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INTISARI

Perkembangan teknologi digital telah mendorong perkembangan industri
animasi 3D yang membutuhkan kualitas visual yang baik untuk mendukung
penyampaian cerita. Salah satu elemen penting dalam produksi animasi 3D adalah
environment, yaitu lingkungan yang berfungsi sebagai latar tempat, pembangun
suasana, serta pendukung aktivitas karakter dalam cerita. Oleh karena itu,
diperlukan proses perancangan dan pembuatan aset emviromment yang sesuai

dengan kebutuhan visual dan konsep film animasi.

Penelitian ini bertujuan untuk merancang dan membuat aset environment
3D pada film animasi Asta in Chalk Town dalam Program Magang PANDAWA
2026. Proses pembuatan aset dilakukan menggunakan perangkat lunak Blender
untuk tahap modeling, UV Mapping, dan penyusunan environment, serta
Substance Painter untuk proses fexturing. Perancangan aset dilakukan berdasarkan
kebutuhan storyboard dan konsep visual yang mengadaptasi karakteristik kawasan

Bukittinggi era kolonial sebagai referensi utama lingkungan pada film.

Hasil penelitian berupa aset environment 3D yang terdiri atas bangunan
pertokoan, toko roti, jalan utama, gang, gerbang kota, serta berbagai properti
pendukung lingkungan yang digunakan dalam film animasi 4sta in Chalk Town.
Aset yang dihasilkan telah sesuai dengan kebutuhan produksi dan mampu

mendukung visualisasi lingkungan kota dalam film animasi.

Kata kunci: Teknologi Informasi, Environment, Texturing, Blender, Animasi 3D
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ABSTRACT

The advancement of digital technology has driven the development of the
3D animation industry, which requires high-quality visuals to support storytelling.
One crucial element in 3D animation production is the environment, which serves
as the setting, creates atmosphere, and supports character activities in the story.
Therefore, a process of designing and creating environmental assets is necessary
to align with the visual needs and concept of the animated film.

This research aims to design and create 3D environmental assets for the
animated film "Asta in Chalk Town" (Asta in Chalk Town) as part of the
PANDAWA 2026 Internship Program. The asset creation process was carried out
using Blender software for modeling, UV mapping, and environment composition,
and Substance Painter for texturing. Asset design was based on storyboard
requirements and a visual concept that adapted the characteristics of the

colonial-era Bukittinggi area as the primary environmental reference in the film.

The research resulted in 3D environmental assets consisting of shop
buildings, a bakery, a main road, an alley, a city gate, and various supporting
environmental properties used in the animated film "Asta in Chalk Town." The
resulting assets met production requirements and supported the visualization of

the city environment in the animated film.

Keyword: Information Technology, Environment, Texturing, Blender, 3D

Animation.
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