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ABSTRAK 

 

This research discusses the application of polygonal modeling techniques in the 

creation of a 3D environment for the animated film “BLANK!”, which explores the 

negative impact of gadgets on academic achievement. The creation process utilized 

Alma M. Hawkins' creative method, which includes the stages of exploration, 

improvisation, and formation. The result is two main environments, namely a 

bedroom and a classroom, with a stylized environmental style. Based on expert 

assessment, the application of the technique is considered relevant and supports the 

film's narrative, although the lighting aspect still needs improvement. Overall, 

polygonal modeling has proven capable of creating high-quality 3D environments 

that support the film's narrative and meet the story's needs. 

 

Keywords: Animation, Polygonal Modeling, Environment 3D, negative impact of 

gadgets 

 

 

Penelitian ini membahas penerapan teknik polygonal modeling dalam pembuatan 

3D environment pada film animasi “BLANK!” yang bertema dampak negatif 

gadget terhadap prestasi belajar. Proses penciptaan menggunakan metode kreatif 

Alma M. Hawkins yang meliputi tahap eksplorasi, improvisasi, dan pembentukan. 

Hasilnya berupa dua environment utama, yaitu ruang kamar dan ruang kelas dengan 

gaya stylized environment. Berdasarkan penilaian ahli, penerapan teknik dinilai 

relevan dan mendukung narasi film, meskipun aspek pencahayaan masih perlu 

ditingkatkan. Secara keseluruhan, polygonal modeling terbukti mampu dalam 

menciptakan environment 3D yang berkualitas visual, mendukung narasi film dan 

sesuai dengan kebutuhan cerita. 

 

Kata Kunci: Animasi, Polygonal Modeling, Environment 3D, Dampak 

Negatif Gadget 
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