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MOTTO 

“We are made wise not by the recollection of our past, but by the responsibility 

for our future”. 

(George Bernard Shaw) 

 

“A hopeless person sees difficulties in every chance, but a hopeful person sees 

chances in every difficulty”. 

(Ali bin Abu Thalib) 

 

“The World is balance, when someone gets a good luck,at the same time someone 

else gets a bad luck”. 

(Muhammad Farhani) 
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INTISARI 

3D Modelling adalah proses untuk menciptakan objek 3D yang ingin 

dituangkan dalam bentuk visual nyata, baik secara bentuk, tekstur, dan ukuran 

objeknya. 3D Modelling digunakan dalam berbagai media seperti video game, film, 

arsitektur, ilustrasi, desain mekanik, iklan komersial atau lainnya. Proses 3D 

Modelling menghasilkan objek digital yang dapat digerakan secara leluasa, yang 

membuatnya menjadi salah satu proses penting yang dibutuhkan dalam karakter 

animasi dan spesial efek. 

Pada penelitian ini penulis akan membuat video animasi opening nominasi 

untuk Exhibition 2021. Dalam Exhibition 2021 dibutuhkan adanya visualisasi 

karakter utama yaitu Belalang Sembah atau Mantis dengan julukan Jepang 

"Kamakiri" untuk animasi nominasi masing-masing kategori, dan sebagai ikon 

acara Exhibition 2021. Dalam animasi tersebut, pembuatan karakter monster akan 

dibuat menggunakan aplikasi Maya 2018 dan Blender 2.83. 

Hasil dari penelitian ini diharapkan dapat menyingkat waktu dalam 

pengerjaan animasi dan tetap menjaga kualitas animasi. Dengan menggunakan 

teknik 3D Modelling juga diharapkan dapat menghasilkan animasi monster yang 

proporsional dan akurat. 

Kata kunci: 3D, Karakter, Modelling 
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ABSTRACT 

3D Modelling is the process of creating a 3D object that you want to pour 

in real visual form, both in shape, texture, and size of the object. 3D Modelling is 

used in various media such as video games, movies, architecture, illustration, 

mechanical design, commercial advertising or others. The 3D Modelling process 

produces digital objects that can be moved freely, which makes it one of the 

important processes needed in animated characters and special effects. 

In this study the author will make an animated video opening nomination 

for Exhibition 2021. In Exhibition 2021, there is a need for visualization of the main 

character, Namely Praying Mantis or Mantis with the Japanese nickname 

"Kamakiri" for the animation of each category's nominations, and as an icon of 

Exhibition 2021 events. In the animation, monster character creation will be 

created using Maya 2018 and Blender 2.83 apps. 

The results of this study are expected to shorten the time in animation work 

and maintain the quality of animation. By using 3D Modelling technique is also 

expected to produce proportional and accurate monster animation. 

Keyword: 3D, Character, Modelling 
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