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INTISARI 

 
 

Dalam pembuatan animasi 3 dimensi, terdapat beberapa tahapan yang harus 

dilalui, yakni pra produksi, produksi, dan pasca produksi. Penelitian ini bertujuan 

untuk memvisualisasikan konsep dan ide cerita seputar Gelma dan boneka 

beruangnya yang diberi nama Tebi. Dalam film pendek animasi “Gelma The Little 

Girl”. Yang didalamnya terdapat beberapa environment seperti rumah, interior 

rumah, mainan, dan lain-lain ke dalam bentuk model environment 3D. 

3D environment memiliki bagian yang sangat penting dalam proses 

pembuatan film animasi 3D. environment 3D adalah latar lingkungan atau suasana 

dimana karakter tersebut berada. Proses pembuatan environment pada film “Gelma 

The Little Girl”, menggunakan teknik sculpting, modeling dan texturing. Yang akan 

diimpementasikan pada software Blender dan Substance Painter. 

 
Kata kunci: Permodelan 3D, Autodesk Maya, Teknologi Informasi, Lingkungan 

3D, Blender 
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ABSTRACT 

 
 

In making 3-dimensional animation, there are several stages that must be 

gone through, namely pre-production, production and post-production. This 

research aims to visualize the concepts and story ideas surrounding Gelma and her 

teddy bear named Tebi. In the animated short film “Gelma The Little Girl”. In it 

there are several environments such as houses, house interiors, toys, etc. in the form 

of 3D environment models. 

The 3D environment has a very important part in the process of making a 

3D animated film. 3D environment is the environmental background or atmosphere 

where the character is located. The process of creating the environment in the film 

"Gelma The Little Girl" uses sculpting, modeling and texturing techniques. Which 

will be implemented in Blender and Substance Painter software. 

Keyword: 3D Modeling, Autodesk Maya, Information Technology, 3D 

Environments, Blender 
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