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INTISARI 

 

Perkembangan industri visual digital saat ini, 3D Environment Modeling 

memegang peranan penting dalam merealisasikan latar cerita yang autentik. 

Proyek Perancangan Modeling Aset 3D Environment Dapur Rumah sederhana di 

Pulau Jawa tahun 1992 dengan lingkungan pedesaan yang berfokus di dapur 

rumah menjadi subjek utama dokumentasi teknis ini. Proyek ini bertujuan 

merealisasikan latar belakang visual yang autentik dan fungsional untuk film 

pendek animasi "Sego," guna mendukung kebutuhan narasi horor-fantasi. 

 Metode kerja berfokus pada akurasi geometris aset hard surface, diawali 

dengan Teknik Polygon Modeling, di mana aset dibentuk dari objek dasar dan 

dimodifikasi melalui vertex, edge, dan face. Aspek tekstur pada Teknik 

Penciptaan material semi realistis diterapkan melalui proses texturing untuk 

menampilkan karakteristik usang era 1990an. Selain itu, suasana diperkuat 

melalui simulasi pencahayaan terkontrol menggunakan Point Light, Area Light 

dan Spotlight.  

Penerapan keseluruhan alur kerja ini menghasilkan temuan penting terkait 

teknis antara modeling dan tekstur semi realistis. Hasil akhir menunjukkan bahwa 

Teknik modeling dan tekstur yang digunakan mempu menghasilkan aset 3D 

dengan kualitas baik dan sesuai dengan standar yang dibutuhkan. 

 

Kata kunci: 3D Modeling, Polygon Modeling, Environment, Tekstur, Aset 3D 
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ABSTRACT 

 

The rapid development of the digital visual industry has made 3D 

environment modeling an important element in realizing an authentic story 

background. The project entitled Design of 3D Environment Asset Modeling of a 

Simple Residential Kitchen in Java in 1992 with a Rural Setting is the main 

subject of this technical documentation. This project aims to create an authentic 

and functional visual background for the shortanimated film Sego to support the 

needs of a horror-fantasy narrative. 

The working method focuses on the geometric accuracy of hard-surface 

assets, beginning with the polygon modeling technique, in which assets are 

formed from basic objects and modified through vertices, edges, and faces. The 

texturing process applies semi-realistic material creation techniques to represent 

worn visual characteristics typical of the 1990s era. In addition, the atmosphere is 

enhanced through controlled lighting simulation using Point Light, Area Light, 

and spotlight. 

The application of the entire workflow produces technical findings related 

to the relationship between modeling and semi-realistic texturing. The final 

results show that the modeling and texturing techniques used are able to produce 

3D assets with good quality and in accordance with the required standards. 

 

Keyword: 3D Modeling, Polygon Modeling, Environment, Texture, 3D Asset


