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ABSTRACT 

 

This research identifies and solves two problems related to the Suci Kurnia store, 

namely the lack of the use of 3D visuals and the lack of popularity of the use of 3D 

in store promotions. Data collection methods include interviews, observation, and 

literature study. The final result of this research is the development of 3D character 

keychains as a solution to solving problems. The research was conducted by 

involving shop owners in the problem identification process. Then, a design concept 

is developed that utilizes the store's advantages to differentiate itself from 

competitors. The design process involves sketching and digitizing using the Blender 

application. The resulting 3D characters are used in store promotions to increase 

popularity and provide unique experiences to consumers. The conclusion of this 

study is that the use of 3D characters as a promotional medium is effective in 

differentiating a store and increasing its attractiveness in the market. 

Keywords : Design, 3DCharacter, MediaPromotion 

 

 

ABSTRAK 

 

Penelitian ini mengidentifikasi dan memecahkan dua masalah terkait dengan toko 

Suci Kurnia yaitu kurangnya penggunaan visual 3D dan kurangnya popularitas 

penggunaan 3D dalam promosi toko. Metode pengumpulan data meliputi 

wawancara, observasi, dan studi pustaka. Hasil akhir dari penelitian tersebut adalah 

pengembangan gantungan kunci berbentuk karakter 3D sebagai solusi pemecahan 

masalah Penelitian dilakukan dengan melibatkan pemilik toko dalam proses 

identifikasi masalah. Kemudian, dikembangkan konsep perancangan yang 

memanfaatkan kelebihan toko untuk membedakan diri dari pesaing. Proses 

perancangan melibatkan pembuatan sketsa dan digitalisasi menggunakan aplikasi 

Blender. Karakter 3D yang dihasilkan digunakan dalam promosi toko untuk 

meningkatkan popularitas dan memberikan pengalaman unik kepada konsumen. 

Kesimpulan penelitian ini adalah bahwa penggunaan karakter 3D sebagai media 

promosi efektif untuk membedakan toko dan meningkatkan daya tariknya di pasar 

 

Kata kunci : Perancangan, Karakter 3D, Media Promosi 
 

  



 

ix 
 

 

DAFTAR ISI 

HALAMAN JUDUL 

LEMBAR PENGESAHAN TUGAS AKHIR ..................................................... ii 

LEMBAR PERSETUJUAN SIDANG TUGAS AKHIR .................................. iii 

PERNYATAAN ORIGINALITAS TUGAS AKHIR ....................................... iv 

PERNYATAAN PUBLIKASI KARYA ILMIAH .............................................. v 

ABSTRACT ........................................................................................................... vi 

PRAKATA ........................................................................................................... vii 

DAFTAR ISI ......................................................................................................... ix 

DAFTAR TABEL ............................................................................................... xii 

DAFTAR GAMBAR .......................................................................................... xiii 

DAFTAR LAMPIRAN ....................................................................................... xv 

BAB I PENDAHULAN  ........................................................................................ 1 

A. Latar Belakang ......................................................................................................... 1 

B. Identifikasi Masalah ................................................................................................ 2 

C. Batasan Masalah ..................................................................................................... 2 

D. Rumusan Masalah ................................................................................................... 3 

E. Tujuan Penulisan ..................................................................................................... 3 

F. Manfaat Penulisan .................................................................................................. 3 

1. Bagi Penulis ......................................................................................................... 3 

2. Bagi Politeknik Negeri Media Kreatif .................................................................. 4 

3. Bagi Toko Suci Kurnia .......................................................................................... 4 

BAB II TINJAUAN PUSTAKA ........................................................................... 5 

A. Perancangan ........................................................................................................... 5 

1. Unsur-Unsur Desain Grafis .................................................................................. 5 

2. Prinsip-prinsip Desain Grafis ............................................................................... 7 

D. 3D (Tiga Dimensi) .................................................................................................. 10 

E. 3D Modeling .......................................................................................................... 10 

1. Polygon.............................................................................................................. 11 



 

x 
 

2. Edges ................................................................................................................. 11 

