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INTISARI 

 

Perkembangan teknologi informasi dari tahun ke tahun khususnya 

multimedia sangatlah pesat salah satunya di bidang teknologi citra tiga dimensi 

(3D) dan game. Pemodelan 3D adalah proses mengembangkan representasi 

matematis dari setiap permukaan objek tiga dimensi melalui perangkat lunak 

khusus, dan produk yang dihasilkan bernama model 3D. Di masa ini aset berupa 

model 3D sudah sangat sering dijumpai pada game. Game adventure horror 3D 

“The Containment” mempunyai environment 3D yang dibuat menggunakan 

software Blender. Environment 3D pada game adventure horror 3D “The 

Containment” memiliki tema masa depan dengan nuansa gelap untuk 

menggambarkan kesan horror. Metode dalam pengembangan ini menggunakan 

metode Multimedia Development Life Cycle. Didalam proses pembuatannya 

environment akan terlebih dahulu dibuatkan concept art dalam bentuk 2D yang 

kemudian akan dilanjutkan ke dalam proses modeling pada software Blender. 

Pemberian material dan tekstur dilakukan setelahnya menggunakan UV Editor dan 

Shader Editor pada software Blender. Proses Pengembangan ini bertujuan untuk 

menciptakan aset berupa model 3D yang digunakan sebagai environment pada 

game adventure horror 3D “The Containment”. Hasil akhir dari penelitian ini 

berupa model 3D yang telah diuji oleh para ahli di bidang 3D dan Game berkaitan 

dengan teknik 3D modeling dan shading serta memperoleh skor persentase sebesar 

92% dengan kategori “Sangat Baik”. 

 

Kata kunci: 3D, Pemodelan 3D, Model 3D, Lingkungan, Permainan. 
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ABSTRACT 

 

The development of information technology from year to year especially 

multimedia is very rapid, one of which is in the three-dimensional (3D) image 

technology and games. 3D modeling is the process of developing a mathematical 

representation of each surface of a three-dimensional object through special 

software, and the resulting product is called a 3D model. Nowadays, assets in the 

form of 3D models are very often found in games. The 3D adventure horror game 

“The Containment” has a 3D environment created using Blender software. The 3D 

environment in the 3D horror adventure game “The Containment” has a future 

theme with dark shades to depict the impression of horror. The method in this 

development uses the Multimedia Development Life Cycle method. In the process 

of making the environment, concept art will first be made in 2D form which will 

then be continued into the modeling process in Blender software. Giving materials 

and textures is done afterwards using the UV Editor and Shader Editor in Blender 

software. This development process aims to create assets in the form of 3D models 

that are used as environments in the 3D adventure horror game “The 

Containment”. The final result of this research is a 3D model that has been tested 

by experts in the field of 3D and Games related to 3D modeling and shading 

techniques and obtained a percentage score of 92% with “Very Good” category. 

 

Keyword: 3D, 3D Modeling, 3D Model, Environment, Game


