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INTISARI 
 

 

 

Skripsi ini mengungkapkan proses kreatif dalam pembuatan 3d environment 

gedung unit 7, digunakan dalam video musik pembuka acara Exhibition 2023, 

sebuah penghargaan bagi karya mahasiswa bidang multimedia di Universitas 

Amikom Yogyakarta. Tujuannya adalah menyajikan pembukaan acara dengan 

animasi 3D lingkungan (environment) gedung unit 7 yang sesuai dengan kebutuhan 

acara tersebut. Konsep, artstyle, dan elemen visual yang menggambarkan tema dan 

pesan acara sudah ditetapkan dalam tahap pra-produksi. Proses pembuatan animasi 

melibatkan aplikasi seperti Autodesk Maya, Adobe Photoshop 2020, Adobe 

Premiere 2020, dan Adobe After Effect 2020. Model 3D gedung unit 7 dibuat 

dengan teliti menggunakan metode premitif modeling dan tekstur yang mendekati 

aslinya, untuk menyoroti adegan yang relevan dalam animasi. Hasil akhir dari 

proses ini diekspor dalam format fbx yang sesuai dengan berbagai platform dan 

perangkat lunak. Peneliti berhasil menciptakan aset 3D dalam format fbx berukuran 

300mb lengkap dengan tekstur terintegrasi. Dalam rangka memperkaya 

pengalaman para peserta, penelitian ini memberikan sumbangan positif dengan 

memberikan visualisasi lingkungan 3D yang menarik pada acara Exhibition 2023. 

Kata kunci: 3D Environment, Artstyle, Premitif Modeling, Multimedia, Animasi. 
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ABSTRACT 
 

 

 

 

This study discusses the process of creating a 3D model of the environment 

of Unit 7 Building for the 2023 exhibition event. The research aims to create a 

realistic and engaging 3D environment, including the production of an attention- 

grabbing opening music video for the exhibition participants. Using state-of-the-art 

3D modeling technology, the researchers focus on accurately depicting details and 

paying close attention to the proportions and textures of the building. 

The research process begins with analyzing the concept and initial design of 

Unit 7 Building, involving spatial planning and key elements that should be 

included in the 3D model. Subsequently, data collection and on-site measurements 

are conducted to ensure the accuracy of information. Advanced software-based 3D 

modeling techniques are used to generate a model that closely resembles reality. 

Furthermore, the research also involves creating an opening music video as 

part of the exhibition. The music video is designed to capture the attention and spark 

interest among the exhibition participants before entering the building. The results 

of this study include a realistic and accurate 3D model of Unit 7 Building's 

environment, along with an enticing opening music video that piques the curiosity 

of the exhibition participants. This research contributes positively to enhancing the 

exhibition experience at Exhibition 2023 by providing an in-depth perspective of 

the unique and captivating environment of Unit 7 Building. 

Keyword: 3D Modeling, Building Environment, Music Video, Exhibition Event, 

Exhibition 2023 

 

 


