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PERANCANGAN ASSET 3D PADA IKLAN ANIMASI PETUALANGAN
KREATIF SEBAGAI MEDIA PROMOSI DESAIN KOMUNIKASI VISUAL

ABSTRAK

Kurangnya pemahaman masyarakat mengenai Program Studi Desain Komunikasi Visual
(DKV) di Politeknik Harapan Bersama menjadi salah satu kendala dalam menarik minat
calon mahasiswa. Padahal, di era digital saat ini, kebutuhan akan sumber daya kreatif di
bidang desain terus meningkat. Penelitian ini bertujuan untuk merancang media promosi
yang efektif dan menarik berupa iklan animasi 3D berjudul Pefualangan Kreatif.
Penelitian ini menggunakan pendekatan deskriptif kualitatif dengan metode pengumpulan
data melalui observasi, wawancara dengan Ketua Program Studi DKV, dan penyebaran
kuesioner di tiga sekolah menengah kejuruan di wilayah Tegal dan Brebes. Jumlah
responden yang terlibat dalam pengisian kuesioner sebanyak 31 siswa. Hasil kuesioner
menunjukkan bahwa 52% responden belum mengetahui jurusan DKV, 58% tidak berminat
masuk ke jurusan DKV, dan 68% belum mengetahui prospek kerja lulusan DKV. Temuan
ini menunjukkan perlunya strategi komunikasi visual yang lebih efektif. Proses produksi
media promosi mengikuti tahapan Multimedia Development Life Cycle (MDLC), yaitu:
konsep, desain, pengumpulan material, pembuatan, pengujian, dan distribusi. Aset yang
dirancang meliputi karakter, properti, dan environment menggunakan perangkat lunak
Blender 3D dengan gaya visual yang terinspirasi dari bentuk mainan lego. Hasil penelitian
menunjukkan bahwa pendekatan visual yang sederhana namun menarik mampu
menyampaikan informasi program studi secara efektif dan meningkatkan ketertarikan
masyarakat. Simpulan dari penelitian ini adalah bahwa media promosi berbasis animasi 3D
mampu membangun citra positif dan meningkatkan visibilitas Program Studi DKV secara
signifikan di kalangan target audiens.

Kata kunci : Perancangan Asset 3D, Iklan, Animasi 3D, Media Promosi, Promosi,
Desain Komunikasi Visual
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3D VISUAL ASSET DEVELOPMENT IN CREATIVE ADVENTURE:
PROMOTING VISUAL COMMUNICATION DESIGN THROUGH
ANIMATION

ABSTRACT

The insufficient public awareness regarding the Visual Communication Design
(VCD) Study Program at Politeknik Harapan Bersama presents a challenge in
attracting potential students. In the current digital age, the need for creative talent
in the design sector is on the rise. This study aims to create effective and engaging
promotional media in the form of a 3D animation advertisement titled Petualangan
Kreatif. The research utilized a qualitative descriptive methodology, employing data
collection techniques such as observation, interviews with the Head of the VCD
Study Program, and the distribution of questionnaires to three vocational high
schools located in the Tegal and Brebes regions. A total of 31 students participated
as respondents. The results from the questionnaires indicated that 52% of
respondents were unfamiliar with the VCD program, 58% expressed no interest in
enrollment, and 68% were unaware of the career opportunities available to VCD
graduates. These results underscored the necessity for a more effective visual
communication strategy. The process of producing the promotional media adhered to
the stages of the Multimedia Development Life Cycle (MDLC), which encompasses:
concept, design, material collection, production, testing, and distribution. The assets
created include characters, props, and environments developed using Blender 3D
software, featuring a visual style inspired by LEGO-like toy forms. The findings of
the study suggest that a straightforward yet visually appealing approach can
effectively communicate information about the study program and enhance public
interest. In conclusion, promotional media based on 3D animation can significantly
improve the positive perception and visibility of the VCD Study Program among its
intended audience.

Keywords: 3D Asset Design, Advertisement, 3D Animation, Promotional Media,
Promotion, Visual Communication Design
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