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INTISARI

Compositing 2D merupakan proses penggabungan elemen animasi, visual
effect, background, pencahayaan, dan CGI ke dalam satu tampilan visual. Pada
film animasi “The Aftermath” terdapat scene “Special Move Release” yang
menampilkan pertarungan dua karakter sebagai puncak adegan aksi dalam film.
Scene tersebut menampilkan visual effect, pergerakan kamera, ledakan energi,
debris, dan efek benturan pada adegan pertarungan. Oleh karena itu, teknik
compositing 2D diperlukan untuk menggabungkan seluruh elemen visual agar

dapat mendukung visualisasi adegan aksi pada film.

Proses teknis compositing 2D meliputi penggabungan aset animasi,
pengaturan layer, penyesuaian pergerakan kamera, pengaturan pencahayaan, color
grading, serta penambahan visual effect menggunakan Adobe After Effects.
Tahapan produksi meliputi importing asset, pengaturan timeline, penerapan visual
effect dan pencahayaan, penyesuaian warna, hingga proses rendering akhir. Proses
compositing digunakan untuk menyusun seluruh elemen visual pada scene

“Special Move Release” ke dalam satu tampilan visual.

Berdasarkan penerapan teknik compositing 2D pada scene “Special Move
Release”, dapat disimpulkan bahwa compositing memiliki peran penting dalam
mendukung visual adegan pertarungan pada film animasi. Melalui pengaturan
visual effect, pencahayaan, komposisi warna, dan pergerakan kamera, scene dapat

mendukung penyampaian adegan aksi pada film.

Kata Kunci: compositing 2D, animasi, visual effect, CGI, film animasi
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ABSTRACT

2D compositing is the process of combining animation elements, visual
effects, backgrounds, lighting, and CGI into a unified visual display. In the
animated film “The Aftermath,” there is a scene titled “Special Move Release”
which depicts a fight between two characters as the climax of the action sequence
in the film. The scene presents visual effects, camera movement, energy
explosions, debris, and impact effects during the battle sequence. Therefore, 2D
compositing techniques are required to combine all visual elements in order to

support the visualization of the action scene.

The technical process of 2D compositing includes combining animation
assets, layer arrangement, camera movement adjustment, lighting adjustment,
color grading, and the addition of visual effects using Adobe After Effects. The
production stages include importing assets, arranging timelines, applying visual
effects and lighting, adjusting colors, and final rendering. The compositing
process is used to arrange all visual elements in the “Special Move Release”

scene into a unified visual composition.

Based on the implementation of 2D compositing techniques in the “Special
Move Release’ scene, it can be concluded that compositing has an important role
in supporting the visual presentation of battle scenes in animated films. Through
the arrangement of visual effects, lighting, color composition, and camera

movement, the scene is able to support the presentation of action sequences in the

film.

Keywords: 2D compositing, animation, visual effect, CGI, animated film
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