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INTISARI

Compositing adalah proses menggabungkan elemen visual seperti karakter, latar,
dan efek menjadi satu kesatuan adegan dalam produksi animasi 2D. Skripsi ini
membahas proses compositing pada fase 1 elemen adegan dalam film animasi
Battle Park produksi PARAMA, yang menceritakan konflik akibat perebutan lahan
parkir. Penelitian ini berfokus pada bagaimana elemen karakter yang bergerak
dinamis, latar yang detail, efek pertarungan, dan pencahayaan dramatis
diintegrasikan untuk menghasilkan adegan yang menarik secara visual.

Proses compositing dilakukan dengan menyusun layer secara bertahap, mengatur
layering dan blending mode, serta menambahkan efek seperti motion blur, glow,
shadow, dan lain-lain untuk menciptakan kedalaman visual. Aspek-aspek yang
diperhatikan meliputi konsistensi pencahayaan, color grading, dan integrasi efek

agar adegan pertarungan terlihat hidup dan meyakinkan.

Compositing yang dilakukan secara cermat terbukti mampu meningkatkan kualitas
visual dan emosional film secara signifikan. PARAMA menunjukkan bahwa studio
animasi lokal memiliki kemampuan teknis yang mumpuni dan mampu bersaing di
industri animasi. Penelitian ini diharapkan dapat menjadi referensi bagi praktisi
animasi dalam mengoptimalkan proses compositing untuk menghasilkan karya

berkualitas tinggi.

Kata kunci: compositing, animasi 2D, elemen adegan, Battle Park, layering.
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ABSTRACT

Compositing is the process of combining visual elements such as characters,
backgrounds, and effects into a single unified scene in 2D animation production.
This thesis discusses the compositing process of scene element phase 1 in the
animated film Battle Park produced by PARAMA, which tells the story of a conflict
arising from a dispute over a parking area. The study focuses on how dynamically
moving character elements, detailed backgrounds, combat effects, and dramatic

lighting are integrated to produce visually engaging scenes.

The compositing process is carried out by arranging layers gradually, managing
layering and blending modes, and adding effects such as motion blur, glow,
shadows, and others to create visual depth. Key aspects considered include lighting
consistency, color grading, and effect integration to ensure that the fight scenes

appear lively and convincing.

Carefully executed compositing is proven to significantly enhance the visual and
emotional quality of the film. PARAMA demonstrates that local animation studios
possess strong technical capabilities and are able to compete within the animation
industry. This research is expecied to serve as a reference for animation

practitioners in optimizing the compositing process to produce high-quality works.

Keywords: compositing, 2D animation, scene elements, Battle Park, layering.
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