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INTISARI

Proses compositing memiliki peran penting dalam produksi film modern
untuk menggabungkan berbagai elemen visual menjadi satu kesatuan adegan yang
utuh dan meyakinkan. Dalam pembuatan film bertema alternate timeline, terdapat
tantangan utama dalam merealisasikan adegan fantasi seperti manipulasi waktu,
kemunculan monster raksasa, serta lingkungan pasca-apokaliptik yang kompleks.
Keterbatasan produksi live action konvensional menyebabkan adegan tersebut sulit
diwujudkan secara langsung karena tingginya risiko, biaya, serta keterbatasan
teknis.

Penelitian ini membahas tentang proses compositing scene VFX “Serangan
Creepskin” pada film Alternate Time mulai dari tahapan pra-produksi, produksi,
hingga pasca-produksi. Adobe After Effects digunakan sebagai perangkat utama
untuk proses compositing, motion graphics hologram Ul, serta pengolahan visual
effect seperti api dan debu. Plugin Mocha Pro digunakan untuk tracking dan
rotoscoping, sementara aset monster diperoleh dari CGTrader dan diproses melalui
Mixamo untuk auto-rigging dan animasi. Seluruh elemen kemudian disusun,
disesuaikan, dan disempurnakan melalui Adobe Premiere Pro untuk tahap editing

dan sinkronisasi audio visual.

Hasil penelitian menunjukkan bahwa seluruh elemen visual berhasil
diintegrasikan menjadi satu kesatuan scene “Serangan Creepskin” yang sesuai
dengan konsep fiksi ilmiah dan manipulasi waktu. Teknik VFX terbukti efektif
dalam menciptakan adegan kompleks yang tidak dapat dilakukan secara
konvensional, sekaligus meningkatkan kualitas visual dan dramatisasi cerita.
Penelitian ini dapat dimanfaatkan oleh pembuat film, mahasiswa multimedia, serta
praktisi VFX sebagai referensi dalam proses compositing dan produksi visual effect
berbasis live action dan CGI.

Kata kunci: Compositing, Visual Effect, After Effects, Alternate Time, Rotoscoping
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ABSTRACT

Compositing plays an important role in modern film production by
combining various visual elements into a single coherent and convincing scene. In
the production of films with an alternate timeline theme, there are major challenges
in realizing fantasy scenes such as time manipulation, the appearance of giant
monsters, and complex post-apocalyptic environments. The limitations of
conventional live-action production make such scenes difficult to achieve directly

due to high risks, costs, and technical constraints.

This study discusses the compositing process of the VFX scene “Serangan
Creepskin” in the film Alternate Time, covering the stages of pre-production,
production, and post-production. Adobe After Effects is used as the main software
for compositing, hologram Ul motion graphics, and visual effects processing such
as fire and debris. The Mocha Pro plugin is used for tracking and rotoscoping, while
the monster asset is obtained from CGTrader and processed in Mixamo for auto-
rigging and animation. All elements are then assembled, adjusted, and refined using

Adobe Premiere Pro for editing and audio-visual synchronization.

The results show that all visual elements were successfully integrated into a
unified “Serangan Creepskin” scene that aligns with the science-fiction and time
manipulation concept. The techniques used proved effective in creating complex
scenes that cannot be achieved through conventional methods, while also enhancing
visual quality and storytelling dramatization. This study can serve as a reference for
filmmakers, multimedia students, and VFX practitioners in compositing workflows

based on live-action and CGlI integration.

Keywords: Compositing, Visual Effect, After Effects, Alternate Time, Rotoscoping
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