3. Vertices .............................................................................................................. 11 

F. Karakter ................................................................................................................. 12 

H. Media Promosi ...................................................................................................... 13 

I. Busana Muslim ...................................................................................................... 13 

1. Warna Primer .................................................................................................... 15 

2. Warna Sekunder ............................................................................................... 15 

L. Aplikasi Dalam Perancangan ................................................................................. 16 

1. Blender .............................................................................................................. 16 

BAB III METODE PELAKSANAAN ............................................................... 18 

A. Data/Objek Penelitian ........................................................................................... 18 

1. Sejarah Perusahaan........................................................................................... 18 

2. Profil Perusahaan .............................................................................................. 19 

1. Visi dan Misi Toko Suci Kurnia .......................................................................... 19 

B. Struktur Organisasi Toko Suci Kurnia .................................................................... 20 

C. Teknik Pengumpulan Data .................................................................................... 20 

1. Observasi ........................................................................................................... 20 

2. Studi Pustaka ..................................................................................................... 21 

3. Wawancara ....................................................................................................... 21 

D. Ruang Lingkup ....................................................................................................... 21 

1. Peran Penulis..................................................................................................... 21 

2. Katagori Karya ................................................................................................... 21 

3. Ide Karya ........................................................................................................... 22 

E. Langkah Kerja ........................................................................................................ 22 

1. Praproduksi ....................................................................................................... 23 

2. Produksi ............................................................................................................ 26 

3. Pascaproduksi ................................................................................................... 28 

BAB IV PEMBAHASAN .................................................................................... 29 

A. Strategi Visual ....................................................................................................... 29 

1. Ide ..................................................................................................................... 29 

2. Perancangan Sketsa Karakter ........................................................................... 29 



 

xi 
 

3. Warna ................................................................................................................ 29 

B. Proses Sketsa ........................................................................................................ 30 

C. Proses Digitalisasi 3D karakter .............................................................................. 31 

D. Proses pewarnaan dalam desain karakter 3D....................................................... 53 

E. Render Image ........................................................................................................ 59 

F. Contoh Mockup..................................................................................................... 62 

G. Hasil Akhir ............................................................................................................. 64 

BAB V PENUTUP ............................................................................................... 66 

A. Simpulan ............................................................................................................... 66 

B. Saran ..................................................................................................................... 66 

DAFTAR PUSTAKA .......................................................................................... 68 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

xii 
 

DAFTAR TABEL 

Tabel 1.   Profil perusahaan ................................................................................  18 

Tabel 2.   Tabel Langkah Kerja  ..........................................................................  26 

Tabel 3.   Tabel Warna ........................................................................................  25 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

xiii 
 

DAFTAR GAMBAR 

Gambar 1.   Software blender .............................................................................  16 

Gambar 2.   Logo suci kurnia ..............................................................................  18 

Gambar 3.   Struktur organisasi toko suci kurnia ................................................  20 

Gambar 4.   Siklus Langkah Kerja ......................................................................  22 

Gambar 5.   Hardware yang digunakan ...............................................................  24 

Gambar 6.   Icon blender .....................................................................................  25 

Gambar 7.   Sketsa ..............................................................................................  26 

Gambar 8.   Gambar sketsa .................................................................................  30 

Gambar 9.   New Project .....................................................................................  31 

Gambar 10. Menambah Asset .............................................................................  32 

Gambar 11. Membuat Mata ................................................................................  33 

Gambar 12. Menggandakan Mata .......................................................................  33 

Gambar 13. Membuat Alis  .................................................................................  34 

Gambar 14. Menggandakan Alis ........................................................................  35 

Gambar 15. Desain Alis  .....................................................................................  36 

Gambar 16. Pembuatan Sepatu ...........................................................................  37 

Gambar 17. Menyeleksi Pembuatan Sepatu .......................................................  37 

Gambar 18. Sherink Pada Sepatu ........................................................................  38 

Gambar 19. Menyeleksi Pembuatan Sepatu .......................................................  39 

