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 11 INTISARI 

 

Penelitian ini membahas penerapan teknik compositing dalam produksi animasi 2D 

"The Tale of Slime: Lost in Sewer." Penelitian ini menggunakan metode observasi 

dan studi literatur untuk mengumpulkan data terkait teknik compositing, yaitu 

multiplane compositing, depth compositing, dan particle system. Proses evaluasi 

dilakukan melalui alpha testing untuk analisis kebutuhan dan beta testing oleh ahli 

multimedia serta masyarakat umum untuk mengukur aspek teknis dan penerimaan 

cerita. 

Hasil penelitian menunjukkan bahwa penerapan multiplane compositing mampu 

menciptakan ilusi kedalaman dalam animasi, depth compositing meningkatkan 

atmosfer visual sesuai dengan narasi, dan particle system menambah elemen 

dinamis yang memperkuat pengalaman penonton. Teknik-teknik ini memberikan 

dampak signifikan terhadap kualitas visual animasi secara keseluruhan. Dengan 

demikian, penelitian ini berkontribusi pada pengembangan teknik produksi animasi 

2D yang lebih efektif dan menarik. 

Kata Kunci: animasi 2D, compositing, multiplane, depth, particle system.  
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 12 ABSTRACT 

 

This study explores the application of compositing techniques in the production of 

the 2D animation "The Tale of Slime: Lost in Sewer." The research employs 

observation and literature review methods to gather data on compositing 

techniques, including multiplane compositing, depth compositing, and particle 

system. Evaluation processes were conducted through alpha testing for needs 

analysis and beta testing by multimedia experts and the general audience to assess 

technical aspects and story reception. 

The results reveal that the implementation of multiplane compositing effectively 

creates the illusion of depth in animation, depth compositing enhances the visual 

atmosphere aligned with the narrative, and the particle system adds dynamic 

elements that enrich the audience's experience. These techniques significantly 

improve the overall visual quality of the animation. Hence, this study contributes 

to the advancement of more effective and engaging 2D animation production 

techniques. 

Keywords: 2D animation, compositing, multiplane, depth, particle system. 

 


