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INTISARI 

 

Penelitian ini berfokus pada perancangan dan pembuatan asset 3D 

environment pada game Grim Eduscape dengan penekanan pada proses 

modelling, lighting, atmosfer, dan implementasi environment menggunakan Unity 

Engine. Tujuan penelitian ini adalah menghasilkan environment 3D bertema horor 

edukatif yang mampu mendukung gameplay eksplorasi dan puzzle pada game 

Grim Eduscape.  

Tahapan penelitian meliputi analisis kebutuhan environment, perancangan 

konsep lingkungan berdasarkan skenario permainan, pembuatan asset 3D 

menggunakan Blender, penerapan material dan lighting, serta implementasi asset 

environment ke dalam Unity Engine. Proses pengembangan juga memperhatikan 

aspek modelling, tata ruang, objek interaktif, dan atmosfer visual untuk 

membangun suasana horor yang imersif.  

Hasil penelitian yang diharapkan berupa environment 3D interaktif dengan 

kualitas visual yang baik serta mampu mendukung pengalaman eksplorasi pemain 

pada game Grim Eduscape. Penelitian ini juga diharapkan dapat menjadi referensi 

dalam proses perancangan dan pembuatan asset 3D environment pada 

pengembangan game berbasis Unity. 

 

Kata kunci: 3D Environment, Asset 3D, Modelling, Unity Engine, Blender, 

Game Horor Edukatif. 
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ABSTRACT 

 

This research focuses on the design and creation of 3D environmental 

assets for the game Grim Eduscape, with an emphasis on modeling, lighting, 

atmosphere, and environment implementation using the Unity Engine. The 

goal of this research is to create an educational horror-themed 3D 

environment that supports exploration and puzzle gameplay in Grim 

Eduscape.  

The research stages include environmental requirements analysis, 

environmental concept design based on the game scenario, 3D asset creation 

using Blender, material and lighting application, and environmental asset 

implementation in the Unity Engine. The development process also considers 

modeling, spatial planning, interactive objects, and visual atmosphere to 

create an immersive horror atmosphere.  

The expected outcome of this research is an interactive 3D environment 

with high visual quality that supports the player's exploration experience in 

Grim Eduscape. This research is also expected to serve as a reference in the 

design and creation of 3D environmental assets in Unity-based game 

development. 

Keywords: 3D, Environment, Unity, 3D Assets, Modelling, Blender, 

Educational Horror Game

 

 

 

 

 

 

 

 