Gambar 20. Menyeleksi Pembuatan Tapak Sepatu.............................................  39 

Gambar 21. Menggandakan Sepatu ....................................................................  40 

Gambar 22. Membuat Armature .........................................................................  41 

Gambar 23. Pembuatan In Front .........................................................................  42 

Gambar 24. Extrude Pada Armature  .................................................................  42 

Gambar 25. Menggandakaan Pada Armature  ....................................................  43 

Gambar 26. Membuat Baju Pada Karakter Prempuan ........................................  44 

Gambar 27. Menggandakan Baju pada Karakter Laki-Laki ...............................  45 

Gambar 28. tools Sherink Baju Pada Karakter Prempuan ..................................  46 

Gambar 29. Extrude Baju Pada Karakter Prempuan ...........................................  47 

Gambar 30. selection Baju Pada Karakter Prempuan  ........................................  48 

Gambar 31. selection Baju Pada Karakter Prempuan 2 ......................................  49 

Gambar 32. Uv Sphere Baju Pada Karakter Prempuan .......................................  50 

Gambar 33. Kancing Baju Pada Karakter Laki-Laki  .........................................  51 

Gambar 34. Extrude Baju Pada Karakter Laki-Laki  ..........................................  52 

Gambar 35. Selection Baju Pada Karakter Laki-Laki  ........................................  53 

Gambar 36. Shading Pada Karakter  ...................................................................  53 

Gambar 37. Menu Material Propersties  ............................................................  54 

Gambar 38. Pewarnaan Pada Rambut .................................................................  55 



 

xiv 
 

Gambar 39. Pewarnaan Pada Mata  ....................................................................  56 

Gambar 40. Pewarnaan Pada Alis  ......................................................................  56 

Gambar 41. Pewarnaan Pada Kulit .....................................................................  57 

Gambar 42. Pewarnaan Pada Baju ......................................................................  58 

Gambar 43. Pewarnaan Pada Sepatu  ..................................................................  59 

Gambar 44. Render Image ..................................................................................  60 

Gambar 45. Tampak Atas  ..................................................................................  60 

Gambar 46. Tampak Depan ................................................................................  61 

Gambar 47. Tampak Samping ............................................................................  61 

Gambar 48. Tampak Belakang ............................................................................  62 

Gambar 49. Contoh Mockup  ..............................................................................  63 

Gambar 50. Contoh Mockup 2 ............................................................................  63 

Gambar 51. Standee Gantungan Kunci Akrilik  .................................................  64 

Gambar 52. Standee Gantungan Kunci Akrilik 2 ...............................................  64 

Gambar 53. Action Figure ..................................................................................  55 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

xv 
 

DAFTAR LAMPIRAN 

Lampiran 1: Biodata Penulis  

Lampiran 2: Salinan Lembar Bimbangan Tugas Akhir Dari Pembimbing 1 Dan 2   

Lampiran 3: Berita Acara Seminar Proposal Tugas Akhir 

Lampiran 4: Undangan Seminar Proposal Tugas Akhir 

Lampiran 5: Surat keterang Izin Penelitian  

Lampiran 6: Surat Balasan Penelitian 

Lampiran 7: Transkip Wawancara  

Lampiran 8: Dokumentasi Poto Kegiatan Terkait Dengan Tugas Akhir 

Lampiran 9: Undangan Sidang Tugas Akhir  


	f493802c908f095908abc83fe81550a413906c2423d3cc0534fa5a6fae27a09e.pdf
	b401c9fd0a2283e1b3fe7611d4dba38610bfa1ec4765dcab2972a9d38c3bbe4b.pdf
	a5a52a766541ed8ff0dd18e7b929070fc155f5d56596d29510770a29c4a88357.pdf
	b401c9fd0a2283e1b3fe7611d4dba38610bfa1ec4765dcab2972a9d38c3bbe4b.pdf
	f493802c908f095908abc83fe81550a413906c2423d3cc0534fa5a6fae27a09e.pdf
	f493802c908f095908abc83fe81550a413906c2423d3cc0534fa5a6fae27a09e.pdf

