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INTISARI 

 

 

Perkembangan teknologi Visual Effects (VFX) dalam industri perfilman 

memberikan kemudahan dalam menciptakan adegan yang sulit direalisasikan melalui 

proses pengambilan gambar secara langsung. Salah satu tahapan penting dalam VFX 

adalah compositing, yaitu proses penggabungan berbagai elemen visual seperti footage, 

objek digital, efek visual, warna, dan pencahayaan menjadi satu kesatuan adegan yang 

utuh. Penelitian ini membahas penerapan teknik compositing pada scene VFX "Zombie" 

dalam film Alternate Time yang dikerjakan melalui program magang industri 

Puntadewa bekerja sama dengan CV. Parama Creative. 

Metode yang digunakan meliputi tahapan brief produksi, analisis kebutuhan, 

analisis aspek produksi, desain, produksi, pascaproduksi, dan evaluasi. Proses 

compositing dilakukan menggunakan Adobe After Effects dengan memanfaatkan teknik 

tracking, rotoscoping, color correction, compositing, serta integrasi aset 3D zombie 

yang dibuat menggunakan Blender dan Mixamo. Selain itu, digunakan berbagai elemen 

pendukung seperti hologram, efek sihir, efek asap, dan environment hutan untuk 

mendukung kebutuhan visual adegan. 

Hasil penelitian menunjukkan bahwa teknik compositing berhasil diterapkan 

pada scene VFX "Zombie" sehingga menghasilkan integrasi yang baik antara elemen 

digital dan footage live action. Berdasarkan evaluasi menggunakan metode uji 

kelayakan industri oleh mentor dari CV. Parama Creative, diperoleh nilai teknis sebesar 

78,29% dengan kategori "Baik" dan nilai sikap sebesar 77% dengan kategori "Baik". 

Hasil tersebut menunjukkan bahwa penerapan teknik compositing pada film Alternate 

Time mampu memenuhi kebutuhan produksi serta menghasilkan kualitas visual yang 

sesuai dengan standar industri. 

Kata Kunci: Visual Effects (VFX), Compositing, Adobe After Effects, Zombie, Film 

Alternate Time, Rotoscoping, Tracking. 
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ABSTRACT 

 

 

The development of Visual Effects (VFX) technology in the film industry has 

made it easier to create scenes that are difficult to achieve through live shooting. One 

crucial stage in VFX is compositing, the process of combining various visual elements 

such as footage, digital objects, visual effects, color, and lighting into a cohesive scene. 

This study discusses the application of compositing techniques to the VFX scene 

"Zombie" in the film Alternate Time, which was developed through the Puntadewa 

industrial internship program in collaboration with CV. Parama Creative. 

The methods used included production brief, needs analysis, production aspect 

analysis, design, production, post-production, and evaluation. The compositing process 

was conducted using Adobe After Effects, utilizing tracking, rotoscoping, color 

correction, compositing, and the integration of 3D zombie assets created using Blender 

and Mixamo. Additionally, various supporting elements such as holograms, magic 

effects, smoke effects, and a forest environment were used to support the scene's visual 

requirements. 

The results of the study indicate that the compositing technique was successfully 

applied to the VFX scene "Zombie," resulting in a strong integration between digital 

elements and live-action footage. Based on an evaluation using the industry feasibility 

test method by mentors from CV. Parama Creative, the technical score was 78.29%, 

categorized as "Good," and the attitude score was 77%, categorized as "Good." These 

results demonstrate that the application of compositing techniques to the film "Alternate 

Time" met production requirements and produced visual quality that met industry 

standards. 

Keywords: Visual Effects (VFX), Compositing, Adobe After Effects, 

Zombie, Film Alternate Time, Rotoscoping, Tracking. 


