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ABSTRAK 

 

This final project discusses MANTRA's board game product photography with 

a conceptual approach to visually display the identity, story, and feel of the game. 

MANTRA is a Horror Fantasy-themed chase game that combines comic elements 

and player interaction. 

The research methods included visual observation, interviews with product 

makers, literature studies, and studio shooting with the application of low-key 

lighting. The expected result is in the form of aesthetic and communicative 

photographic documentation, and can be a visual reference for the marketing and 

development of the board game creative industry 

Keywords: Photography, Product, Board game, Low-key, Concept 

 

Tugas akhir ini membahas fotografi produk board game MANTRA dengan 

pendekatan konseptual untuk menampilkan identitas, cerita, dan nuansa permainan 

secara visual. MANTRA adalah permainan kejar-kejaran bertema horor fantasi 

yang memadukan unsur komik dan interaksi antar pemain. 

Metode penelitian meliputi observasi visual, wawancara dengan pembuat 

produk, studi pustaka, serta pemotretan di studio dengan penerapan pencahayaan 

low-key. Hasil yang diharapkan berupa dokumentasi fotografi yang estetis dan 

komunikatif, serta dapat menjadi referensi visual bagi pemasaran dan 

pengembangan industri kreatif board game 

Kata kunci: Fotografi, Produk, Board game, Low-key, Konsep 
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