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ABSTRACT 

Digi Arafah (201710040311160) VISUAL CONTENT DESIGN VIDEO MAPPING 

PROJECTION AT TERANG 2023 MALAYSIA COMPETITION. Aditya Dwi Putra 

Bhakti, S.Sn., M.Med.Kom 

Video Mapping Projection is the art of visual mapping, a visual projection technique 

used to create stunning visual experiences by projecting images or videos onto three-

dimensional surfaces, such as buildings, objects, or natural landscapes., in this final project 

the aim is to design visual content on technology video mapping projection in the context of 

the "Terang 2023 Malaysia" competition. This research will focus on design aspects that 

include visual, aesthetic and narrative concepts that can maximize the experience of 

participants and viewers. The research methodology includes needs analysis, idea exploration, 

concept development, and implementation of visual content design on video mapping 

projection. Apart from that, this research will also consider technical factors such as optimal 

selection of colors, objects, icons, building architecture and illustrations to achieve stunning 

visual results. By exploring the latest creative and technological possibilities, this thesis aims 

to contribute to the development of innovative and engaging visual content for the "Terang 

2023 Malaysia" competition. 
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