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INTISARI 

Penelitian ini membahas penerapan teknik compositing visual effects (VFX) pada 

scene “Energy Build Up” dalam film The Aftermath. Scene tersebut menampilkan 

momen krusial ketika energi mulai terkumpul di sekitar karakter, menandakan 

peningkatan intensitas dan kesiapan sebelum konfrontasi. Fokus utama penelitian 

ini adalah proses integrasi antara elemen live-action dengan Computer-Generated 

Imagery (CGI) dan efek animasi (seperti particle dan glow) guna menghasilkan 

visual yang realistis dan menyatu dengan lingkungan asli (environment). 

Penelitian ini menggunakan metode deskriptif kualitatif dengan pendekatan 

berbasis teknis produksi VFX. Tahapan compositing yang dilakukan meliputi 

rotoscoping, motion tracking, keying, color correction, interactive lighting 

adjustment, layering, hingga proses rendering akhir. Teknik rotoscoping dan 

masking diimplementasikan untuk memisahkan karakter dari latar belakang 

(background), sehingga efek energi dapat diposisikan secara akurat dengan ilusi 

kedalaman ruang (berada di depan dan belakang objek). Lebih lanjut, penyesuaian 

pencahayaan interaktif dan koreksi warna diterapkan secara presisi untuk 

memastikan pendaran cahaya dari efek energi tersebut memantul secara natural 

pada tubuh karakter maupun lingkungan sekitarnya. 

Hasil penelitian menunjukkan bahwa penguasaan teknik compositing berperan vital 

dalam membangun intensitas adegan pada scene “Energy Build Up”. Penggunaan 

layering efek visual yang terstruktur, dikombinasikan dengan kalibrasi warna dan 

cahaya, terbukti mampu merepresentasikan peningkatan kekuatan karakter secara 

visual. Melalui penerapan compositing yang presisi, elemen efek energi berhasil 

diintegrasikan dengan footage asli secara mulus (seamless). Hal ini tidak hanya 

mendukung storytelling dan membangun atmosfer ketegangan, tetapi juga secara 

signifikan meningkatkan kualitas sinematik film The Aftermath. 

Kata kunci: Compositing VFX, Efek Visual, Energy Build Up, Computer 

Generated Imagery (CGI), Storytelling Sinematik 
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ABSTRACT 

This study utilizes a qualitative descriptive method with an approach based on VFX 

production techniques. The compositing stages carried out include rotoscoping, 

motion tracking, keying, color correction, interactive lighting adjustment, layering, 

and the final rendering process. Rotoscoping and masking techniques are 

implemented to separate the characters from the background, ensuring the energy 

effects can be accurately positioned with an illusion of spatial depth (placed both 

in front of and behind the objects). Furthermore, interactive lighting adjustments 

and color corrections are applied precisely to ensure the luminescence of the 

energy effects reflects naturally on the characters' bodies and their surrounding 

environment. 

The results indicate that mastery of compositing techniques plays a vital role in 

building the scene's intensity in the "Energy Build Up" sequence. The structured 

use of visual effect layering, combined with color and light calibration, is proven 

capable of visually representing the enhancement of the characters' power. 

Through the application of precise compositing, the energy effect elements are 

successfully integrated with the original footage seamlessly. This not only supports 

the storytelling and builds an atmospheThis study discusses the application of 

visual effects (VFX) compositing techniques in the “Energy Build Up” scene of the 

film The Aftermath. The scene features a crucial moment when energy begins to 

gather around the characters, signifying an increase in intensity and readiness 

prior to a confrontation. The primary focus of this research is the integration 

process between live-action elements, Computer-Generated Imagery (CGI), and 

animation effects (such as particles and glow) to produce realistic visuals that blend 

seamlessly with the original environment.re of tension but also significantly 

elevates the cinematic quality of the film The Aftermath. 

Keywords: VFX Compositing, Visual Effects, Energy Build Up, Computer-

Generated Imagery (CGI), Cinematic Storytelling 


