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MOTTO 

 

“Always be yourself and never be anyone else even if they look better than you.” 

 

“Intelligence is not the determinant of success, but hard work is the real 

determinant of your success.” 

 

“If you fall a thousand times, stand up millions of times because you do not know 

how close you are to success.” 

 

“You need to step outside, get some fresh air, and remind your self of who 

you are and who you want to be.” 
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INTISARI 

 

Poly modeling adalah teknik pembuatan model atau objek 3 dimensi yang 
menggunakan bidang geometris untuk membuat sebuah pola atau bentuk 
permukan dari sebuah objek atau model 3 dimensi. Semakin kompleks model 
yang akan dibuat maka semakin banyak bidang  geometris yang digunakan oleh 
karena itu teknik poly modeling banyak digunakan dalam pembuatan model 
organik dan model non organik. Model organik adalah subyek yang secara alami 
terdapat di alam contohnya: manusia, pohon, batu, tanah. Model non organik 
(hard surface)merupakan subyek yang dibuat atau dikonstruksi oleh manusia 
contohnya: robot, kendaraan, dan struktur arsitektur. Dalam naskah ini penulis 
akan membahas tentang teori dan teknik poly modeling dalam pembuatan sebuah 
film animasi 3 dimensi  

Kata kunci: hard surface, model organik, model non organik, poly modeling, 
model 3 dimensi 
 

 

 

 

 

 

 

 

 

 

 



 
 

xvi 
 

ABSTRACT 

 

Poly modeling is a technique of making a model or a 3-dimensional object using 
geometric field to create a pattern or shape of the surface of an object or a 3-
dimensional model. The more complex models to be made, the more geometric 
field used therefore poly modeling techniques are widely used in the manufacture 
of organic modeling and non-organic models. Organic modeling is a subject that 
is naturally present in nature eg, humans, trees, rocks, soil. Model non-organic 
(hard surface) is a subject that is created or constructed by humans example: 
robot, vehicle, and architectural structures. In this script author will discuss the 
theory and technique of poly modeling in making a three-dimensional animated 
film 

Keywords : hard surface, organic model, non-organic models, poly modeling, 3-
dimensional model 

 

 

 

 

 

 

 

 


