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‭INTISARI‬

‭Game‬ ‭atau‬ ‭permainan‬ ‭digital‬ ‭merupakan‬ ‭salah‬ ‭satu‬ ‭sarana‬ ‭hiburan‬ ‭yang‬

‭populer‬‭saat‬‭ini.‬‭Dengan‬‭kemajuan‬‭teknologi,‬‭game‬‭tidak‬‭hanya‬‭berfungsi‬‭sebagai‬

‭media‬ ‭hiburan,‬ ‭tetapi‬ ‭juga‬ ‭sebagai‬ ‭bentuk‬ ‭seni‬ ‭yang‬ ‭dapat‬‭menyampaikan‬‭cerita‬

‭dan‬ ‭pesan‬ ‭kepada‬ ‭pemain.‬ ‭Animasi‬ ‭3D,‬ ‭sebagai‬ ‭salah‬ ‭satu‬ ‭elemen‬ ‭dalam‬

‭pengembangan‬‭game‬‭,‬‭memiliki‬‭peran‬‭besar‬‭dalam‬‭menyampaikan‬‭cerita‬‭tersebut.‬

‭Dalam‬ ‭proses‬ ‭pembuatan‬ ‭game‬‭,‬ ‭pemodelan‬ ‭lingkungan‬ ‭3D‬ ‭sangat‬ ‭penting,‬

‭terutama sebagai latar belakang dan‬‭background‬‭cerita.‬

‭Lingkungan‬ ‭pada‬ ‭adegan‬ ‭ledakan‬ ‭Odin‬ ‭dirancang‬ ‭dua‬ ‭teknik‬ ‭modeling‬‭,‬

‭yaitu‬‭Primitive‬‭Modelling‬‭untuk‬‭membuat‬‭elemen‬‭bangunan‬‭dan‬‭furniture‬‭jalanan,‬

‭serta‬ ‭Procedural‬ ‭Modeling‬ ‭untuk‬ ‭membuat‬ ‭pohon‬ ‭menggunakan‬ ‭fitur‬ ‭Sapling‬

‭Tree‬ ‭Gen‬ ‭di‬ ‭Blender.‬ ‭Teknik‬ ‭Primitive‬ ‭Modelling‬ ‭dipilih‬ ‭karena‬ ‭sederhana‬ ‭dan‬

‭cocok‬‭untuk‬‭membuat‬‭bentuk‬‭dasar‬‭seperti‬‭box,‬‭sphere,‬‭cylinder,‬‭plane‬‭dan‬‭objek‬

‭standar‬ ‭lainnya.‬ ‭Sementara‬ ‭itu,‬ ‭Procedural‬ ‭Modeling‬ ‭digunakan‬ ‭untuk‬‭membuat‬

‭pohon‬ ‭karena‬ ‭prosesnya‬ ‭menggunakan‬ ‭Sapling‬ ‭Tree‬ ‭Gen‬ ‭pada‬ ‭fitur‬ ‭di‬ ‭Blender‬

‭untuk‬ ‭pengguna‬ ‭membuat‬ ‭pohon‬ ‭dengan‬ ‭struktur‬ ‭stylized‬ ‭secara‬ ‭otomatis‬ ‭dan‬

‭sesuai kebutuhan untuk animasi‬‭3D‬‭pada film‬‭"Redemption‬‭of Souls".‬

‭Penelitian‬ ‭ini‬ ‭bertujuan‬ ‭untuk‬ ‭menganalisis‬ ‭teknik‬ ‭modeling‬ ‭lingkungan‬

‭pada‬ ‭adegan‬ ‭ledakan‬ ‭Odin‬ ‭yang‬ ‭diterapkan‬‭dalam‬‭pembuatan‬‭modeling‬‭3D‬‭pada‬

‭film‬ ‭"‬‭Redemption‬‭of‬‭Souls‬‭".‬‭Penelitian‬‭ini‬‭mengkaji‬‭kelebihan,‬‭kekurangan,‬‭serta‬

‭efektivitas teknik tersebut dalam menghasilkan lingkungan.‬

‭Film‬ ‭"Redemption‬ ‭of‬ ‭Souls"‬‭,‬ ‭mengangkat‬‭cerita‬‭bergenre‬‭fantasi.‬‭Dengan‬

‭menggunakan‬ ‭animasi‬ ‭3D,‬ ‭cerita‬ ‭yang‬ ‭diangkat‬ ‭merupakan‬ ‭cutscene‬ ‭pembuka‬

‭game.‬‭Gaya‬‭visual‬‭yang‬‭diterapkan‬‭dalam‬‭"Redemption‬‭of‬‭Souls"‬‭menggabungkan‬

