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INTISARI 

Penelitian ini membahas proses compositing 3D pada scene “Evasion 

Movement” dalam film pendek The Aftermath, dengan tujuan menjelaskan tahapan 

penggabungan elemen live shoot dan CGI (Computer-Generated Imagery) agar 

terlihat menyatu dan mendukung kejelasan gerakan. Adegan ini berfokus pada aksi 

pertarungan yang menekankan gerakan menghindar, yang menunjukkan kelincahan 

dan strategi karakter dalam merespons serangan lawan. 

Proses compositing menggunakan Blender, serta didukung Adobe After 

Effects dan Adobe Premiere Pro, dengan penerapan teknik seperti pengolahan 

render pass, masking, keying, penggabungan layer, serta penyesuaian color grading 

dan pencahayaan untuk menggabungkan elemen visual sesuai arah gerak dan timing 

pada adegan. Tahapan kerja disusun mulai dari perencanaan berupa konsep dan 

storyboard, pengolahan elemen visual per shot, hingga proses compositing dan 

rendering sebagai hasil akhir video. Seluruh proses dilakukan untuk menjaga 

konsistensi visual antara karakter, efek, dan lingkungan dalam satu adegan. 

Hasil akhir menunjukkan bahwa penerapan compositing yang dilakukan 

mampu menghasilkan visual yang lebih meyakinkan, memperjelas arah gerakan, 

serta mendukung penyampaian aksi dalam adegan pertarungan. Dengan demikian, 

compositing yang diterapkan telah memenuhi kebutuhan visual pada scene 

“Evasion Movement” dalam film The Aftermath. 

 

Kata kunci: Compositing, Blender, CGI, Live Shoot, Animasi 3D, Evasion 

Movement, Visual Effect 
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ABSTRACT 

 

This research discusses the 3D compositing process in the “Evasion 

Movement” scene in the short film The Aftermath, with the aim of explaining the 

stages of combining live-action and CGI (Computer-Generated Imagery) elements 

to create a unified look and enhance clarity of movement. This scene focuses on the 

fighting action.empha sizeevasive movements, which show the character's agility 

and strategy in responding to the opponent's attacks. 

The compositing process uses Blender, and is supported by Adobe After 

Effects and Adobe Premiere Pro, with the application of techniques such as render 

pass processing, masking, keying, layer merging, and color grading and lighting 

adjustments to combine visual elements according to the direction of motion and 

timing in the scene. The work stages range from concept planning and 

storyboarding, to developing visual elements for each shot, and finally to 

compositing and rendering the final video. The entire process is designed to 

maintain visual consistency between characters, effects, and environments within a 

single scene. 

The final results show that the application of compositing produced more 

convincing visuals, clarified the direction of movement, and supported the delivery 

of action in the fight scenes. Thus, the applied compositing met the visual 

requirements for the "Evasion Movement" scene in the film.The Aftermath. 

Keywords: Compositing, Blender, CGI, Live Shoot, Animasi 3D, Evasion 

Movement, Visual Effect 

 

 

 

 


