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PERANCANGAN 2D VFX UNTUK 

MENGGAMBARKANSIFAT TOKOH DALAM FILM 

ANIMASIEND OF KLESHAS 

(Muhammad Bisyara Makkasau Widzan) 

ABSTRAK 

 

 
2D VFX adalah Teknik manipulasi elemen alam seperti air, api, asap, debu, dst. 

yang dikerjakan dalam media ruang 2 Dimensi, penelitian ini bertujuan untuk 

merancang 2D VFX yang dapat menggambarkan sifat tokoh Tao Wu dan Tian Long 

dalam cerita film animasi pendek End of Kleshas. Penelitian ini memfokuskan 

kepada sifat tokoh Tao Wu dan Tian Long yang bertolak belakang, elemen 2D VFX 

dipilih berdasarkan sifat kedua tokoh, observasi literatur, dan observasi visual. 

Elemen api dipilih menyesuaikan sifat buas Tao Wu, elemen awan dipilih 

menyesuaikan dengan sifat tenang Tian Long. Elemen yang dipilih lalu 

dimodifikasi dari aspek bentuk dan warna. Hasil dari temuan digunakan dalam 

adegan yang menampilkan Tao Wu dan Tian Long. 

 

Kata kunci: 2D VFX, Api, Awan, Elemen, Bentuk, End of Kleshas, Warna. 
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2D VFX DESIGN TO DEPICT THE NATURE OF THE 

CHARACTERS IN THE ANIMATED FILM END OF KLESHAS 

Muhammad Bisyara Makkasau Widzan 

 

 

ABSTRACT (English) 

2D VFX is a technique for manipulating natural elements such as water, fire, 

smoke, debris, etc. which is carried out in 2-dimensional space media. This 

research aims to design 2D VFX that can describe the nature of the characters Tao 

Wu and Tian Long in the short-animated film “End of Kleshas”. This research 

focuses on the contrasting characteristics of Tao Wu and Tian Long. The 2D VFX 

elements were selected based on the two characters nature, literature observations 

and visual observations. The fire element was chosen to suit Tao Wu's wild nature, 

the cloud element was chosen to suit Tian Long's calm nature. The selected elements 

are then modified in terms of shape and color. The findings were used in scenes 

featuring Tao Wu and Tian Long. 

 

Keywords: 2D VFX, Fire, Clouds, Elements, Shapes, End of Kleshas, Colors 
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