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ABSTRAK 
 
The children's drama series "Zooria" requires an opening program with a strong 
visual identity so it is easily remembered by its 6 to10 year old audience. This report 
discusses the writer's role as an editor in applying the compositing method to the 
opening program, merging actor footage with graphic elements such as the logo, 
animal characters, and the magic tree into one visual sequence. Data were collected 
through observation of similar children's opening programs on YouTube and a 
literature study of books and journals on editing, compositing, color, typography, 
and opening programs. The editor's work covered three stages. Planning included 
reference research, determining the editing concept, designing the logo in Adobe 
Illustrator, and gathering visual assets. Execution included compositing the moving 
lyrics, character icons, transitions using the Saphire plugin, and logo animation 
with keyframes. Evaluation covered rendering and checking the result before 
export. The final output is a 35 second opening program in H.264 format at 
1920x1080 resolution. The compositing method proved to help the editor deliver a 
visual identity that is consistent and appealing to the child audience. 
Keywords: Editor, Compositing, Opening Program, Children's Drama Series, 
Visual Identity 
 
Program serial drama anak "Zooria" membutuhkan opening program dengan 
identitas visual kuat agar mudah diingat oleh audiens usia 6-10 tahun. Laporan 
tugas akhir ini membahas peran penulis sebagai editor dalam menerapkan metode 
compositing pada pembuatan opening program tersebut, yaitu menggabungkan 
footage pemeran dengan elemen grafis seperti logo, karakter hewan, dan pohon 
ajaib menjadi satu kesatuan visual. Data dikumpulkan melalui observasi opening 
program anak-anak sejenis di YouTube dan studi pustaka dari buku serta jurnal 
terkait editing, compositing, warna, tipografi, dan opening program. Proses kerja 
editor mencakup tiga tahap. Tahap perencanaan meliputi riset referensi, penentuan 
konsep editing, perancangan logo menggunakan Adobe Illustrator, serta pencarian 
aset visual. Tahap pelaksanaan meliputi compositing lirik lagu berjalan, ikon 
karakter, transisi dengan plugin Saphire, dan animasi logo menggunakan keyframe. 
Tahap evaluasi meliputi rendering dan pemeriksaan hasil sebelum export. Hasil 
akhirnya berupa opening program berdurasi 35 detik, format H.264, resolusi 
1920x1080 piksel. Penerapan metode compositing terbukti membantu editor 
menghadirkan identitas visual yang konsisten dan menarik bagi audiens anak-anak. 
Kata Kunci: Editor, Compositing, Opening Program, Serial Drama Anak, 
Identitas Visual 
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