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INTISARI

Perkembangan teknologi digital membawa perubahan dalam proses
produksi film, terutama melalui penggunaan Visual Effects (VFX) untuk
mendukung kebutuhan adegan yang sulit direalisasikan secara langsung saat
pengambilan gambar. Salah satu tahapan penting dalam VFX adalah compositing,
yaitu proses menggabungkan footage live action dengan elemen digital agar

menjadi satu kesatuan visual yang utuh.

Penelitian ini berfokus pada penerapan teknik Visual Effects compositing
dalam film pendek berjudul “GOD’S END HERE . Pembahasan difokuskan pada
implementasi proses compositing pada beberapa scene yang melibatkan
penggabungan karakter, background, dan elemen efek digital. Proses compositing
dilakukan menggunakan perangkat lunak Adobe After Effects 2023 sebagai media
utama, serta Adobe Media Encoder 2023 untuk proses render akhir. Metode
penelitian yang digunakan adalah penelitian berbasis praktik produksi, dengan
penekanan pada tahapan teknis compositing seperti seleksi objek, penggabungan

clean plate, tracking, layering, dan integrasi elemen CGI ke dalam footage

Hasil penelitian menunjukkan bahwa penerapan teknik compositing yang
dilakukan secara terstruktur mampu menghasilkan penggabungan efek visual
dengan footage live action secara menyatu dan konsisten dalam setiap adegan.
Penelitian ini diharapkan dapat menjadi referensi bagi mahasiswa dan praktisi film
dalam memahami penerapan teknik compositing Visual Effects, serta memberikan

kontribusi terhadap pengembangan kajian teknis di bidang efek visual.

Kata kunci: Visual Effects, Compositing, Film Pendek, Elemen Visual, Adobe
After Effect.
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ABSTRACT

The development of digital technology has brought significant changes to
the film production process, particularly through the use of Visual Effects (VFX) to
support scenes that are difficult to realize directly during filming. One of the
essential stages in VFX is compositing, which involves combining live action

footage with digital elements to create a cohesive visual result.

This research focuses on the application of Visual Effects compositing
techniques in a short film entitled “GOD’S END HERE.” The discussion centers
on the implementation of the compositing process in several scenes involving the
integration of characters, backgrounds, and digital effect elements. The compositing
process was carried out using Adobe After Effects 2023 as the primary software,
with Adobe Media Encoder 2023 used for the final rendering process. The research
method employed is practice based production research, emphasizing technical
compositing stages such as object selection, clean plate compositing, tracking,

layering, and the integration of CGI elements into the footage.

The results indicate that a structured compositing workflow is able to
produce a seamless and consistent integration of visual effects with live action
footage across scenes. This research is expected to serve as a reference for students
and film practitioners in understanding the application of Visual Effects
compositing techniques, as well as to contribute to the development of technical

studies in the field of visual effects.

Keyword: Visual Effects, Compositing, Short Film, Visual Elements, Adobe After
Effect.
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