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INTISARI

Pada proses pembuatan animasi tiga dimensi, terdapat beberapa tahapan
yang harus dilakukan, seperti pra-produksi, produksi, pasca produksi. Dalam
proses produksi terdapat salah satu proses sangat penting yaitu modeling. Proses
ini merupakan proses pembuatan model tiga dimensi yang sesuai dengan konsep
yang sudah ditentukan. Di dalam proses modeling ada yang namanya modeling
karakter. Dalam proses modeling karakter, umumnya tahapan yang dilewati
hampir sama dengan modeling prop dan modeling environment, seperti sculpting,
modeling, dan texturing.

Hasil karya ilmiah ini bertujuan untuk memberikan metode pembuatan
karakter 3D menggunakan software Autodesk Maya, Zbrush, dan Substance
Painter. Dengan memanfaatkan berbagai fitur yang disediakan software tersebut.
Penulis membuat objek karakter 3D yang akan digunakan untuk melengkapi
keseluruhan dalam serial animasi tiga dimensi yang berjudul “The Adventure of
Little Penguin”.

Hasil karya tulis ini merupakan dokumentasi pembuatan objek karakter
tiga dimensi menggunakan fitur-fitur yang tersedia di aplikasi Zbrush, Autodesk
Maya, dan Substance Painter. Penulis berharap semoga hasil karya tulis ini dapat
menjadi paduan pembelajaran dan referensi dalam pembuatan karakter tiga
dimensi yang sesuai industri animasi.

Kata kunci: Modeling, Texturing, Karakter 3D, Sculpting
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ABSTRACT

In the process of making three-dimensional animation, there are several
stages that must be done, such as pre-production, production, post-production. In
the production process, one of the most important processes is modeling. This
process is the process of making a three-dimensional model in accordance with
the concept that has been determined. In the modeling process there is such a
thing as character modeling. In the character modeling process, generally the
stages passed are almost the same as prop modeling and environment modeling,
such as sculpting, modeling, and texturing.

This scientific work aims to provide a method for creating 3D characters
using Autodesk Maya, Zbrush, and Substance Painter software. By utilizing
various features provided by the software. The author creates 3D character
objects that will be used to complete the entire three-dimensional animation series
entitled “The Adventure of Little Penguin”.

The result of this paper is a documentation of the creation of three-
dimensional character objects using the features available in the Zbrush,
Autodesk Maya, and Substance Painter applications. The author hopes that the
results of this paper can be a blend of learning and reference in making three-
dimensional characters that are suitable for the animation industry.

Keyword: Modeling, Texturing, 3D Character, Sculpting
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