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INTISARI 

 

Animasi 3D merupakan salah satu bentuk animasi yang memvisualisasikan 

objek tiga dimensi untuk menciptakan ilusi gerak. Dalam proses produksi film 

animasi, tahapan compositing memegang peran penting dalam menyatukan 

berbagai elemen visual guna membangun narasi dan atmosfer adegan secara lebih 

kuat. Penelitian ini berfokus pada analisis dan penerapan teknik compositing dalam 

film animasi 3D berjudul “The Last Simulation” dengan tujuan meningkatkan 

kualitas visual, kesan emosional, serta kedalaman ruang adegan yang ditampilkan. 

Penelitian ini menggunakan metode kuantitatif dengan pendekatan practice-

based research melalui tahapan pra-produksi, produksi, dan pasca-produksi yang 

berfokus pada compositing. Teknik yang diterapkan meliputi rotoscoping, color 

grading, 3D tracking, serta penggabungan efek ledakan menggunakan Adobe After 

Effects. Dalam prosesnya, muncul tantangan teknis berupa penyesuaian 

pencahayaan antar elemen agar tampak berada dalam sumber cahaya yang sama, 

konsistensi warna antar adegan, ketepatan 3D tracking dalam adegan dengan 

pergerakan kamera, serta penyempurnaan tepi objek pada proses rotoscoping agar 

efek tidak terlihat menempel di atas gambar. 

Evaluasi hasil karya dilakukan melalui uji persepsi visual kepada responden 

dengan latar belakang animasi dan multimedia, khususnya untuk menilai kualitas 

penyatuan elemen visual dalam setiap adegan. Penelitian ini diharapkan dapat 

menjadi referensi bagi praktisi animasi maupun mahasiswa dalam menerapkan 

teknik compositing pada produksi film animasi 3D. 

 

 

Kata kunci: Compositing, 3D Animation, Color Grading, Rotoscoping, Penelitian 
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ABSTRACT 

 

3D animation is a form of animation that visualizes three-dimensional 

objects to create the illusion of movement. In the animated film production process, 

the compositing stage plays a crucial role in uniting various visual elements to build 

a stronger narrative and atmosphere within a scene. This research focuses on the 

analysis and application of compositing techniques in the 3D animated film "The 

Last Simulation" with the aim of enhancing the visual quality, emotional impact, 

and spatial depth of the scenes. 

This research employed a quantitative method with a practice-based 

research approach, encompassing pre-production, production, and post-production 

stages, focusing on compositing. The techniques applied included rotoscoping, 

color grading, 3D tracking, and the incorporation of explosion effects using Adobe 

After Effects. During the process, technical challenges arose, including adjusting 

lighting between elements to ensure they appear to be coming from the same light 

source, maintaining color consistency across scenes, accurately tracking 3D scenes 

with camera movements, and refining object edges during the rotoscoping process 

to prevent effects from appearing superimposed on the image. 

Evaluation of the work was conducted through a visual perception test with 

respondents with backgrounds in animation and multimedia, specifically to assess 

the quality of the integration of visual elements within each scene. This research is 

expected to be a reference for animation practitioners and students in applying 

compositing techniques to 3D animated film production. 

. 

. 

Keyword: Compositing, 3D Animation, Color Grading, Rotoscoping, Practice-

Based Research 


