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PERANCANGAN DIGITAL COMPOSITING PADA 

ANIMASI PENDEK 2D WEEPING WINGS (2025) 

 (Aurel Faustine Murad) 

ABSTRAK 

 

Metode-metode yang dapat digunakan untuk pembuatan animasi sudah sangat maju 

seiring perkembangan teknologi. Salah satu metode yang lahir karena 

perkembangan teknologi tersebut adalah digital compositing. Penulis bertugas 

sebagai untuk merancang digital compositing pada animasi pendek 2D Weeping 

Wings (2025). Weeping Wings (2025) secara singkat menceritakan kisah 

perempuan muda yang mengalami kekerasan seksual. Penulis menggunakan 

beberapa teknik-teknik digital compositing pada animasi ini. Yaitu depth of field, 

bayangan, light wrap, pergerakan kamera, projection mapping, parallax, particle 

system, lens flare, dan lens distortion. Penulis menggunakan semua teknik tersebut 

pada shot 1 scene 2, dan sebagian untuk shot 37 scene 4 dari animasi pendek 

Weeping Wings (2025). Dengan adanya latar belakang pencarian referensi, metode-

metode teknis, dan pengalaman yang kuat dari penulis, hasil dari digital 

compositing untuk animasi pendek Weeping Wings (2025) dapat diselesaikan 

dengan tuntas. 

 

Kata kunci: animasi, digital compositing, kekerasan seksual, weeping wings 
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DIGITAL COMPOSITING DESIGN FOR THE 

SHORT 2D ANIMATION WEEPING WINGS (2025) 

 Aurel Faustine Murad 

ABSTRACT  

The methods used for creating animation have advanced significantly due to the 

development of technology. One method that has emerged from this technological 

progress is digital compositing. In this project, the author was responsible for 

designing the digital compositing for the short 2D animation Weeping Wings 

(2025). Weeping Wings (2025) tells the story of a young woman who experiences 

sexual violence. Various digital compositing techniques were applied in this 

animation, including depth of field, shadow, light wrap, camera movement, 

projection mapping, parallax, particle systems, lens flare, and lens distortion. All 

of these techniques were implemented in shot 1 scene 2, and several were used in 

shot 37 scene 4 of the animation. With a foundation of thorough reference research, 

technical methods, and the author’s strong hands-on experience, the digital 

compositing process for Weeping Wings (2025) has been completed successfully. 

 

Keywords: animation, digital compositing, sexual violence, weeping wings 
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