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ABSTRAK 

Proyek ini bertujuan menciptakan karakter 3D untuk film animasi "Kacamata 

Super" dengan menggunakan metode polygon modeling. Film ini mengangkat isu 

sosial tentang ketergantungan terhadap teknologi dan pentingnya nilai kejujuran 

serta kerja keras pada remaja. Teknik polygon modeling dipilih karena efisien, 

mudah dikontrol, dan sesuai dengan pipeline animasi industri. Karakter dirancang 

bergaya semi-realistis dengan anatomi humanoid agar mudah diterima oleh 

penonton. Hasil modeling difokuskan pada topologi wajah untuk mendukung 

ekspresi saat animasi. Proses ini dilakukan menggunakan software Blender. 

Hasilnya menunjukkan bahwa polygon modeling efektif dalam menciptakan 

karakter edukatif yang mampu menyampaikan pesan moral kepada audiens remaja. 

Kata kunci: Polygon Modeling, Karakter 3D, Animasi Edukatif, Akhlak Remaja, 

Blender 

ABSTRACT 

This project aims to create 3D characters for the animated film "Kacamata Super" 

using the polygon modeling method. This film raises social issues about dependence 

on technology and the importance of honesty and hard work for teenagers. The 

polygon modeling technique was chosen because it is efficient, easy to control, and 

fits the industrial animation pipeline. The characters are designed in a semi-

realistic style with humanoid anatomy to be easily understood by the audience. The 

modeling results focused on facial topology to support expressions during 

animation. This process was carried out using Blender software. The results show 

that polygon modeling is effective in creating educational characters that are able 

to convey moral messages to teenage audiences. 

Keywords: Polygon Modeling, 3D Character, Educational Animation, Teen 

Morality, Blender
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