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INTISARI 

 

Modelling 3D adalah proses pembuatan objek 3D. Modelling 3D telah 

menjadi hal yang penting bagi banyak industri, memungkinkan representasi digital 

yang realistis dari objek, karakter, atau lingkungan. Melalui proses konsep dan 

desain, seluruh objek dapat ditampilkan dalam tiga dimensi. Penulis menggunakan 

teknik pemodelan poligon dalam mendesain objek 3D. Pulau Bali sebagai bahan 

pembuatan model 3D film pendek Nusantara. Pulau Bali di Indonesia telah menjadi 

ikon pariwisata global dengan daya tarik budaya, alam, dan ramah lingkungannya. 

Penulis menggunakan aplikasi Blender untuk membuat model landmark, rumah 

adat, senjata dan pulau kecil. Penulis juga menggunakan Adobe Substance Painter 

untuk membuat tekstur. Hasil dari tugas akhir ini berupa pemodelan objek 3D Pura 

Ulun Danu, rumah adat Bali, pulau Bali dan senjata tradisional Kandik. Seiring 

kemajuan teknologi, penggunaan pemodelan 3D di berbagai industri diperkirakan 

akan terus berkembang, memberikan kontribusi signifikan terhadap penciptaan 

pengalaman visual yang imersif dan solusi inovatif di berbagai industri. 

 

Kata kunci: Modeling, 3D, Blender. 
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ABSTRACT 

 

3D modeling is the process of creating 3D objects. 3D modeling has become 

essential to many industries, enabling realistic digital representation of objects, 

characters, or environments. Through the concept and design process, all objects 

can be displayed in three dimensions. The author uses polygon modeling techniques 

in designing 3D objects. Bali Island as material for making a 3D model for the short 

film Nusantara. The island of Bali in Indonesia has become a global tourism icon 

with its cultural, natural, and environmentally friendly attractions. The author used 

the Blender application to create models of landmarks, traditional houses, weapons, 

and small islands. The author also used Adobe Substance Painter to create textures. 

The results of this final assignment are 3D object modeling of Ulun Danu Temple, 

Balinese traditional houses, the island of Bali, and traditional Kandik weapons. As 

technology advances, the use of 3D modeling in various industries is expected to 

continue to grow, making significant contributions to the creation of immersive 

visual experiences and innovative solutions across industries.. 
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