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INTISARI

Perkembangan teknologi di Indonesia begitu cepat, berdampak pada
perkembangan animasi 3D. Penggunaan animasi 3D dapat diaplikasikan pada
berbagai aspek. Konsep yang rumit sekalipun dapat diaplikasikan kedalam animasi
3D, salah satu konsep yang digunakan adalah Voxel Art. Voxel art merupakan grafik
3D dari salah satu bentuk pixel art, tersusun dari banyak kubus berwarna. Konsep
ini digunakan pada game Minecraft. Maka penulis mengadaptasi konsep voxel art
pada film animasi 3d dengan menggunakan aplikasi Voxedit dan Blender.

Alur perancangan film animasi 3 dimensi “Krogan Vs Dragon Grump"
menggunakan konsep Voxel Art yaitu pra-produksi, produksi dan pasca produksi.
Pra-produksi meliputi proses pembuatan konsep, naskah, storyboard, opening,
closing, desain karakter dan pembuatan background. Produksi meliputi proses
pembuatan layout, rigging, visual effect dan rendering. Pasca produksi meliputi
proses editing dan rendering.

Hasil akhir produk film animasi 3 dimensi “Krogan Vs Dragon Grump"
menggunakan konsep Voxel Art yaitu berformat .mp4 dan berdurasi selama 3 menit.
Data penilaian film animasi 3d diambil melalui google form dengan jumlah 30
reponden, rata rata penilaian yang diperoleh sebesar 80,33% dengan Kriteria sangat
bagus. Berdasarkan hasil yang diperoleh menunjukkan bahwa film 3D animasi
“Krogan Vs Dragon Grump” dikatakan dapat mengimplementasikan animasi 3
Dimensi menggunakan konsep Voxel Art.

Kata Kunci: Voxel Art, Animasi 3D, Voxedit
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ABSTRACT

The rapid technological advancements in Indonesia have profoundly
impacted the field of 3D animation. The versatility of 3D animation allows for the
implementation of complex concepts, with VVoxel Art being one of the prominent
approaches. Voxel art is a 3D graphic technique derived from pixel art,
characterized by its composition of numerous colored cubes. This concept is
famously used in the game Minecraft and has been adapted for 3D animation using
VoxEdit and Blender as the primary software applications.

The design process for the 3D animated film "Krogan Vs Dragon Grump",
utilizing the Voxel Art concept, follows a structured workflow comprising pre-
production, production, and post-production stages. Pre-production includes
concept development, scriptwriting, storyboard creation, opening and closing
sequences, character design, and background creation. The production phase
involves layout design, rigging, visual effects, and rendering. Post-production
encompasses the editing and rendering phases.

The final product, the 3D animated film "Krogan Vs Dragon Grump",
adheres to the VVoxel Art concept and is presented in .mp4 format, with a runtime
of 3 minutes. Film evaluation data were collected via Google Forms, involving 30
respondents. The average assessment rating obtained was 80.33%, signifying a
"very good" quality rating. These results indicate that the 3D animated film “Krogan
Vs Dragon Grump" effectively implements 3D animation using the Voxel Art
concept.

Keywords: Voxel Art, 3D Animation, VoxEdit
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