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MOTTO HIDUP 

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

 

“Success is always accompanied with failure.” 

 

“To get a success, your courage must be greater than your fear.” 

 

“Success is not a final and failure is not an initial.” 

 

“Do whatever you like, be consistent, and success will come naturally.” 

 

“Success is not measured by wealth, success is an achievement that we want.” 

 

“The formulas of a success are a hard work and never give up.” 

 

“Don’t be afraid to move, because the distance of 1000 miles starts by a single 

step.” 

 

“Happiness is not money, but a peace of mind and soul.” 

 

“Do your best at any moment that you have.” 

 

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

 

“Believe me, after your failure there is a sign of your success.” 

 

“Learn from the mistakes in the past, try by using a different way, and always 

hope for a successful future.” 

 

“The Intelligent people can lose because of the tenacity of the fools.” 

 

“Our parents are the greatest gift in a life.” 

 

“A wealth without a religion is a blind.” 

 

“The more you give, the more you will get.” 

 

“God is never wrong in giving the sustenance.” 

 

“Tomorrow is a mystery and today is a gift.” 
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INTISARI 

 

 Computer-Generated Imagery (CGI; bahasa Indonesia: “pencitraan yang 

dihasilkan komputer”) adalah penggunaan grafik komputer (atau lebih tepatnya, 

grafik komputer 3D) dalam efek spesial. CGI digunakan dalam film, acara televisi 

dan iklan, dan juga media cetak interactive element dalam website yang 

diciptakan dengan software-software komputer grafis. 

Visual-visual yang dihasilkan melalui proses CGI biasanya 

mengedepankan unsur photo-realistic atau kemiripan dengan aslinya .Teknologi 

CGI ini membuat gambar yang dihasilkan lebih bagus dan terlihat seperti nyata. 

Dalam penulisan ini penulis akan menerapkan CGI untuk pembuatan 

modeling 3D "realistic human head" . Pembuatan modeling 3D ini akan 

membentuk kepala manusia dengan tingkat kemiripan hampir sama dengan 

aslinya. Perangkat lunak (software/program) komputer yang digunakan dalam 

penerapan CGI ini menggunakan software Blender 2.68 di kombinasikan dengan 

software lain sebagai pendukung seperti Adobe Photoshop CS5  

   

Kata Kunci : 3D, Modeling, Blender, Computer Generated Imagery 
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ABSRACT 

 

 Computer - Generated Imagery ( CGI ; Indonesian : " computer generated 

imagery " ) is the use of computer graphics ( or more precisely , the 3D computer 

graphics ) to special effects . CGI is used in films , television shows and 

commercials , and print media are also interactive elements in websites created 

with computer graphics software . 

Visuals generated through CGI process usually puts the element of photo-

realistic or resemblance to the original . These CGI technology makes the 

resulting image is better and looks like real. 

 In this paper the author will apply to the making CGI 3D modeling " 

realistic human head " . Making 3D modeling will form a human head with the 

degree of similarity is almost identical to the original . Software ( software / 

program ) the computer used in this CGI application using Blender 2.68 software 

in combination with other software support such as Adobe Photoshop CS5 

   

Keywords : 3D , Modeling , Blender , Computer Generated Imagery 

 

 

 

 

 

 

 


