 

This project aims to create a visual integration between the real world and 

the digital Minecraft-style world in a short video with a dimensional adventure 

theme. The 3D Minecraft environment was created using the Mineways software 

which allows selecting and exporting parts of the Minecraft world into the same 

format as the Blender software. In Blender, these environments are rendered with 

lighting adjustments and camera angles matched to real-world footage, creating a 

natural visual continuity between the two worlds. 

3D characters such as dragons and villagers were designed using Blender 

following the original voxel-based shapes of Minecraft. The main characters, 

played by real actors, were inserted into the scene using rotoscoping techniques. 

This technique allows the character to be separated from the green background 

(green screen) and then combined into a 3D environment precisely. All visual 

elements are put together through a compositing process, including camera 

tracking, shadow matching, light, and rendering. 

Through this approach, the video succeeds in depicting a cross-dimensional 

adventure with a fantasy feel where the combination of the real and digital worlds 

provides an imaginative experience. The use of software such as Mineways, After 

Effects, Premier Pro and Blender, as well as the application of rotoscoping 

techniques, shows the potential of integrating voxel assets with real footage in 

creative video production. The final result proves that effective compositing can 

visually bring fictional worlds to life, enrich narratives, and expand creative 

exploration in VFX-based short video production. 

 

Keywords: Compositing, Visual Effects, Short Video, Dimensional Adventure, 3D 

Characters, 3D Animation 


