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ABSTRAK  

Penelitian ini bertujuan menerapkan teknik Non-Photorealistic Rendering (NPR) 

pada film animasi 3D TERJANG untuk menghasilkan visual bergaya ilustratif. 

Metode yang digunakan adalah Research and Development (R&D) dengan model 

pengembangan 4D yang meliputi define, design, develop, dan disseminate. 

Pengembangan dilakukan melalui pembuatan tekstur hand-painted di Substance 

Painter serta perancangan shader node dan compositing di Blender. Hasil penelitian 

menunjukkan bahwa penerapan teknik tersebut mampu menghasilkan visual NPR 

yang konsisten, memperjelas bentuk objek, dan mendukung penyampaian pesan 

mengenai dampak deforestasi terhadap satwa endemik Indonesia.  

Kata Kunci: Non-Photorealistic Rendering, Animasi 3D, Blender, Substance  

Painter  

  

This study aims to apply the Non-Photorealistic Rendering (NPR) technique in the 

3D animated film TERJANG to produce an illustrative visual style. The research 

employed the Research and Development (R&D) method using the 4D development 

model, consisting of Define, Design, Develop, and Disseminate stages. The 

development process involved creating hand-painted textures in Substance Painter 

and designing shader nodes and compositing in Blender. The results show that the 

implementation of these techniques successfully produced a consistent NPR visual 

style, enhanced object readability, and supported the delivery of messages about 

the impact of deforestation on Indonesia's endemic wildlife.  

Key word: Non-Photorealistic Rendering, Animation 3D, Blender, Substance 

Painter.  
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