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INTISARI

Penelitian ini membahas proses compositing pada scene “Sonic Boom”
dalam film pendek Battle Park, khususnya pada scene 09, dengan tujuan
menjelaskan tahapan penggabungan footage live shoot dan elemen VFX agar
terlihat menyatu dan meyakinkan. Proses compositing dilakukan menggunakan
Adobe After Lffects dan Adobe Premiere Pro, dengan penerapan teknik seperti
rotoscoping, rotomasking/masking, keying, pengaturan fime remapping, serta
penyesuaian blending mode untuk mengintegrasikan elemen visual seperti
shockwave, speedline, efek dash, smoke, dan partikel pendukung sesuai arah gerak
dan momen benturan pada adegan. Tahapan kerja disusun mulai dari perencanaan
berupa brief dan storyboard, produksi efek per shot, hingga pascaproduksi dan
rendering sebagai keluaran akhir video. Hasil akhir kemudian diuji melalui
penilaian kelayakan industri dan memperoleh persentase penilaian teknis sebesar
84,5% dengan kategori “Baik Sekali”, sehingga menunjukkan bahwa penerapan
compositing pada scene tersebut telah memenuhi kebutuhan visual adegan
pertarungan berkecepatan tinggi.

Kata kunci: Sonic Boom, VFX, Compositing, Efek Visual, Kecepatan Super.
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ABSTRACT

This study discusses the compositing process of the “Sonic Boom” scene in
the short film Battle Park, focusing on scene 09, to describe how live-action footage
is combined with VFX elements to achieve a cohesive and believable result. The
compositing workflow was carried out using Adobe After Lffects and Adobe
Premiere Pro, applying techniques such as rotoscoping, rotomasking/masking,
keying, time remapping, and blending adjustments to integrate visual elements
including shockwave, speedlines, dash effects, smoke, and supporting particles
based on motion direction and impact timing. The production stages cover planning
(brief and storyboard), shot-based VIX compositing, and post-production
rendering to produce the final video output. An industry feasibility review was
conducted, resulting in a technical score of 84.5% categorized as “Very Good,”
indicating the compositing approach is suitable for high-speed action visualization
in the selected scene.

Kata kunci: Sonic Boom, VFX, Compositing, Visual Effects, Super Speed
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