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PERANCANGAN DIGITAL COMPOSITING SHOT INTERIOR 

KERETA DALAM VIDEO MUSIK “FAKTA” 

 Meri Yanti 

ABSTRAK 

 

Video musik kini mulai menceritakan sebuah plot tidak hanya menampilkan artis 

bahkan ada juga artis yang memposisikan diri mereka di garis depan perjuangan 

yang mereka nyanyikan. Salah satunya adalah video musik “Fakta” yang 

merupakan proyek studio Uratnadi Visual Works, membahas keresahan terhadap 

pemerintah dalam membungkam seni jalanan melalui plot. Untuk mencapai visual 

stylized semi realis yang sesuai dengan konsep video musik tersebut diperlukan 

proses digital compositing. Sebagai compositor di studio Uratnadi Visual Works, 

penulis membahas bagaimana perancangan digital compositing shot interior kereta 

dalam video musik “Fakta”. Penulis menggunakan teori Lanier (2016) untuk 

menganalisis render pass dan blending mode yang digunakan untuk menciptakan 

dua jenis gaya visualisasi, yaitu warna asli dan perubahan warna serta teknik 

halftone. Penulis menemukan shot interior kereta menggunakan banyak render 

pass, yaitu diffuse, shadow, rim light, outline, reflection, glow, dan Z-depth. 

Blending mode yang digunakan juga bermacam-macam, yaitu Normal, Multiply, 

Screen, Add, dan Color Dodge. Hasil tersebut menunjukkan adanya perbedaan 

macam render pass yang diperlukan untuk mencapai realisme antara visual effects 

dengan animasi 3D, yaitu reflection pass memberi highlight pada interior kereta, 

diffuse pass memberi warna tekstur dengan outline dan bayangan. Selain itu, 

terdapat beberapa hal yang perlu diperhatikan dalam merancang digital compositing 

shot interior kereta agar sesuai dengan konsep dan visual yang diinginkan, yaitu 

jenis render pass, blending mode, susunan render pass, pemahaman teori dan 

referensi yang digunakan. 

 

Kata kunci: animasi 3D, digital compositing, video musik 
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DESIGNING THE TRAIN INTERIOR SHOT’S DIGITAL 

COMPOSITION IN THE “FACT” MUSIC VIDEO 

 Meri Yanti 

 

ABSTRACT (English) 

The music video is now starting to tell a plot not only featuring artists but also 

artists positioning themselves at the forefront of the struggle they sing about. One 

of them is the music video titled “Fact” which is a studio project of Uratnadi Visual 

Works, discussing concern about the government who silences street art through a 

plot. To make semi-realistic stylized visuals that match the concept of that music 

video, a digital compositing process is necessary. As a compositor in Uratnadi 

Visual Works studio, the author discusses how to design digital compositing of train 

interior shot in "Fact" music video. The author uses Lanier's theory (2016) to 

analyze the render passes and blending modes that create two types of visualization 

styles, namely original color and color changes along with the halftone techniques. 

The author found that train interior shot used many type of render passes, namely 

diffuse, shadow, rim light, outline, reflection, glow, and Z-depth. The blending 

modes were also various, namely Normal, Multiply, Screen, Add, and Color Dodge. 

The results indicate that there are different types of render passes needed to achieve 

realism between visual effects and 3D animation, namely the reflection pass which 

highlights the train interior, the diffuse pass gives texture color with outlines and 

shadows. In addition, there are several things that need to be considered in 

designing the train interior shot’s digital composition to match the desired concept 

and visuals, namely the type of rendering pass, blending mode, arrangement of 

render passes, understanding of theory and references used. 

 

Keywords: 3D animation, digital compositing, music video 
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