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INTISARI 

 

Perkembangan industri kreatif telah memberikan dampak besar pada 

industri perfilman, terutama dalam penerapan efek visual (VFX). Salah satu langkah 

krusial dalam proses pembuatan efek visual (VFX) adalah compositing, Teknik 

compositing memainkan peran penting dalam menggabungkan elemen visual 

seperti footage dan efek digital menjadi kesatuan yang realistis dan alami. 

Dalam film pendek "Ring of Legacy", yang menceritakan mahasiswa Erno 

yang menemukan sebuah kotak cincin peninggalan ibunya dan terseret ke dunia 

"Jagat Batara", Final scene dipilih karena adegan ini merupakan puncak cerita, di 

mana penerapan visual effects paling dominan dan kompleks, yang menunjukkan 

pertarungan puncak antara tokoh utama, Erno, dengan tokoh antagonis Buto 

Rupowati di dunia magis Jagat Batara. Penerapan compositing pada adegan tersebut 

mencakup penggabungan rekaman video, penambahan efek energi magis, serta 

penyesuaian pergerakan kamera agar semua elemen visual dapat menyatu dengan 

selaras dan terlihat realistis. 

Proses penerapan compositing visual effects pada film pendek "Ring of 

Legacy" dilakukan dengan menggunakan software Adobe After Effects 2024 

sebagai alat utama dalam pengolahan dan penggabungan elemen visual. Selain itu, 

Adobe Premiere Pro 2024 digunakan pada tahap penyuntingan video untuk 

mengatur alur adegan, konsistensi antar scene, serta sinkronisasi audio dan visual 

hingga tahap render. 

Kata kunci: Visual Effects, Compositing, After Effects, Film Pendek, Adobe 

Premiere Pro 
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ABSTRACT 

 

The development of the creative industry has had a significant impact on 

the film industry, particularly in the application of visual effects (VFX). One crucial 

step in the visual effects (VFX) creation process is compositing. Compositing 

techniques play a crucial role in combining visual elements such as footage and 

digital effects into a realistic and natural whole. 

In the short film "Ring of Legacy", which tells the story of a student Erno 

who finds a ring box inherited from his mother and is dragged into the world of 

"Jagat Batara", The final scene was chosen because this scene is the peak of the 

story, where the application of visual effects is most dominant and complex, which 

shows the peak battle between the main character, Erno, and the antagonist Buto 

Rupowati in the magical world of Jagat Batara. The compositing process for this 

scene included combining video footage, adding magical energy effects, and 

adjusting camera movements to ensure all visual elements blend harmoniously and 

appear realistic. 

The process of applying visual effects compositing to the short film "Ring of 

Legacy" was carried out using Adobe After Effects 2024 software as the primary 

tool for processing and combining visual elements. Additionally, Adobe Premiere 

Pro 2024 was used in the video editing stage to organize scene flow, consistency 

between scenes, and synchronize audio and visuals until the rendering stage. 

 

Keyword: Visual Effects, Compositing, After Effects, Short Films, Adobe Premiere 

Pro


