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INTISARI

Penelitian ini membahas secara mendalam proses compositing pada
pembuatan efek visual (Visual Effects/VFX) untuk adegan “Eye Blast” dalam film
Battle Park. Adegan ini menampilkan pertarungan dua tokoh utama, di mana
tokoh A melepaskan pancaran laser energi kuat dari matanya, sementara tokoh B
berusaha menahan serangan tersebut dengan kekuatan fisiknya hingga akhirnya
terseret di tanah akibat tekanan energi yang luar biasa besar.

Inspirasi utama efek ini diambil dari beberapa film Hollywood seperti Man
of Steel (2013) dan X-Men: Dark Phoenix (2019), yang menampilkan efek laser
energi dengan perpaduan compositing realistis serta integrasi pencahayaan yang
menyatu dengan adegan /ive action. Tantangan utama dalam proses produksi
adalah menjaga agar efek laser dapat menyatu secara alami dengan pencahayaan
lingkungan, arah pandang karakter, tekstur kulit, serta reaksi fisik tokoh B ketika
menerima dampak energi.

Solusi yang diterapkan meliputi penggunaan teknik motion tracking untuk
menyesuaikan arah laser dengan pergerakan mata aktor, masking dan rotoscoping
untuk pemisahan elemen gambar, serta glow compositing dan particle simulation
untuk menambah intensitas cahaya, percikan energi, dan debu akibat benturan
kekuatan. Pada tahap akhir, color grading diterapkan guna menyeimbangkan
warna laser dengan atmosfer pertempuran sehingga menghadirkan kesan visual
yang mendukung suasana film dan memperkuat emosi adegan.

Hasil akhir menunjukkan bahwa penerapan teknik compositing yang tepat
mampu menghasilkan efek “Eye Blast” yang realistis, memperkuat ekspresi
emosional karakter, serta menambah ketegangan visual dalam film Battle Park.
Kata Kunci: Compositing, Visual Effects, Eye Blast, Battle Park, Motion
Tracking
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ABSTRACT

This study provides an in-depth analysis of the compositing process in
creating visual effects (VFX) for the “Eye Blast” scene in the film Battle Park.
The scene depicts a battle between two main characters, in which Character A
releases a powerful laser beam of energy from his eyes, while Character B
attempts to resist the attack using physical strength until he is eventually dragged
across the ground by the immense energy pressure.

The primary inspiration for this effect was drawn from several Hollywood
films such as Man of Steel (2013) and X-Men: Dark Phoenix (2019), which
showcase energy-laser effects combining realistic compositing and integrated
lighting that blends seamlessly with live-action footage. The main challenge in the
production process was ensuring that the laser effect naturally aligned with the
environmental lighting, the characters’ eye direction, skin textures, and Character
B's physical reaction upon impact.

The implemented solutions included the use of motion tracking techniques
to align the laser direction with the actor’s eye movements, masking and
rotoscoping to separate image elements, and glow compositing combined with
particle simulation to enhance light intensity, energy sparks, and dust resulting
from the energy collision. In the final stage, color grading was applied to balance
the laser s hue with the battle atmosphere, creating a visual tone that supports the
film's mood and amplifies the emotional tension of the scene.

The final result demonstrates that the proper application of compositing
techniques can produce a realistic “Eye Blast” effect, enhance the characters’
emotional expression, and elevate the aesthetic value and visual tension of Battle
Park.

Keywords: Compositing, Visual Effects, Eye Blast, Battle Park, Motion Tracking
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