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INTISARI

Penelitian ini bertujuan untuk menganalisis proses compositing pada
pembuatan adegan Visual Effect (VFX) scene “Sonic Fight” dalam film “Battle
Park”. Compositing merupakan tahapan penting dalam produksi efek visual yang
berfungsi untuk menggabungkan berbagai elemen gambar, baik hasil pengambilan
gambar nyata (/ive action footage), latar belakang digital, maupun elemen efek
tambahan, menjadi satu kesatuan visual yang utuh dan realistis. Dalam penelitian
ini, proses compositing dilakukan dengan menerapkan berbagai teknik, yaitu

tracking camera, rotoscoping, color grading, motion blur, serta layer compositing.

Kata kunci: Efek visual, compositing, rotoscoping, motion blur, {film
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ABSTRACT

This study aims to analyze the compositing process in the creation of the
Visual Effects (VFX) scene “Sonic Fight” in the film Battle Park. Compositing is
an essential stage in visual effects production that functions to combine various
visual elements, including live-action footage, digital backgrounds, and additional
visual effects, into a unified and realistic image. In this research, the compositing
process is carried out using several techniques such as tracking camera,
rotoscoping, color grading, motion blur, and layer compositing. These techniques
are applied to achieve seamless integration between digital and live-action
elements, thereby enhancing the visual quality, cinematic atmosphere, and overall

impact of the “Sonic Fight” scene in Battle Park.

Keyword: Visual effects, compositing, rotoscoping, motion blur, film
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