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INTISARI

Model 3D merupakan representasi objek yang berada dalam ruang tiga
dimensi dengan cakupan dimensi panjang, lebar, dan tinggi. Objek ini dibangun
dari elemen-elemen dasar berupa vertex, edge, dan face yang saling terhubung
sehingga membentuk struktur geometris tertentu dan dapat diamati dari berbagai
sudut pandang. Perkembangan awal model 3D bermula pada tahun 1960, ketika
Ivan Sutherland memperkenalkan program Sketchpad yang menjadi tonggak awal
dalam dunia grafika komputer. Pada periode tersebut, keterbatasan teknologi
menyebabkan visualisasi objek 3D masih berupa wireframe sederhana sebagai
representasi bentuk tiga dimensi. Seiring dengan kemajuan teknologi, teknik
pembuatan model 3D terus berkembang dan semakin beragam. Secara umum,
model 3D terbagi ke dalam beberapa jenis, antara lain Polygonal Model, NURBS
Model, CAD Model, dan Sculpted Model.

Penelitian ini bertujuan untuk menganalisis penerapan teknik polygonal
modelling dalam proses pembuatan model karakter Guardian pada animasi pendek
berjudul “CHASE”. “CHASE” merupakan sebuah animasi 3D yang menjadi salah
satu proyek tim dari Moontyland Studio. Melalui penerapan teknik polygonal
modelling, diharapkan dapat dihasilkan visual karakter yang tidak hanya
memenuhi standar fungsional, tetapi juga sesuai dengan konsep dan kebutuhan
tim produksi.

Hasil penelitian menunjukkan bahwa peneliti telah menerapkan teknik
polygonal modelling dengan baik pada film animasi 3D “CHASE”. Penerapan
teknik tersebut mampu menghasilkan model karakter 3D dengan tingkat detail
yang tinggi, struktur mesh yang tertata rapi, serta memudahkan proses pengolahan
pada tahap rigging selanjutnya.

Kata kunci: Animasi 3D, Karakter, CHASE, Modelling, Guardian.
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ABSTRACT

A 3D model is a representation of an object that exists in three-
dimensional space, encompassing the dimensions of length, width, and height. The
object is constructed from basic elements consisting of vertices, edges, and faces
that are interconnected to form a geometric structure, allowing it to be viewed
and observed from various perspectives. The early development of 3D modeling
began in the 1960s when Ivan Sutherland introduced the Sketchpad program,
which became a foundational milestone in the field of computer graphics. At that
time, technological limitations meant that 3D visualization was still represented
in the form of simple wireframes. As technology advanced, 3D modeling
techniques - became increasingly diverse. In general, 3D models can be
categorized into several types, including Polygonal Models, NURBS Models, CAD
Models, and Sculpted Models.

This research was conducted to analyze the application of polygonal
modeling techniques in the creation of the Guardian character model in the short
animated film “CHASE”. “CHASE " is a 3D animation project developed by the
Moontyland Studio team. By applying polygonal modeling techniques, it is
expected that the resulting character visuals will meet functional standards and
align with the creative objectives of the production team.

The results of this study indicate that the researcher successfully applied
polygonal modeling techniques in the 3D animated film “CHASE ”. This approach
enabled the creation of a 3D character model with a high level of detail, well-
organized mesh topology, and suitability for efficient processing during the
rigging stage.

Keyword: 3D Animation, Character, CHASE, Guardian, Modelling.
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