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INTISARI 

Pembuatan aset lingkungan 3D merupakan bagian penting dalam 

pengembangan game, terutama dalam menciptakan atmosfer yang imersif bagi 

pemain. Dalam konteks pembuatan terowongan, proses ini melibatkan pemodelan 

3D, texturing, lighting, dan optimasi untuk memastikan keseimbangan antara 

kualitas visual dan performa game. Teknik seperti low-poly modeling sering 

digunakan untuk meningkatkan efisiensi rendering tanpa mengorbankan detail 

estetika. Selain itu, teknik baking digunakan agar normal maps dan projection 

mapping dapat menciptakan ilusi kedalaman dan detail tanpa meningkatkan 

jumlah poligon secara signifikan. Dengan pendekatan yang tepat, aset lingkungan 

3D dapat meningkatkan pengalaman bermain dengan menciptakan dunia yang 

lebih realistis dan menarik bagi pemain. 

Kata kunci : Modelling, 3D asset, Environment, Texture, Game  
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ABSTRACT 

The creation of 3D environmental assets is an important part of game 

development, especially in creating an immersive atmosphere for players. In the 

context of creating tunnels, this process involves 3D modeling, texturing, lighting, 

and optimization to ensure a balance between visual quality and game 

performance. Techniques such as low-poly modeling are often used to improve 

rendering efficiency without sacrificing aesthetic detail. In addition, baking 

techniques are used to allow normal maps and projection mapping to create the 

illusion of depth and detail without significantly increasing the polygon count. 

With the right approach, 3D environmental assets can enhance the gaming 

experience by creating a more realistic and engaging world for players. 

Keyword : Modelling, 3D asset, Environment, Texture, Game 
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