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INTISARI

Museum Istana Kuning merupakan sarana wisata dan pembelajaran yang
bertujuan untuk meningkatkan kesadaran akan warisan sejarah dan budaya masa
lalu di kalangan masyarakat khususnya generasi muda. Museum Istana Kuning
terutama hanya dikunjungi oleh anak-anak sekolah dasar. Hal ini dikuatkan oleh
pernyataan pengurus Istana Kuning yang menyebutkan bahwa rata-rata pengunjung
Istana Kuning adalah anak-anak sekolah dasar. Kurangnya minat terhadap wisata
sejarah menjadi salah. satu faktor-yang mempengaruhi jumlah pengunjung.
Masyarakat tertarik-dengan wisata alam atau wisata yang sedang viral.

Metode pengumpulan data menggunakan metode observasi, metode
wawancara, dan studi literatur. Berdasarkan pengujian alpha testing yang
dilakukan terhadap asset 3D dapat disimpulkan bahwa keseluruhan objek 3D pada
video promosi pada animasi 3D Istana Kuning sudah sesuai dan valid.

Pembuatan environment pada penelitian ini telah berhasil menghasilkan
objek 3D yang sesuai dengan keperluan untuk promosi Museum 3D lIstana Kuning.
Environment yang dibuat adalah model 3D Museum Istana Kuning dan
environment yang ada di dalam Museum. Tekstur pada model 3D gedung dan
environment juga telah sesuai dengan yang sudah ada.

Kata kunci: Museum, Environment, Blender, Istana Kuning, Animasi.
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ABSTRACT

The Yellow Palace Museum is a tourism and learning facility that aims to
increase awareness of past historical and cultural heritage among the public,
especially the younger generation. The Yellow Palace Museum is primarily only
visited by elementary school children. This was corroborated by a statement from
the Yellow Palace management which stated that the average number of visitors to
the Yellow Palace were elementary school children. Lack of interest in historical
tourism is one of the factors affecting the number of visitors. People are interested
in natural tourism or tourism that is currently viral.

The data collection method uses the observation method, interview method,
and literature study. Based on the alpha testing carried out on 3D assets, it can be
concluded that all 3D objects in the promotional video for the 3D animation of the
Yellow Palace are appropriate and valid.

The environment creation in this study has succeeded in producing 3D
objects that are in accordance with the needs for the promotion of the Yellow
Palace 3D Museum. The environment created is a 3D model of the Yellow Palace
Museum and the environment in the Museum. The textures on the 3D models of
buildings and environments are also in accordance with the existing ones.

Keyword: Museum, Environment, Blender, Yellow Palace, Animation.
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