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INTISARI 

Penelitian ini membahas pembuatan environment tiga dimensi dalam 

konteks animasi. Penelitian ini berfokus pada pembuatan environment 3D yang 

akan digunakan sebagai latar cerita scene ikan dalam film animasi “Tripping 

Point”. Dimana environment akan menampilkan lorong banguan dan hamparan 

rumput. 

Proses pembuatan environment tiga dimensi scene ikan dimulai dari tahap 

modeling menggunakan teknik box modeling dan curve modeling. Kemudian, 

tahap pemberian tekstur pada objek, penataan objek dan pemberian pencahayaan 

environment. Dimana proses pembuatan environment ini di diimplementasikan 

pada software Blender. 

Hasil dari penelitian ini merupakan dokumentasi pembuatan environment 

tiga dimensi scene ikan pada film animasi “Tripping Point” menggunakan teknik 

box modeling dan curve modeling, pemberian tekstur, penataan objek dan 

pemberian pencahayaan environment. Penulis berharap semoga penelitian yang 

dilakukan ini dapat bermanfaat menjadi pembelajaran maupun referensi bagi 

pembaca yang nantinya akan mencari pembahasan seputar pembuatan 

environment tiga dimensi. 

 

Kata Kunci: Environment 3D, Modeling, Texturing, Blender. 
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ABSTRACT 

This research discusses the creation of three-dimensional environments in 

the context of animation. This research focuses on creating a 3D environment that 

will be used as a background for the fish scene in the animated film “Tripping 

Point”. Where the environment will feature a gothic architectural style hallway 

and a stretch of grass. 

The process of creating a three-dimensional environment for the fish scene 

starts from the modeling stage using box modeling and curve modeling 

techniques. Then, the stage of giving texture to objects and providing lighting. 

Where the process of making this environment is implemented in Blender software. 

The result of this research is a documentation of the creation of a 

three-dimensional environment for the fish scene in the animated film “Tripping 

Point” using box modeling and curve modeling techniques, giving textures and 

providing lighting. The author hopes that this research can be useful as learning 

and reference for readers who will later look for discussions about making a 

three-dimensional environment. 
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