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INTISARI 

 

Perkembangan teknologi digital dalam industri perfilman telah 

meningkatkan penggunaan animasi 3D sebagai media visual, khususnya pada film 

bergenre science fiction (sci-fi) yang menampilkan elemen futuristik seperti 

pesawat alien. Film pendek Novera membutuhkan aset CGI berupa 3D model 

pesawat alien untuk mendukung kebutuhan visual dan sinematik, sehingga 

penelitian ini bertujuan menerapkan teknik Polygonal Modelling dalam proses 

pembuatannya menggunakan Blender dan Adobe Substance 3D Painter. Metode 

penelitian dilakukan melalui beberapa tahapan, yaitu perancangan concept art, 

modelling 3D, UV Unwrapping, texturing menggunakan metode Physically Based 

Rendering (PBR), animasi menggunakan follow path constraint, rendering dengan 

render engine Cycles, hingga integrasi CGI pada adegan film. Berdasarkan hasil 

evaluasi menggunakan instrumen kuesioner skala Likert kepada responden di 

bidang 3D modelling dan animasi, penelitian ini memperoleh nilai rata-rata 

sebesar 84,3% dengan kategori Sangat Baik, sehingga menunjukkan bahwa 

implementasi teknik Polygonal Modelling berhasil menghasilkan model pesawat 

alien yang layak digunakan dari aspek modelling, texturing, animasi, dan kualitas 

visual untuk mendukung produksi film pendek Novera. 

 

Kata kunci: Polygonal Modelling, Animasi 3D, CGI, Blender, Film Science 

Fiction 
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ABSTRACT 

 

The development of digital technology in the film industry has increased 

the use of 3D animation as a visual medium, especially in science fiction (sci-fi) 

films that feature futuristic elements such as alien spacecraft. The short film 

Novera requires a CGI asset in the form of a 3D alien spacecraft model to 

support its visual and cinematic needs. Therefore, this research aims to implement 

the Polygonal Modelling technique in the creation process using Blender and 

Adobe Substance 3D Painter. The research method was carried out through 

several stages, including concept art design, 3D modelling, UV Unwrapping, 

texturing using the Physically Based Rendering (PBR) method, animation using 

follow path constraint, rendering with the Cycles render engine, and CGI 

integration into film scenes. Based on the evaluation results using a Likert scale 

questionnaire distributed to respondents in the field of 3D modelling and 

animation, this research obtained an average score of 84.3%, which falls into the 

Very Good category. These results indicate that the implementation of the 

Polygonal Modelling technique successfully produced a feasible 3D alien 

spacecraft model in terms of modelling, texturing, animation, and overall visual 

quality to support the production of the short film Novera. 

 

Keyword: Polygonal Modelling, Animasi 3D, CGI, Blender, Film Science Fiction


