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ABSTRAK 

 

 
Oliver Mulyadi 

Animasi 
 Perancangan Video Game 3D “Geos, Rise of the Forgotten” 
 

 Industri dunia hiburan berkembang dengan cepat seiring perkembangan 
teknologi, salah satu bentuk hiburan yang banyak disukai adalah video game. 
Adanya faktor interaksi dengan tampilan yang menarik membuat video game 
digemari. “Geos, Rise of the Forgotten” merupakan video game dengan genre 
third person 3D RPG. Perancangan ini menggunakan elemen grafis 3D yang 
dominan. Tugas akhir ini meliputi perancangan konsep, pembuatan elemen grafis, 
dan desain media pendukung. 
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Oliver Mulyadi 
  Animation 
 3D Animation Video Game “Geos, Rise of the Forgotten” 
 
 The development of entertainment industry is getting faster together with 
improvement in technology. Video game is the most popular entertainment now. 
Due to interaction factor between the player and the game, also the interesting 
appearance. “Geos, Rise of the Forgotten” is a third person 3D RPG animation 
video game. This game, used 3D graphic element as the main theme. The concept 
design, making the graphic element  and supporting media is the contain of this 
project. 
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