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INTISARI 

Dalam pembuatan Film Animasi, VFX digunakan untuk menambahkan 
elemen visual yang menarik. Selain digunakan untuk menambahkan elemen 
visual, VFX diperlukan untuk menggabungkan seluruh aset-aset yang sudah 
dibuat. Implementasi VFX mencangkup beberapa tahapan perancangan seperti 
Parallax Effect, Wiggle Effect, Zoom in, Zoom Out, Color Grading, Keyying, 
Glow Effect, Compositing, dan lain-lain. 

Implementasi VFX untuk animasi “Remake Animasi Jingle Amikom” 
pada Scene “Kastil”, penulis menggunakan Software Adobe After Effect untuk 
menciptakan beberapa tahapan seperti pembuatan efek Parallax, Color Grading, 
Wiggle Effect, Keyying pada live shot, penggabungan semua asset, Zoom In, Zoom 
Out, dan Rendering.  

Hasil karya tulis merupakan sebuah dokumentasi pada Implementasi VFX 
yang menggunakan fitur-fitur yang tersedia pada Software Adobe After Effect. 
Penulis berharap semoga karya tulis ini dapat digunakan sebagai media pelajaran 
maupun referensi dalam Implementasi VFX. 

Kata Kunci: VFX, Compositing, Parallax, Color Grading, Wiggle Effect, 
Keyying, Zoom In, Zoom Out, Wiggle Effect, Glow Effect dan Rendering.  
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ABSTRACT 

 

In animated film production, VFX is used to add engaging visual elements. 
In addition to enhancing visual appeal, VFX is essential for combining all 
pre-created assets. The implementation of VFX includes several design stages 
such as Parallax Effect, Wiggle Effect, Zoom In, Zoom Out, Color Grading, 
Keying, Glow Effect, Compositing, and others. 

For the implementation of VFX in the animation “Remake Animation of 
Amikom Jingle” in the “Castle” Scene, the author utilized Adobe After Effects 
software to execute several processes such as creating the Parallax Effect, Color 
Grading, Wiggle Effect, Keying for live shots, asset integration, Zoom In, Zoom 
Out, and Rendering. 

This written work serves as documentation of the VFX implementation 
process using the features available in Adobe After Effects. The author hopes this 
work can be used as a learning medium and a reference for VFX implementation. 

Keywords: VFX, Compositing, Parallax, Color Grading, Wiggle Effect, Keying, 
Zoom In, Zoom Out, Wiggle Effect, Glow Effect and Rendering. 
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