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INTISARI

Penelitian ini membahas penerapan teknik compositing dalam pembuatan
adegan pertarungan dengan alien pada film pendek VFX bergenre adventure
berjudul “Boss Level”. Teknik compositing digunakan untuk menggabungkan
berbagai elemen visual seperti aktor nyata yang direkam secara /ive action, karakter
alien 3D, serta efek visual pendukung menjadi satu kesatuan gambar yang terlihat
realistis.

Proses pengolahan visual i meliputi keying, tracking, color grading, hingga
penyesuaian cahaya dan bayangan agar seluruh objek dalam adegan menyatu secara
natural. Dengan penerapan teknik compositing yang tepat, adegan fiksi seperti
pertarungan dengan makhluk Iluar angkasa dapat terlihat lebih hidup dan
meyakinkan bagi penonton.

Hasilnya, film pendek “Boss Level” mampu menghadirkan pengalaman visual yang
imersif serta menunjukkan bahwa teknik compositing memiliki peran penting
dalam produksi film berkonsep fantasi dan fiksi ilmiah, khususnya dalam
mewujudkan adegan yang tidak mungkin dilakukan di dunia nyata.

Kata kunci: Kompositing, Gradasi Warna,Film, Efek Visual



ABSTRACT-

This research discusses the implementation process of compositing
techniques in the creation of the “Fight Alien” scene in the VFX adventure short
film Boss Level. The primary objective of this study is to produce realistic visual
effects that are harmoniously integrated between live-action elements and CGI
components. The methods used include stages of visual planning, motion tracking,
rotoscoping, color grading, and final compositing using digital compositing
software.

Each stage is analyzed to ensure consistency in lighting, perspective, and color
accuracy so that CGI characters and objects can seamlessly blend with the original
environment. The findings indicate that the proper application of compositing
techniques, supported by accurate lighting adjustments and the selection of
appropriate render passes, can significantly enhance cinematic quality and
effectively reinforce the action-driven narrative of the film.

Furthermore, this implementation demonstrates that a structured compositing
workflow is capable of maximizing production efficiency while delivering an
immersive and engaging fight scene for the audience.

Keywords :Compositing, Color Grading, Film, Visual Effects,
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