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ABSTRACT

This research was conducted at Dexterity Studio to address the issue of a
shortage of in-house designers skilled in 3D visualization techniques. This
issue was resolved by designing a signage system for the Liviston Housing
complex as an example of an implementable design. The methods used
included a design approach based on observation, interviews, and literature
review. The results of this study consist of signage designs that combine vector
clarity with 3D visualization, created using Adobe Illustrator and Blender,
thereby serving as both a technical solution and a practical work guide for the

studio.

Keyword: Property Signage, Vector Design, 3D Visualization, Branding

ABSTRAK

Penelitian ini dilakukan di Dexterity Studio agar bisa mengatasi masalah
kurangnya desainer internal yang mahir dalam teknik visualisasi 3D. Masalah
itu diselesaikan dengan merancang signage property Perumahan Liviston
sebagai contoh desain yang bisa diterapkan. Metode yang digunakan adalah
pendekatan desain melalui observasi, wawancara, dan studi literatur. Hasil
penelitian ini berupa desain signage yang menggabungkan kejelasan vektor
dengan visualisasi 3D, menggunakan Adobe Illustrator dan Blender, sehingga

bisa menjadi solusi teknis serta panduan kerja yang nyata di studio.

Keyword: Papan Penanda Properti, Desain Vektor, Visualisasi 3D,

Pencitraan Merek
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