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INTISARI 

Dalam suatu proses produksi film dibagi menjadi beberapa urutan, diawali dengan 

pra-produksi, produksi, dan pasca produksi. Pada bagian pasca produksi film, salah 

satu hal yang penting adalah teknik compositing. 

             Teknik compositing adalah proses menggabungkan elemen visual yang 

berbeda, menjadi satu kesatuan gambar yang sinematik dan realistis. Penelitian ini 

berfokus membahas bagian compositing analisis proses teknis dan artistik di balik 

pembuatan salah satu adegan film. Beberapa contoh yang meliputi compositing 

adalah chroma key, komposisi warna (color grading), pencahayaan (lighting), efek 

visual seperti api, air, ledakan. 

          Melalui penelitian ini, diharapkan dapat membantu meningkatkan 

pemahaman konsep penerapan compositing VFX pada film “Battle Park” dan 

menjadi referensi mahasiswa bagi yang ingin memperdalam bidang compositing 

VFX. 

 

Kata kunci: Teknik, compositing, VFX, pasca produksi. 
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ABSTRACT 

The film production process is generally divided into several stages, 

beginning with pre-production, production, and post-production. Within the post-

production stage, one of the most significant components is the compositing 

technique. 

Compositing refers to the process of integrating multiple visual elements 

into a single cohesive image that conveys a cinematic and realistic impression. This 

research focuses on the compositing stage by analyzing both the technical and 

artistic processes involved in the creation of a specific film scene. Examples of 

compositing include chroma keying, color composition (color grading), lighting 

adjustments, and visual effects such as fire, water, and explosions. 

The findings of this study are expected to enhance understanding of the 

conceptual and practical applications of VFX compositing in the film “Battle 

Park”, as well as to serve as a reference for students seeking to deepen their 

expertise in the field of VFX compositing. 

Keyword: compositing, VFX, post-production, film production


