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INTISARI 

 

Penggunaan Efek Visual (VFX) dalam industri perfilman modern telah menjadi 

elemen krusial untuk menghidupkan narasi yang tidak dapat dicapai melalui 

sinematografi konvensional. Salah satu tahapan paling menentukan dalam 

produksi VFX adalah proses compositing, yang berfungsi menyatukan berbagai 

elemen visual (aset 3D, live-action footage, dan efek partikel) agar terlihat 

menyatu secara natural. Penelitian ini membahas proses compositing pada scene 

VFX "Goni" dalam film fiksi ilmiah Alternate Time. Tokoh atau objek "Goni" 

dalam film memerlukan integrasi visual yang kompleks karena melibatkan 

interaksi pencahayaan.Penelitian ini membahas proses compositing efek visual 

pada adegan aksi dalam film Alternate Time.  

Proses pasca-produksi menerapkan standar resolusi 1080p dan frame rate 24 fps 

untuk memastikan sinkronisasi antar software. Pembahasan berfokus pada teknik 

advanced compositing yang dibagi ke dalam lima runtutan adegan utama. 

Pertama, integrasi antarmuka hologram vertikal menu Scenario Select pada 

pergelangan tangan tokoh utama (MC) menggunakan Teknik tracking Mocha Pro 

di After Effects. Kedua, pemunculan karakter monster CGI (Goni) di lingkungan 

kota hancur melalui penyelarasan perspektif kamera 3D .Ketiga dan keempat, 

visualisasi monster saat mengayunkan tangannya hingga terkena ayunan tangan 

yang mengeluarkan energi api memanfaatkan simulasi gerak teranimasi. Kelima, 

eksekusi dampak (impact effect) hantaman energi api pada tubuh 

actor.Kesimpulannya, penerapan pipeline pasca-produksi yang terstruktur dan 

presisi teknis dalam compositing mampu menghasilkan efek visual (VFX) 

berkualitas profesional yang mendukung penyampaian cerita.  

Kata kunci: Compositing,Vfx,Alternate Time,3D,Tracking 
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ABSTRACT 

 

The use of Visual Effects (VFX) in the modern film industry has become a crucial 

element to bring narratives to life that cannot be achieved through conventional 

cinematography. One of the most decisive stages in VFX production is the 

compositing process, which functions to unite various visual elements (3D assets, 

live-action footage, and particle effects) to look naturally unified. This study 

discusses the compositing process in the VFX scene "Goni" in the science fiction 

film Alternate Time. The character or object "Goni" in the film requires complex 

visual integration because it involves lighting interactions. This study discusses 

the compositing process of visual effects in action scenes in the film Alternate 

Time. 

The post-production process applies a standard 1080p resolution and 24 fps frame 

rate to ensure synchronization between software. The discussion focuses on 

advanced compositing techniques divided into five main scene sequences. First, 

the integration of the vertical hologram interface of the Scenario Select menu on 

the main character's (MC) wrist using the Mocha Pro tracking technique in After 

Effects. Second, the appearance of the CGI monster character (Goni) in a 

destroyed city environment through 3D camera perspective alignment. Third and 

fourth, the visualization of the monster when swinging its hand until it is hit by a 

hand swing that emits fire energy using animated motion simulation. Fifth, the 

execution of the impact effect of the fire energy impact on the actor's body. In 

conclusion, the implementation of a structured post-production pipeline and 

technical precision in compositing is able to produce professional-quality visual 

effects (VFX) that support the delivery of the story. 

Keywords: Compositing,Vfx,Alternate Time,3D,Tracking 
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