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‭INTISARI‬

‭Skripsi‬ ‭ini‬ ‭menyajikan‬ ‭penerapan‬ ‭Visual‬ ‭Effect‬‭dalam‬‭film‬‭"LIMITLESS‬

‭BATTLE".‬ ‭Film‬ ‭ini‬ ‭bercerita‬ ‭tentang‬ ‭mahasiswa‬‭yang‬‭terjebak‬‭dalam‬‭permainan‬

‭yang‬ ‭dimana‬ ‭permainan‬ ‭tersebut‬ ‭mempertaruhkan‬ ‭nyawa‬ ‭mereka.‬ ‭Dalam‬ ‭proses‬

‭pembuatan‬ ‭film‬ ‭"LIMITLESS‬ ‭BATTLE"‬ ‭Composting‬ ‭merupakan‬ ‭teknik‬ ‭yang‬

‭digunakan‬ ‭untuk‬ ‭proses‬‭menggabungkan‬‭beberapa‬‭gambar,‬‭dua‬‭video‬‭atau‬‭lebih‬

‭kedalam‬ ‭satu‬ ‭frame‬ ‭yang‬ ‭sama‬ ‭untuk‬ ‭dijadikan‬ ‭satu‬ ‭bagian‬ ‭film.‬ ‭Teknik‬

‭Compositing‬ ‭sering‬ ‭digunakan‬ ‭dalam‬ ‭berbagai‬ ‭produksi‬ ‭film-film‬ ‭masa‬ ‭kini.‬

‭Apabila‬ ‭Compositing‬ ‭tidak‬ ‭di‬ ‭terapkan‬ ‭dalam‬ ‭proses‬ ‭produksi‬ ‭film‬ ‭maka‬ ‭film‬

‭akan‬‭terlihat‬‭monoton‬‭dan‬‭hambar.‬‭Dalam‬‭produksi‬‭film‬‭"LIMITLESS‬‭BATTLE"‬

‭ada‬ ‭beberapa‬ ‭Teknik‬ ‭lagi‬ ‭yang‬ ‭digunakan‬ ‭untuk‬ ‭membuat‬ ‭film‬ ‭terasa‬ ‭lebih‬

‭menarik,‬‭yaitu‬‭masking,‬‭color‬‭grading,‬‭3D‬‭camera,‬‭Parallax,‬‭sound‬‭effect.‬‭Semua‬

‭Teknik‬‭ini‬‭bisa‬‭diaplikasikan‬‭menggunakan‬‭software‬‭Adobe‬‭After‬‭Effect‬‭dan‬‭juga‬

‭Adobe‬ ‭Premier.‬ ‭Metode‬ ‭Teknik‬ ‭tersebut‬ ‭digunakan‬‭untuk‬‭membuat‬‭sebuah‬‭film‬

‭jadi‬ ‭lebih‬ ‭bagus‬ ‭dan‬ ‭tidak‬ ‭monoton.‬ ‭tujuan‬ ‭skripsi‬ ‭ini‬ ‭untuk‬ ‭memberikan‬

‭pemahaman‬ ‭tentang‬ ‭Teknik-teknik‬ ‭untuk‬ ‭diterapkan‬ ‭dalam‬ ‭pembuatan‬ ‭film‬ ‭dari‬

‭contoh projek film "LIMITLESS BATTLE".‬

‭Kata Kunci :‬ ‭Keying, Compositing, Multimedia.‬
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‭ABSTRACT‬

‭This‬ ‭thesis‬ ‭presents‬ ‭the‬ ‭application‬ ‭of‬ ‭Visual‬ ‭Effects‬ ‭in‬ ‭the‬ ‭film‬

‭"LIMITLESS‬ ‭BATTLE''.‬ ‭This‬‭film‬‭tells‬‭the‬‭story‬‭of‬‭students‬‭who‬‭are‬‭trapped‬‭in‬‭a‬

‭game‬‭where‬‭their‬‭lives‬‭are‬‭at‬‭stake.‬‭In‬‭the‬‭process‬‭of‬‭making‬‭the‬‭film‬‭"LIMITLESS‬

‭BATTLE‬ ‭''‬ ‭Compositing‬ ‭is‬ ‭a‬ ‭technique‬ ‭used‬ ‭to‬ ‭combine‬ ‭several‬ ‭images,‬ ‭two‬ ‭or‬

‭more‬ ‭videos‬ ‭into‬ ‭the‬ ‭same‬ ‭frame‬ ‭to‬ ‭make‬ ‭one‬ ‭part‬ ‭of‬ ‭the‬ ‭film.‬ ‭Compositing‬

‭techniques‬‭are‬‭often‬‭used‬‭in‬‭various‬‭film‬‭productions‬‭today.‬‭If‬‭compositing‬‭is‬‭not‬

‭applied‬ ‭in‬ ‭the‬ ‭film‬ ‭production‬‭process,‬‭the‬‭film‬‭will‬‭look‬‭monotonous‬‭and‬‭bland.‬

‭In‬ ‭the‬ ‭production‬ ‭of‬ ‭the‬ ‭film‬ ‭"LIMITLESS‬ ‭BATTLE‬ ‭''‬ ‭there‬ ‭are‬ ‭several‬ ‭other‬

‭techniques‬ ‭used‬ ‭to‬ ‭make‬ ‭the‬ ‭film‬ ‭feel‬ ‭more‬ ‭interesting,‬ ‭namely‬ ‭masking,‬ ‭color‬

‭grading,‬ ‭3D‬ ‭camera,‬ ‭Parallax,‬ ‭sound‬ ‭effects.‬ ‭All‬ ‭of‬ ‭these‬ ‭techniques‬ ‭can‬ ‭be‬

‭applied‬ ‭using‬ ‭Adobe‬ ‭After‬ ‭Effects‬ ‭software‬ ‭and‬ ‭also‬ ‭Adobe‬ ‭Premier.‬ ‭This‬

‭technique‬‭is‬‭used‬‭to‬‭make‬‭a‬‭film‬‭better‬‭and‬‭less‬‭monotonous.‬‭The‬‭aim‬‭of‬‭this‬‭thesis‬

‭is‬‭to‬‭provide‬‭an‬‭understanding‬‭of‬‭the‬‭techniques‬‭to‬‭be‬‭applied‬‭in‬‭film‬‭making‬‭from‬

‭the example of the film project "LIMITLESS BATTLE".‬

‭Keywords:‬‭Keying, Rotoscoping, Multimedia.‬
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