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ABSTRAK 

 

Kecerdasan buatan (AI) telah menjadi tantangan besar di berbagai sektor, termasuk di 

bidang animasi. Padahal, tanpa disadari, AI juga banyak digunakan dalam kehidupan sehari-

hari, seperti asisten virtual, aplikasi pengeditan foto, hingga algoritma rekomendasi di media 

sosial. Efektivitas AI yang mampu menyamai atau bahkan melampaui pekerjaan manusia 

dalam waktu singkat menjadi peluang di industri kreatif seperti animasi, yang dapat berfungsi 

sebagai sumber inspirasi maupun penggerak di bagian produksi animasi, salah satunya 

pembuatan aset. Film animasi SMASH bercerita tentang seorang pemuda bernama Abim, 

seorang anak kelas 2 SD yang bertubuh gemuk namun lincah, terinspirasi menjadi atlet 

bulutangkis setelah menonton liputan tentang legenda Liem Swie King bersama ayahnya. 
Penelitian ini mengukur bagaimana efektivitas penerapan AI Generate dan teknik kitbashing 

dalam proses produksi environment animasi SMASH, dengan fokus pada bagaimana kedua 

pendekatan tersebut dapat dioptimalkan untuk meningkatkan efisiensi dan kualitas hasil 

produksi. 

 

Kata kunci: Kecerdasan buatan, Kitbashing, efektifitas, environment 

 

Artificial intelligence (AI) has become a big challenge in many sectors, including 

animation. In fact, without realizing it, AI is also widely used in everyday life, such as virtual 

assistants, photo editing applications, and recommendation algorithms on social media. The 

effectiveness of AI that is able to match or even surpass human work in a short time is an 

opportunity in creative industries such as animation, which can serve as a source of inspiration 

as well as a driver in animation production, one of which is asset creation. The animated film 

SMASH tells the story of a young man named Abim, a chubby but agile 2nd grader who was 

inspired to become a badminton athlete after watching coverage of the legend Liem Swie King 

with his father. This research measures the effectiveness of applying AI Generate and 

kitbashing techniques in the production process of the SMASH animation environment, 

focusing on how the two approaches can be optimized to improve the efficiency and quality of 

production results. 

 

Keywords: Artificial intelligence, Kitbashing, effectiveness, environment 
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