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INTISARI

Proses penggabungan aset visual (compositing) merupakan tahapan penting
dalam produksi film animasi 2D untuk membentuk adegan yang utuh. Film pendek
"Lucky Fortune" menerapkan teknik ini pada tahap pasca-produksi. Penelitian ini
bertujuan untuk menjabarkan proses penerapan teknik compositing pada scene
"Berebut Makanan™ serta mengidentifikasi kendala teknis yang muncul selama

proses produksi.

Tahapan produksi dalam penelitian ini dilakukan menggunakan perangkat
lunak Adobe After Effects. Proses kerja meliputi penataan urutan aset (layering),
penganimasian interaksi karakter, pemberian lighting, serta penciptaan ilusi
kedalaman ruang melalui manipulasi kamera dan teknik parallax.

Hasil dari penelitian ini memaparkan bahwa pengaplikasian teknik
compositing dapat mengintegrasikan aset-aset 2D yang terpisah menjadi satu scene
dengan pergerakan dan pencahayaan yang konsisten. Penelitian ini memberikan
kontribusi praktis berupa panduan teknis (workflow) bagi compositor dalam
menangani scene animasi 2D yang melibatkan banyak elemen dinamis. Penelitian
ini_diharapkan dapat menjadi referensi teknis bagi mahasiswa serta praktisi di

industri animasi.

Kata kunci: Compositing, Film Animasi 2D, Lucky Fortune, Adobe After Effects
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ABSTRACT

The process of visual asset compositing is an important stage in 2D animated film
production to create complete scenes. The short film “Lucky Fortune” applies this
technique in the post-production stage. This study aims to describe the process of
applying the compositing technique in the “Fighting Fight” scene and identify

technical obstacles that arise during the production process.

The production stages in this study were carried out using Adobe After Effects
software. The work process included arranging the sequence of assets (layering),
animating character interactions, providing lighting, and creating the illusion of

depth through camera manipulation and parallax techniques.

The results of this study show that the application of compositing techniques can
integrate separate 2D assets into a single scene with consistent movement and
lighting. This research provides practical contributions in the form of technical
guidelines (workflow) for compositors in handling 2D animation scenes that involve
many dynamic elements. This research is expected to become a technical reference

for students and practitioners in the animation industry.

Keyword: Compositing, Film Animasi 2D, Lucky Fortune, Adobe After Effects
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