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MOTTO 

 

Don't judge each day by the harvest you reap but by the seeds that you plant 

- Robert Louis Stevenson– 

Quiet minds cannot be perplexed or frightened but go on in fortune or misfortune at their 

own private pace, like a clock during a thunderstorm. 

- Robert Louis Stevenson- 

Keep your fears to yourself, but share your courage with others. 

- Robert Louis Stevenson- 

stop explaining yourself. 

it doesn't matter. just do things. you don't need to convince anyone else but yourself. you 

don't need to justify any of your choices as long as they make sense to you. the person 

living the consequences of your actions is you, it doesn't matter what others say or think. 

you need to be okay with your decisions. this life is yours and you choose your own life. 

what we choose is what we get. it's better this way. the alternative is you living a life that 

isn't yours. you give in to opinions you don't agree with and you get a life that you don't 

want. it's better this way. 

- @ronwritings- 
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INTISARI  

 

Dunia animasi saat ini menjadi sebuah perkerjaan yang banyak diminati. 

Perusahaan film maupun studio animasi ikut bersaing dalam menciptakan sebuah 

animasi. Salah satu perkerjaan di bidang animasi yaitu 3d modelling. Dalam 

penelitian ini peneliti membuat Environment 3d untuk kebutuhan pada Exhibition 

2021.  

 

Model adalah sebuah objek 3D kompleks yang terdiri dari mesh yang dibagi 

menjadi bagian bagian berbeda dari tiap objek. Kemudian 3D Modelling adalah 

proses untuk menciptakan objek 3D yang ingin dituangkan dalam bentuk visual 

nyata, baik secara bentuk, tekstur, dan ukuran objeknya. Selain pada proses ini, 

gambar model juga bisa ditampilkan dalam aktivitas simulasi gambaran fisik 

dikomputer yaitu compositing. Tujuan dari pembuatan penelitian ini adalah 

membuat assets environment untuk mendapatkan gambaran maupun layout khusus 

bagaimana tren dan keinginan pasar animasi. Hasil perencanaan dari Environment 

ini berupa desain visualisasi Background yang akan tercipta Environment yang 

sesuai dengan genre maupun animasi yang dibuat. 

 

Pada Exhibition 2021 dibutuhkan adanya visualisasi Background untuk 

animasi nominasi masing-masing kategori. Ilustrasi yang dibuat membantu 

menjelaskan lokasi dan waktu kejadian saat animasi ditayangkan. 

 

Kata Kunci:  3D, Modelling, Background.  
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ABSTRACT 

 

The world of animation is currently a job that is in great demand. Film 

companies and animation studios compete in creating an animation. One of the jobs in 

the field of animation is 3d modeling. In this study, researchers created a 3d 

environment for the needs of the 2021 Exhibition. 

 

A model is a complex 3D object consisting of a mesh that is divided into different 

parts of each object. Then 3D Modeling is the process of creating 3D objects that you 

want to put in a real visual form, both in terms of shape, texture, and object size. In 

addition to this process, model images can also be displayed in a computer simulation 

of physical images, namely compositing. The purpose of making this research is to 

create an asset environment to get a special description and layout of the trends and 

desires of the animation market. The result of the design of this environment is in the 

form of a background visualization design that will create an environment that is in 

accordance with the genre and animation created. 

 

At the 2021 Exhibition, a background visualization for the nomination animations 

for each category is required. The illustrations created help explain the location and 

time of events when the animation is shown. 

 

          Keywords: 3D, Modeling, Background 

 


