PEMBUATAN ANIMASI 3D RUMAH ADAT
MINANGKABAU MENGGUNAKAN BLENDER 3D

EKO MARDIANTO

41506010075

PROGRAM STUDI TEKNIK INFORMATIKA

FAKULTAS ILMU KOMPUTER

UNIVERSITAS MERCU BUANA

JAKARTA

2013



PEMBUATAN ANIMASI 3D RUMAH ADAT
MINANGKABAU MENGGUNAKAN BLENDER 3D

Laporan Tugas Akhir

Diajukan untuk melengkapi Salah Satu Syarat Memperoleh Gelar
Sarjana Strata Satu (1) Komputer

Oleh:
EKO MARDIANTO
41506010075
PROGRAM STUDI TEKNIK INFORMATIKA
FAKULTAS ILMU KOMPUTER
UNIVERSITAS MERCU BUANA
JAKARTA

2013









DAFTAR ISl

Lembar PEryataan ...........cceoouiiiiiiiie e i
Lembar PENQESANAN .........c.oiiiiiie i I
Kata PENGANTAT . .......ceiiiiiiiiiiee e ii
N 015 - | SRR v
N 01 - T RS URS vi
D - T g 1 R URRSR vii
Daftar GAMDA ........oeiiiie et Xii
Daftar TADEL.......cooeee e XV
BAB |. PENDAHULUAN ....ooi e 1
1.1 Latar BelaKang ........c.oooiiiiieiieeiie s 1
1.2 Perumusan Masalah .........cccooiiiiiic e 2
1.3 Batasan Masalah ..........ccccocoviiiiiiii e 2
1.4 Tujuan Tugas AKNIT ......oiie e 3
L5 IMANTAAL ...t 3
1.6 MetodologiPenelitian ..........cocuoiiiiiieiii e 3
1.7 SistematiKaPeNUIISAN. ........ccovvieiiie e 4
BAB Il. LANDASAN TEORI ..ooeiiiiiiiii e 6
2.1 MURIMEAIA....cceeeeeiiiie e e et e e nee e e nneee s 6

2.1.1 DefiniSi MURIMEAIA. . ..ceeee ettt e e e e e e e e e eeeeeeeenns 6



2.1.2 Sejarah MURIMEIA ........cooveiiiiiiicic e 7

2.1.3 Komponen MUIMEAIa........cooviiiiiiiiiiieiiic e 8
2.2 ANIIMAS Tttt ettt b ettt be e 9
2.2.1 JBNIS ANIMAST .veiiieiiieiiiee ittt 10
2.2.2 ANIMAST 2 DIMENST....ciiiiiiiiieiiie e 12
2.2.3 Stop Motion ANIMELION .......ooviiiiieiie e 12
2.3 Animasi Tiga DIMENSI (3D) ....eeviuiiiiieiiieiie et 13
2.4 Manfaat ANIMAST........eoiiiiiieiiee bbb 14
2.5 STOMYDOAI ... e 15
2.6 RUMAN GAAANG ...veeveiiiieiiie ittt 16
2.6.1 Arsitektur Rumah Gadang ..........cccovveeiieniiniieeiie e 16
2.7 BIBNGBT ... s 19
2.7.1 Sejaran BIENGEN ....coveiiiiiiie e 20
2.7.2 Pengenalan Antarmuka Blender...........cccoovviiiiiiiiiniiciee e 21
2.7.3 Blender Game ENQINe........ccoiiiiiiiiiiiieiieee s 23
2.8 PYLNON ... s 23
2.9 USE CaSe DIagram......cccueiiuieiiieiie ittt 24
2.10 DIagram ACTIVITY.......ocviiiuieiiieiie st 26
BAB I11 ANALISA DAN PERANCANGAN ....oooiiiiiieiiiiiee e 28
3.1 ANALISIS SISTEM .t 28

3.2 PEIANCANGAN ....c.uvvieeiiiie sttt ettt 28



3.2.1 Perancangan Struktur NAVIGAST ..........covueerieriieiiieiieeiie e 28

3.2.2 Perancangan StOrybhoard ..........ccoceevveiieeiieniie e 29
3.2.3 Perancangan ANIMASE .........ceiuieiiiarieiiie et 32
3.2.4 Use Case Diagram ANIMAST ........c.corveiieeiiiniieniee e 36
3.2.5 Flowchart Diagram ANIMASE.........eeiveriieiieiiieiiee e 38
3.2.6 Activity Diagram ANIMAST........cccuveriiiiieiieiiie e 39
3.2.7 Desain ANTarMUKE.........c.ooiiiiiieiiieiie et 43
BAB IV IMPLEMENTASI DAN PENGUJIAN SISTEM ......ccoooiiiiiiieein, 44
A1, TMPIEMENTAST. ...eeviiiiie i 44
4.2 Batasan ImpIlementasi ........ccoocveiiieiieiiie s 44
4.3 TANAPAN PIOSES .....viivieiiiie ittt 45
4.4 Pembuatan OBJEK 3D ......ooiiiiiiiiiiiiie s 45
4.5 LOQIC EAITOT ... iiiiiiiie s 47
4.5.1 Logic Editor Pilihan MEenU...........cccooiiiiiiiiiiieeec e 47
4.5.2 Logic Editor Tombol Pilihan Menu ...........cccooeviiiniiniiiene e 47
4.5.3 Logic Editor Halaman Game AnIMasi .........ccccvveieeniiieiieeniesee e 49
4.5.4 Logic Editor Halaman Animasi ..........ccoceviiriieniienie e 50
4.5.5 Logic Editor Halaman PetunjuK...........cccoooeviiiiiiiniiciieee e 51
4.6 PENGKOUBAN.......oiiiiiiiiiiitie ettt 51
4.6.1 Implementasi SCript Kamera..........ccooeviviiiiiiieniieiie e 51

