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INTISARI 

 

Penelitian ini dilatarbelakangi oleh pentingnya penyampaian cerita dalam film 

animasi tanpa dialog yang mengandalkan unsur visual sebagai media utama komunikasi. 

Dalam film animasi non verbal, environment berperan penting sebagai penyampai 

informasi naratif kepada penonton. Perancangan lingkungan yang kurang tepat dapat 

membuat pesan cerita tidak tersampaikan secara jelas dan menurunkan pemahaman 

penonton terhadap alur cerita. Penelitian ini bertujuan merancang 3D environment berupa 

lingkungan gurun dan rumah sakit dalam film pendek animasi berjudul The Last 

Simulation dengan pendekatan environmental storytelling. Metode yang digunakan 

adalah metode perancangan produksi animasi yang terdiri dari tahap pra produksi, 

produksi, dan pasca produksi. Tahap pra produksi mencakup perancangan konsep visual 

dan pengumpulan referensi lingkungan. Tahap produksi meliputi proses modelling, UV 

mapping, texturing, lighting, dan rendering menggunakan perangkat lunak Blender dan 

Substance Painter. Tahap pasca produksi berfokus pada penyusunan hasil visual menjadi 

bagian dari film animasi. Hasil perancangan kemudian dievaluasi menggunakan 

kuesioner skala Likert yang diberikan kepada tiga responden ahli di bidang animasi dan 

desain visual. Hasil penelitian menunjukkan bahwa penerapan prinsip environmental 

storytelling pada perancangan 3D environment mampu mendukung penyampaian narasi 

visual dalam film pendek The Last Simulation. Berdasarkan hasil evaluasi, perancangan 

environment memperoleh nilai rata rata sebesar 64,17 persen yang termasuk dalam 

kategori baik. Penelitian ini memberikan kontribusi dalam pengembangan perancangan 

environment 3D sebagai media penyampaian cerita dalam film animasi non verbal dan 

dapat menjadi referensi bagi mahasiswa, animator, dan pembuat film animasi dalam 

merancang lingkungan yang mendukung penyampaian cerita secara visual. 

 

 

Kata kunci: 3D environment, visual storytelling, film non-verbal, animasi 3D, 

environmental storytelling. 
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ABSTRACT 

 

This research is based on the importance of storytelling in animated films without 

dialogue that use visual elements as the main communication medium. In non verbal 

animated films, the environment has an important role in delivering narrative information 

to the audience. An environment that is not designed properly can make the story message 

unclear and reduce the audience understanding of the storyline. This research aims to 

design a 3D environment in the form of a desert and a hospital in a short animated film 

titled The Last Simulation using an environmental storytelling approach.The method used 

in this research is an animation production design method that consists of pre production, 

production, and post production stages. The pre production stage includes visual concept 

design and environment reference collection. The production stage includes modelling, 

UV mapping, texturing, lighting, and rendering processes using Blender and Substance 

Painter software. The post production stage focuses on combining the visual results into 

parts of the animated film. The design results are evaluated using a Likert scale 

questionnaire given to three expert respondents in animation and visual design.The results 

show that the application of environmental storytelling principles in the 3D environment 

design can support visual narrative delivery in the short film The Last Simulation. Based 

on the evaluation results, the environment design gets an average score of 64.17 percent, 

which is included in the good category. This research contributes to the development of 

3D environment design as a medium for storytelling in non verbal animated films and can 

be used as a reference for students, animators, and animation filmmakers in designing 

environments that support visual storytelling. 

 

 

Keywords: 3D environment, visual storytelling, non-verbal film, 3D animation, 

environmental storytelling. 


