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ABSTRAK 

 

PT. Rupa Raya Indonesia is a company engaged in Computer Graphics (CG) with 

a focus on visualizing interior and exterior building architecture. In its production 

activities, the company uses various design software, one of which is D5 Render, 

which is known to be able to produce photorealistic visuals in real-time. However, 

based on observations and interviews, interns at PT. Rupa Raya Indonesia were 

generally unfamiliar with D5 Render before joining the internship, resulting in 

decreased work efficiency due to a lack of understanding of the available features 

and shortcuts. To address this problem, a D5 Render shortcut infographic poster 

was designed as a concise, informative, and easy-to-understand visual learning 

medium. The design was carried out through observations, literature studies, and 

interviews with D5 Render users, by applying visual elements such as colors, icons, 

and typography that were adapted to the application interface. The evaluation 

results showed that this infographic poster helps new users understand and 

remember shortcuts more quickly and efficiently. Thus, this media is expected to 

increase work effectiveness, accelerate the adaptation process for new users, and 

become a practical learning tool in the use of D5 Render within the PT. Rupa Raya 

Indonesia environment. 

Keyword: Infographic, Poster, Shortcut, D5 Render, Architectural Visualization, 

Learning Media, Effectiveness 

 

PT. Rupa Raya Indonesia merupakan perusahaan yang bergerak di bidang 

Computer Graphics (CG) dengan fokus pada visualisasi arsitektur interior dan 

eksterior bangunan. Dalam kegiatan produksinya, perusahaan menggunakan 

berbagai perangkat lunak desain, salah satunya D5 Render yang dikenal mampu 

menghasilkan visual fotorealistik secara real-time. Namun, berdasarkan hasil 

observasi dan wawancara, peserta magang di PT. Rupa Raya Indonesia umumnya 

belum mengenal D5 Render sebelum mengikuti magang, sehingga efisiensi kerja 

menurun akibat kurangnya pemahaman terhadap fitur dan shortcut yang tersedia. 

Untuk menjawab permasalahan tersebut, dirancanglah poster infografis shortcut D5 

Render sebagai media pembelajaran visual yang ringkas, informatif, dan mudah 

dipahami. Perancangan dilakukan melalui observasi, studi pustaka, serta 

wawancara terhadap pengguna D5 Render, dengan menerapkan elemen visual 

seperti warna, ikon, dan tipografi yang disesuaikan dengan antarmuka aplikasi. 

Hasil evaluasi menunjukkan bahwa poster infografis ini membantu pengguna baru 

dalam memahami serta mengingat shortcut dengan lebih cepat dan efisien. Dengan 

demikian, media ini diharapkan dapat meningkatkan efektivitas kerja, mempercepat 

proses adaptasi pengguna baru, serta menjadi sarana pembelajaran praktis dalam 

penggunaan D5 Render di lingkungan PT. Rupa Raya Indonesia.Kata kunci: 

Infografis, Poster, Shortcut, D5 Render, Visualisasi Arsitektur, Media 

Pembelajaran, Efektivitas 
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