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INTISARI

Dewasa ini perkembangan teknologi semakin melesat di dunia, tidak
hanya dari segi hardware maupun software namun desain modeling juga
merasakan dampak langsung dari perkembangan teknologi.

Teknologi berbabis 3D mulai diminati dan banyak berkembang karena
tampilannya yang lebih. menarik dan tipe model yang tidak biasa, baik itu
tampilan tentang model objek; background, maupun environment didalamnya.

Dalam skripsi -ini penulis mencoba membahas bagaimana membuat
sebuah objek 3D yaitu keris khas Provinsi Jawa, dengan menggunakan software
3ds Max. Penulis akan membahas tentang bagaimana cara modeling objek 3D

Keris, texturing, dan detailing.

Keywords: 3d, Modeling, 3ds Max, Keris 3D
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ABSTRACT

Nowdays, the development of technology is increasingly accelerating in
the world, not only in terms of hardware and software, but modeling design also
feels the direct impact of technological developments.

3D-based technology is becoming-increasingly popular and has developed
a lot because it looks more attractive and the type of model is unusual, whether
it's the appearance of the object model, background, or environment in it.

In this thesis the author tries to discuss how to create a 3D object that is a
typical Java Province keris, using 3ds Max software. The author will discuss how

to model 3D objects in keris, texturing, and detailing.

Keywords: 3d, Modeling, 3ds Max, Keris 3D
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