4.6.2 Implementasi MOVEMENT ........ccoiiiiiiiiieiiee e 52



4.5.3 SNOW IMIOUSE. ..ottt ettt e e e ee e e e e et e e e e e e e e e e reaereeeestnreeeenes 53

4.6.4 HIOE IMOUSE ......veiiiieiie ettt 53
A7 PENGUJIAN ...ttt ettt ettt nb et 54
4.7.1 Metode Pengujian BIaCk BOX .........ccccvviiiiiiiiiiiiiiciic e 54
4.7.2 Skenario Pengujian BIack BOX..........cccovviiiiiiniiiiiiiniciicc e 54
4.7.3 Hasil Pengujian BIECK BOX ........cociiiiiiiiiiiiiiieeie e 56
4.8 Analisis Hasil PENQUJIAN .......cceiiiiiiiiii e 58
BAB V PENUTUP ....oiiiii et 59
5.1 KESTMPUIAN ... 59
5.2 SAIAN ...ttt 59
DAFTAR PUSTAKA ettt 60

LAMPIRAN L. nneas 61



Daftar Gambar

Gambar 2.1 Komponen Multimedia...........cccoooviiiiiiiiiiiieceee e 7
Gambar 2.2 Tampilan Koordinat 2D dan 3D .........ccccceviiriieniieniiesieeesee i 12
Gambar 2.3 VerteX, EAge, FaCe........cccveiiiieiiiie e 13
Gambar 2.4 Atap RUMaN GAGANG........cccueeiieiiieiiieiie e 16
Gambar 2.5 Ukiran Dinding Rumah Gadang............cccoovviieiiieniienieee e 16
Gambar 2.6 SUSUNAN RUANG .....ooiuiiiiiiiiieiie i 17
GaAMDAN 2.7 THANG ..ttt ettt nene s 17
Gambar 2.8 Letak Tiang Pada Rumah Gadang...........cccccevvveviieiiiniiiciieseennn 18
Gambar 2.9 Tampilan Antarmuka Blender 2.6...........cccceveviiniiiiieneeen 22
Gambar 3.1 Diagram Struktur NAVIGAST .......cccveivieiiiiiieiiee e 28
Gambar 3.2 Storyboard Pilihan Menu ..........ccccceviiiiiiiiniiiei e 29
Gambar 3.3 Storyboard Halaman Game ANIMasi ..........ccccveviveeiiieeiiieesiiee e 30
Gambar 3.4 Storyboard Halaman AnIMasi ...........cccceviieiiiniiiniie e 30
Gambar 3.5 Storyboard Halaman Petunjuk............ccccceoviiiieniniiiie e 32
Gambar 3.6 MOAEliNg ......cccviiiiiie e 33
GamBbAr 3.7 TEXLUMNNG .....veiveeiiieeiiee ettt 33
Gambar 3.8 COMPOSITING .....ceiuveeiiiiiie it 34
Gambar 3.9 TeXt EItOr ........oooviiiiiiic e 34

GaAMDBDAL 3.10 TIMEIING ..en ettt et e et e e e e e e e r e e e e e e eee e reerenes 35



Gambar 3.11 RENUEIING ...ooveeieiieiieiiie et 35

Gambar 3.12 Use Case DIAGIam .........cocueeieeriiieiieeiie et 36
Gambar 3.13 Flowchart DIagram ..........cccocveiiieiieenieiiie e 39
Gambar 3.14 Activity Diagram Pilihan Menu ..........cccoccviiiiiiiiiiien 40
Gambar 3.15 Activity Diagram Halaman MasuK............cccccevveeviieeiiiee e 41
Gambar 3.16 Activity Diagram Halaman Animasi .........ccccceevevviienieeniesieennnn 42
Gambar 3.17 Activity Diagram Halaman Petunjuk............ccccooeviiiiiiiieniiennn, 42
Gambar 3.18 Tampilan Antarmuka Pilihan Menu ...........cccccccoveviiiiiiic e, 43
Gambar 4.1 Pemodelan Rumah Gadang ..........cccooveriiiiiniieniieeee e 46
Gambar 4.2 Texturing Rumah Gadang...........ccccooeeiiiiiiniiieiiee e 46
Gambar 4.3 Logic Editor Kamera Pilihan Menu.............ccccevieeviiee e 47
Gambar 4.4 Logic Editor Tombol MasuK...........cccceovveiiiieiie e 48
Gambar 4.5 Logic Editor Tombol ANIMAST ......cooviiiiiiiiiiiiieiieee e 48
Gambar 4.6 Logic Editor Tombol Petunjuk...........cccccoviiiiiiiiiiiieiieeeen 49
Gambar 4.7 Logic Editor Tombol Keluar...........ccccooovveiiiiieiee e 49
Gambar 4.8 Logic Editor Halaman Game ANIMasi..........ccccveveeviieeiiieesineesnnne 50
Gambar 4.9 Logic Editor Halaman Animasi...........c.ccoooveiiiniieniie e 50

Gambar 4.10 Logic Editor Halaman Petunjuk ............ccccoveiiiniiniinecenn 51



Daftar Tabel

Tabel 2.1 Notasi Use Case Diagram .........ccocueeieeiieeiiienieeiie e 24
Tabel 2.2 Notasi Diagram AKLIfItaS..........ccocveiiiiiiiii e 26
Tabel 4.1 Kebutuhan Perangkat Lunak dan Perangkat Keras ............cccccevvenne. 44
Tabel 4.2 Tabel Skenario Pengujian Black BOX...........ccccceviiiiiiiiiiiiiiiiecieee 62

Tabel 4.3 Tabel Hasil Pengujian BIack BOX .........ccccccvviiiiiiiiiiiiieie e 63



