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INTISARI

Penelitian atau pembahasan ini mengkaji penggunaan teknik motion
graphic dalam pembuatan visual efek (VFX) 2D pada scene Flying
Mountain dalam film pendek Petualangan Dimensi. Scene ini menampilkan
gunung-gunung yang melayang di udara sebagai elemen utama dalam
menggambarkan dunia fantasi lintas dimensi. Teknik motion graphic digunakan
untuk menghidupkan elemen visual dua dimensi seperti gunung, awan, dan efek
atmosfer dengan memanfaatkan animasi berbasis layer, keyframe, serta efek
parallax. Pendekatan ini memungkinkan penciptaan suasana dinamis dan
mendalam meskipun dalam format 2D. Selain efisien secara produksi, teknik ini
juga memberi kebebasan artistik yang luas dalam membangun dunia imajinatif.
Dengan demikian, VFX 2D berbasis motion graphic terbukti efektif dalam

menyampaikan nuansa fantasi dan mendukung narasi film pendek secara visual.

Kata Kunci: Animasi 2D, Motion Graphic, VFX



ABSTRACT

This research or discussion examines the use of motion graphic techniques
in creating 2D visual effects (VFX) in the Flying Mountain scene in the short film
Petualangan Dimensi. This scene features mountains floating in the air as the
main element in depicting a cross-dimensional fantasy world. Motion graphic
techniques are used to bring two-dimensional visual elements such as mountains,
clouds, and atmospheric effects to life by utilizing layer-based animation,
keyframes, and parallax effects. This approach allows for the creation of a
dynamic and immersive atmosphere even in 2D format. In addition to being
efficient in terms of production, this technique also provides extensive artistic
freedom in building an imaginative world. Thus, 2D VFX based on motion
graphics has proven effective in conveying a fantasy feel and supporting the

narrative of the short film visually.

Keyword: 2D Animation, Motion Graphic, VFX
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