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ABSTRAK
the creation of 3D animation is inseparable from the visual aspects, especially the
Environment. Environment is an area where characters move and interact
according to the scene in the story, where each element is interconnected in building
the atmosphere and mood based on the story. The author chose the topic of
designing an environment design to strengthen the visual conflict in the story and
characters. By utilizing visual elements such as color and lighting, the environment
is designed to be not only a background, but also an important part in conveying

the emotion and intensity of the story.

Keywords: 3D Animation, Environment, Design, Visual

Pembuatan animasi 3D tidak terlepas dari aspek visual terutama Environment.
Environment merupakan merupakan area tempat di mana karakter bergerak dan
berinteraksi sesuai adegan dalam cerita yang di setiap elemen-elemen di dalamnya
saling berhubungan dalam membangun suasana dan mood berdasarkan cerita.
Penulis memilih topik perancangan desain environment untuk memperkuat visual
konflik dalam cerita dan karakter, dengan memanfaatkan elemen visual seperti
warna dan pencahayaan, environment dirancang agar tidak hanya menjadi latar
belakang, tetapi juga bagian penting dalam menyampaikan emosi dan intensitas

cerita.

Kata Kunci: Animasi 3D, Environment, Desain, Visual
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