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ABSTRACT

This study aims to apply the parang batik motif based on procedural texture to the
KRL seat object as a visual element in the short animated film "Destination". The
method used is an art creation method with a descriptive qualitative approach,
which includes the stages of concept exploration, visual design, digital
experimentation and the realization of the work. The texturing process is carried
out using Substance Painter software with a procedural texture system to produce
flexible, consistent, and easily adapted batik motifs to the needs of animation
production. The object of the study is focused on the KRL passenger seat as a
representation of the main character's batik travel space in the film. The results of
the study show that the application of the parang batik motif based on procedural
texture is able to produce a visual appearance that is consistent, varied, and in
harmony with the film's narrative concept, and is effective in strengthening cultural
representation in modern animation media.

Keywords: batik, procedural texture, 3D animation, visual representation.

ABSTRAK

Penelitian ini bertujuan untuk menerapkan motif batik parang berbasis texture
procedural pada objek kursi KRL sebagai elemen visual dalam film animasi pendek
“Destination”. Metode yang digunakan adlaah metode penciptaan seni dengan
pendeketan kualitatif deskriptif, yang meliputi tahapan eksplorasi konsep,
perancangan visual, eksperimen digital dan perwujudan karya. Proses teksturing
dilkaukan menggunakan perangkat lunak Substance Painter dengan sistem
procedural texture untuk menghasilkan motif batik yang fleksibel, konsisten, dan
mudah disesuaikan dengan kebutuhan produksi animasi. Objek penelitian
difokuskan pada kursi penumpang KRL sebagai representasi ruang perjalanan batik
karakter utama dalam film. Hasil penelitian menunjukkan bahwa penerapan motif
batik parang berbasis procedural texture mampu menghasilkan tampilan visual
yang konsisten, variatif, dan selaras dengan konsep naratif film, serta efektif dalam
memperkuat representasi budaya dalam media animasi modern.

Kata kunci: batik, texture procedural, 3D Animation, representasi visua
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