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Rigging  process of adding controls to objects, typically for the 

purpose of animation 

 

Parenting  grouping objects consisting of parent and child 

 

Primitive Object  three-dimensional geometric shapes that are the building 

blocks for creating complex geometric objects 

 

Protagonist  leading character 

 

Texturing  the process of adding textures to a 3D object 
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INTISARI 

 

Salah satu industri terbesar di dunia yang berkembang luas adalah sektor 

game. Semua orang senang memainkan berbagai jenis game, termasuk game RPG. 

Prism Odyssey adalah game RPG dengan sudut pandang orang ketiga, di mana 

pemain melihat permainan game dari balik avatar, biasanya langsung dari belakang 

atau di atas bahu mereka. Hal ini memungkinkan pemain untuk melihat lingkungan 

yang lebih luas di sekitar pahlawan. Karakter adalah aset penting dari sebuah video 

game, terutama untuk sudut pandang orang ketiga karena kita melihat karakter saat 

bermain game. Industri game telah banyak memanfaatkan teknologi pemodelan tiga 

dimensi karena teknologi ini memadukan desain artistik dan teknologi komputer 

dengan sempurna dengan kesan mendalam. Teknik pemodelan NURBS terutama 

digunakan untuk menciptakan karakter dalam Prism Odyssey untuk menghasilkan 

kontur yang lebih halus dan realistis, yang mirip dengan desain awal karakter. 

 

Kata Kunci: NURBS Modeling, Modeling 3D, Modeling Karakter 
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ABSTRACT 

 

One of the biggest industries in the vast developing world is the game sector. 

Everyone enjoys playing many different kinds of games, including RPG games. 

Prism Odyssey is a RPG third-person perspective person game, in which players 

view game play from behind the avatar, typically directly from behind or over their 

shoulder. It allows the player to see a wider range of the environment around the 

hero. Character is an important asset of a video game, especially for third person-

view because we see the character while playing the game. The game industry has 

made considerable use of three-dimensional modeling technology because it 

perfectly blends artistic design and computer technology with a sense of depth. The 

NURBS modeling technique is primarily used to create the characters in Prism 

Odyssey in order to produce smoother, realistic contours that are similar to the 

character's initial design. 

 

Keyword: NURBS Modeling, 3D Modeling, Character Modeling


