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INTISARL

Penelitian ini membahas penerupan sistem rigwing pada korakter plaver
dalam game “Mecha Pmtul:-u["@ﬂhmhgme Third Person Shooter bertema mecha
yang dikembangksn menggunakan soffware Blender dan Unity Engine. Fokus




ABSTRACT

Thix research discusses the application of rigging systems o ployer
characters in the game “Mecha Protocal, " o mecha-themed third-person shooter
game developed usimg Blender and Unity Engine software. The main focus of this
resedreh i the design of rigging for mechanical characters with hard-surface
structures, whl'r'ﬁré_qrmﬂfilyw o i The research provess went
through several st ; diction and post-production.
' nverse Kinematics (1K)

exporied in FEYX
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