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MOTTO 

 

“If you can dream it,you can do it” 

—Hardwell— 

“Everything will be okay in the end. If it’s not okay, it’s not the end.” 

—John Lennon— 
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INTISARI 

 

 Dewasa ini perkembangan teknologi sangat cepat,tidak hanya dari segi 

hardware ,namun game juga merasakan dampak langsung dari perkembangan 

teknologi.Game berbasis 3D kini mulai diminati dan makin berkembang karena 

menampilkan berbagai keindahan tampilan yang tidak biasa,baik dari segi model 

karakter,senjata,dan item lain didalamnya. 

 Dalam skripsi ini penulis membahas bagaimana merancang sebuah objek 3D 

weapon untuk game Dota 2 dengan menggunakan software Autodesk Maya dan 

Zbrush.Penulis akan membahas tentang bagaimana cara modeling objek 3D 

weapon,UV mapping,texturing,dan detailing.Setelah itu membahas bagaimana 

penerapan objek 3D tersebut ke dalam game engine. 

 Selain itu penulis juga akan membahas bagaimana proses promosi 3D weapon 

tersebut di Steam Workshop yang berperan sebagai wadah bagi para pengembang 

yang ingin mengimplementasikan hasil karyanya agar mendapatkan manfaat yang 

lebih positif dibandingkan hanya dengan bermain game online saja. 

Kata Kunci :Perancangan,3D,Dota2,Steam 
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ABSTRACT 

 

Nowadays technological advances very quickly, not only in terms of 

hardware, but the game also felt the direct impact of technological developments. 3D 

based games are now starting to demand and growing due to feature a range of 

unusual display of beauty, both in terms of character models, weapons, and other 

items inside. 

In this thesis the author discusses how to design a 3D object weapon for the 

game Dota 2 by using Autodesk Maya and Zbrush software. Authors will discuss 

about how the 3D object modeling, UV mapping weapon, texturing, and detailing. 

After that discusses how the application of 3D objects into the game engine. 

In addition the author will also discuss how the process of the 3D weapon 

promotion on Steam Workshop that acts as a container for developers who want to 

implement the results of his work in order to get a more positive benefits than just by 

playing online games only. 

 

Keywords :Design,3D,Dota2,Steam 