‭teknik‬‭cell shading‬‭dan‬‭stylized‬

‭Kata‬‭Kunci:‬‭Pemodelan‬‭Lingkungan,‬‭Primitive‬‭Modeling,‬‭Procedural‬‭Modeling,‬

‭Tiga Dimensi‬‭,‬‭Ledakan‬‭Odin‬‭.‬
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‭ABSTRACT‬

‭Digital‬ ‭games‬ ‭are‬ ‭one‬ ‭of‬ ‭the‬ ‭most‬ ‭popular‬ ‭forms‬ ‭of‬ ‭entertainment‬ ‭today.‬ ‭With‬

‭advancements‬ ‭in‬‭technology,‬‭games‬‭serve‬‭not‬‭only‬‭as‬‭a‬‭medium‬‭of‬‭entertainment‬

‭but‬‭also‬‭as‬‭an‬‭art‬‭form‬‭capable‬‭of‬‭conveying‬‭stories‬‭and‬‭messages‬‭to‬‭players.‬‭3D‬

‭animation,‬ ‭as‬ ‭a‬ ‭critical‬‭element‬‭in‬‭game‬‭development,‬‭plays‬‭a‬‭significant‬‭role‬‭in‬

‭storytelling.‬ ‭In‬ ‭the‬ ‭game‬ ‭development‬ ‭process,‬ ‭3D‬ ‭environment‬ ‭modeling‬ ‭is‬

‭essential, especially as the background and setting of the story.‬

‭The‬ ‭environment‬ ‭in‬ ‭the‬ ‭"Odin‬ ‭Explosion"‬ ‭scene‬ ‭was‬ ‭designed‬ ‭using‬ ‭two‬

‭modeling‬ ‭techniques:‬ ‭Primitive‬ ‭Modeling‬ ‭for‬ ‭creating‬ ‭building‬ ‭elements‬ ‭and‬

‭street‬ ‭furniture,‬ ‭and‬ ‭Procedural‬ ‭Modeling‬ ‭for‬‭generating‬‭trees‬‭using‬‭the‬‭Sapling‬

‭Tree‬‭Gen‬‭feature‬‭in‬‭Blender.‬‭Primitive‬‭Modeling‬‭was‬‭chosen‬‭for‬‭its‬‭simplicity‬‭and‬

‭suitability‬ ‭in‬ ‭creating‬ ‭basic‬ ‭forms‬ ‭such‬ ‭as‬‭boxes,‬‭spheres,‬‭cylinders,‬‭planes,‬‭and‬

‭other‬ ‭standard‬ ‭shapes.‬ ‭On‬‭the‬‭other‬‭hand,‬‭Procedural‬‭Modeling‬‭was‬‭utilized‬‭for‬

‭tree‬‭creation,‬‭as‬‭the‬‭Sapling‬‭Tree‬‭Gen‬‭feature‬‭in‬‭Blender‬‭allows‬‭users‬‭to‬‭generate‬

‭stylized‬‭tree‬‭structures‬‭automatically,‬‭tailored‬‭to‬‭the‬‭needs‬‭of‬‭the‬‭3D‬‭animation‬‭in‬

‭the film "Redemption of Souls."‬

‭This‬‭study‬‭aims‬‭to‬‭analyze‬‭the‬‭techniques‬‭of‬‭environment‬‭modeling‬‭used‬‭in‬

‭the‬ ‭"Odin‬ ‭Explosion"‬ ‭scene‬ ‭applied‬ ‭in‬ ‭the‬ ‭development‬ ‭of‬ ‭3D‬ ‭modeling‬ ‭for‬ ‭the‬

‭film‬ ‭"Redemption‬ ‭of‬ ‭Souls."‬ ‭It‬ ‭examines‬ ‭the‬ ‭advantages,‬ ‭disadvantages,‬ ‭and‬

‭effectiveness of these techniques in producing the environment.‬

‭The‬ ‭film‬ ‭"Redemption‬ ‭of‬ ‭Souls"‬ ‭features‬ ‭a‬ ‭fantasy‬ ‭genre‬ ‭narrative.‬

‭Through‬‭the‬‭use‬‭of‬‭3D‬‭animation,‬‭the‬‭story‬‭is‬‭presented‬‭as‬‭the‬‭opening‬‭cutscene‬‭of‬

‭the‬ ‭game.‬ ‭The‬ ‭visual‬ ‭style‬ ‭implemented‬ ‭in‬ ‭"Redemption‬ ‭of‬ ‭Souls"‬ ‭combines‬‭cell‬

‭shading techniques with a stylized approach.‬

‭Keywords‬‭:‬ ‭Environment‬ ‭Modeling,‬ ‭Primitive‬ ‭Modeling,‬ ‭Procedural‬ ‭Modeling,‬

‭3D, Odin Explosion.‬
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