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INTISARI 

 

 
 

Penelitian ini membahas proses dan pendekatan artistik dalam pembuatan 

model lingkungan 3D (3D environment modeling) pada game "Haunted 

Wilderness", dengan penekanan pada penggunaan teknik high poly. Teknik ini 

digunakan untuk menciptakan detail visual yang tinggi dan nuansa realistis, yang 

sangat penting dalam membangun atmosfer horor yang imersif. 

 

Proses modeling mencakup pembuatan elemen lingkungan seperti hutan 

angker, bangunan tua yang terbengkalai, serta lanskap yang mendukung suasana 

menyeramkan. Perangkat lunak seperti ZBrush, Blender, dan Substance Painter 

digunakan dalam tahap pemodelan, pemahatan detail, dan pewarnaan tekstur. 

Meskipun model high poly memiliki jumlah poligon yang tinggi, optimalisasi 

dilakukan melalui proses retopologi dan baking agar tetap efisien untuk dijalankan 

dalam game engine seperti Unreal Engine atau Unity. 

 

Penelitian ini juga menyoroti tantangan dalam menjaga keseimbangan 

antara kualitas visual dan performa game, serta bagaimana elemen visual dapat 

memperkuat narasi dan pengalaman emosional pemain. Penggunaan teknik high 

poly dalam Haunted Wilderness berhasil menciptakan lingkungan yang mendalam 

dan mendukung cerita dengan kekuatan visual yang kuat. 

 

 
 
 

Kata Kunci: 3D Environment, High Poly, Game Horror, Modeling, Retopologi, 

Haunted Wilderness, Visual Realisme, Game Development 
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ABSTRACT 
 

 
 

This study discusses the process and artistic approach in creating 3D 

environment models (3D environment modeling) in the game "Haunted 

Wilderness", with an emphasis on the use of high poly techniques. This technique 

is used to create high visual detail and realistic nuances, which are very important 

in building an immersive horror atmosphere. 

 

forests, abandoned old buildings, and landscapes that support the creepy 

atmosphere. Software such as ZBrush, Blender, and Substance Painter are used in 

the modeling, detail sculpting, and texture coloring stages. Although high poly 

models have a high number of polygons, optimization is carried out through the 

retopology and baking process to remain efficient to run in game engines such as 

Unreal Engine or Unity. 

 

This study also highlights the challenges in maintaining a balance between 

visual quality and game performance, and how visual elements can strengthen the 

narrative and emotional experience of players. The use of high poly techniques in 

Haunted Wilderness successfully creates an immersive environment and supports 

the story with strong visual power. 

 

 
 
 

Kata Kunci: 3D Environment, High Poly, Horror Game, Modeling, Retopology, 

Haunted Wilderness, Visual Realism, Game Development 


