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PERANCANGAN IKLAN REALME 14 MECHA SERIES  

DI APE PLUS STUDIO 

 (Yohans Praditya Suryanto) 

ABSTRAK 
 

 

Magang Merdeka merupakan bagian dari kewajiban akademik bagi mahasiswa 

program studi Desain Komunikasi Visual (DKV) Universitas Multimedia 

Nusantara yang sedang berada di semester tujuh atau delapan. Program ini 

dirancang untuk memberikan pengalaman profesional secara langsung di industri 

kreatif. Dengan minat yang kuat dalam bidang animasi dan motion graphic, penulis 

memilih untuk menjalani magang di Apeplus Studio, sebuah studio kreatif yang 

berdiri sejak tahun 2019 dan telah berkembang dari spesialis motion graphic 

menjadi penyedia layanan visual yang mencakup animasi 3D, efek visual (VFX), 

serta produksi konten digital. Selama masa magang, penulis ditempatkan di divisi 

Studio dan terlibat dalam berbagai proses produksi, termasuk modeling dan tekstur 

2D/3D, animasi, hingga compositing. Beberapa proyek yang dikerjakan antara lain 

video konser pembuka Isyana Sarasvati, iklan produk Joylab, Make Over, Wardah, 

hingga video pembuka Indonesia Fashion Week. Dalam pelaksanaannya, penulis 

menggunakan pendekatan teori komunikasi visual, prinsip animasi, serta alur kerja 

produksi digital untuk menyelesaikan tugas yang diberikan. Melalui pengalaman 

ini, penulis mendapatkan pemahaman yang lebih mendalam mengenai proses 

produksi visual profesional, pentingnya kerja tim, serta bagaimana menerjemahkan 

kebutuhan klien ke dalam solusi visual yang efektif dan kreatif sesuai standar 

industri. 

 

Kata kunci: Industri Kreatif, Motion Graphic, 2D/3D Animasi 
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 PRODUCTION DESIGN OF REALME 14 MECHA SERIES 

ADVERTISEMENT AT APEPLUS STUDIO 

(Yohans Praditya Suryanto) 

ABSTRACT 

 

The Merdeka Internship Program is an academic requirement for students of the 

Visual Communication Design (DKV) undergraduate program at Universitas 

Multimedia Nusantara, typically undertaken in the seventh or eighth semester. This 

program is designed to provide students with hands-on professional experience in 

the creative industry. With a strong interest in animation and motion graphics, the 

author chose to intern at Apeplus Studio, a creative studio established in 2019 that 

has evolved from specializing in motion graphics to offering services in 3D 

animation, visual effects (VFX), and digital content production. During the 

internship period, the author was assigned to the Studio division and contributed 

to various production processes, including 2D/3D modeling and texturing, 

animation, and compositing. Projects handled included the opening video for 

Isyana Sarasvati’s concert, digital commercials for Joylab, Make Over, and 

Wardah, as well as the opening trailer for Indonesia Fashion Week. The internship 

work was guided by theories in visual communication, animation principles, and 

digital production workflows. Through this experience, the author gained a deeper 

understanding of professional production processes, the importance of teamwork, 

and how to translate client needs into effective and creative visual solutions that 

meet industry standards.  

Keywords: Industri Kreatif, Motion Graphic, 2D/3D Animasi 
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