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ABSTRAK

Industri visual dan kreatif berkembang pesat seiring kemajuan teknologi, terutama
dalam bidang efek visual (VFX) yang kini mengandalkan teknologi canggih
seperti CGI, AI, dan virtual production. VFX menjadi elemen penting dalam
produksi media bergerak karena mampu menciptakan visual yang tak mungkin
direalisasikan saat proses pengambilan gambar berlangsung. Berdasarkan latar
belakang tersebut, penulis adalah seorang mahasiswa semester 8 Program Studi
Film di Universitas Multimedia Nusantara, melaksanakan program magang
sebagai syarat kelulusan di Uratnadi Visual Works—sebuah studio yang berfokus
pada produksi VFX dan animasi. Selama magang, penulis terlibat langsung dalam
pengelolaan file industri seperti QuickTime dan EXR, serta berpartisipasi dalam
proyek besar seperti Sore (2025), Para Perasuk (2025), dan Kusuka Digital TVC
(2025). Penulis juga mengembangkan keterampilan teknis dalam proses touch up
dan clean up, serta memperdalam pemahaman terhadap Adobe After Effects,
termasuk fitur-fitur yang belum pernah digunakan sebelumnya. Interaksi dengan
rekan kerja profesional menjadi pengalaman berharga dalam memahami etika
kerja, pentingnya manajemen file, dan kolaborasi tim dalam lingkungan industri
kreatif. Magang ini tidak hanya memperkuat kemampuan teknis penulis sebagai
VFX artist, tetapi juga memperluas wawasan dalam praktik kerja profesional yang
sesungguhnya.

Kata kunci: Magang, Efek Visual, Industri Kreatif, VFX Artist, Adobe After
Effects, Produksi Media, Uratnadi Visual Works
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PERAN VFX ARTIST DALAM PROYEK PEMBUATAN

IKLAN DAN FILM DI STUDIO URATNADI VISUALWORKS

(MUHAMMAD RIVAL ALFARIDZKI)

ABSTRACT

The visual and creative industry has rapidly evolved alongside technological
advancements, particularly in the field of visual effects (VFX), which now heavily
relies on advanced technologies such as CGI, AI, and virtual production. VFX has
become a vital element in moving image production, enabling visuals that cannot
be realized during the shooting process. Based on this background, the author, an
eighth-semester Film student at Universitas Multimedia Nusantara, undertook an
internship program as a graduation requirement at Uratnadi Visual Works—a
studio focused on VFX and animation production. During the internship, the
author was directly involved in managing industry-standard files such as
QuickTime and EXR, and participated in major projects such as Sore (2025),
Para Perasuk (2025), and Kusuka Digital TVC (2025). The author also enhanced
technical skills in touch-up and clean-up processes, and deepened their
knowledge of Adobe After Effects, including previously unexplored features.
Interactions with professional colleagues provided valuable experiences in
understanding work ethics, file management, and teamwork in a creative industry
setting. This internship not only strengthened the author's technical capabilities
as a VFX artist but also broadened their perspective on real-world professional
practices.

Keywords: Internship, Visual Effects, Creative Industry, VFX Artist, Adobe After
Effects, Media Production, Uratnadi Visual Works
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