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INTISARI 

Compositing merupakan tahapan penting dalam produksi film dan animasi 

karena berfungsi menggabungkan berbagai elemen visual menjadi satu tampilan 

yang utuh, selaras, dan memiliki kontinuitas visual yang baik. Pada produksi 

scene “Fight Creep Monsters” pada film pendek VFX Adventure Boss Level, 

compositing berperan penting dalam menyatukan live footage, karakter 3D, serta 

efek CGI agar tampak berada dalam satu ruang visual yang sama. Oleh karena itu, 

penerapan teknik compositing yang tepat sangat diperlukan untuk menghasilkan 

kualitas visual yang optimal dan efisien. 

Skripsi ini membahas implementasi teknik compositing pada scene “Fight 

Creep Monsters” dalam film pendek VFX Adventure Boss Level yang diproduksi 

oleh Parama melalui program magang artist. Adegan yang dikerjakan 

menampilkan karakter utama seorang raja yang menghadapi boss berwujud creep 

monster dengan latar kota bercuaca badai. Proses compositing melibatkan 

berbagai elemen visual, seperti live footage, model 3D, dan efek CGI yang 

meliputi petir, aura, asap, debu, tornado, hujan, langit mendung, serta properti 

mahkota. Untuk menyatukan seluruh elemen tersebut, digunakan teknik 

pendukung seperti rotoscoping, masking, keying, camera tracking, color grading, 

serta penambahan sound effect yang sesuai. 

Tujuan dari penelitian ini adalah untuk memperdalam pemahaman 

mengenai penerapan compositing dan efek visual dalam produksi scene “Fight 

Creep Monsters” pada film pendek VFX Adventure Boss Level. Dengan demikian, 

skripsi ini diharapkan dapat menjadi referensi bagi mahasiswa atau praktisi 

pemula di bidang visual effect, khususnya dalam penerapan teknik compositing 

pada produksi film pendek berbasis VFX. 

 

Kata Kunci: Compositing, Scene, Film Pendek, VFX, Rotoscoping 
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ABSTRACT 

Compositing is a crucial stage in film and animation production, as it 

functions to combine various visual elements into a unified, coherent, and visually 

continuous final image. In the production of the “Fight Creep Monsters” scene in 

the VFX short film Adventure Boss Level, compositing plays a significant role in 

integrating live footage, 3D characters, and CGI effects so that they appear to 

exist within the same visual space. Therefore, the proper application of 

compositing techniques is essential to achieve optimal and efficient visual quality. 

This thesis discusses the implementation of compositing techniques in the 

“Fight Creep Monsters” scene of the VFX short film Adventure Boss Level, 

produced by Parama through an artist internship program. The scene depicts the 

main character, a king, confronting a boss in the form of a creep monster against 

a stormy city background. The compositing process involves various visual 

elements, including live footage, 3D models, and CGI effects such as lightning, 

aura, smoke, dust, tornadoes, rain, cloudy skies, and crown properties. To 

integrate all these elements, supporting techniques such as rotoscoping, masking, 

keying, camera tracking, color grading, and the addition of appropriate sound 

effects were applied. 

The purpose of this study is to deepen the understanding of the application 

of compositing and visual effects in the production of the “Fight Creep Monsters” 

scene in the VFX short film Adventure Boss Level. Therefore, this thesis is 

expected to serve as a reference for students or beginner practitioners in the field 

of visual effects, particularly in the application of compositing techniques in VFX 

based short film production. 
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