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ABSTRAK 
 
 
Penelitian ini mengevaluasi efisiensi perancangan karakter 3d dengan bantuan kecerdasan 

buatan (AI) dibandingkan metode manual dalam produksi serial animasi "SMASH!" Episode 

Pilot. Penelitian ini berfokus pada aspek teknis, khususnya tahapan pembuatan model karakter 

3d yang menjadi elemen inti dalam proses animasi. Penggunaan AI dalam pemodelan karakter 

3d memungkinkan untuk mempercepat proses yang biasanya memakan waktu lama pada 

metode manual, sehingga seniman dapat langsung menyempurnakan detail seperti proporsi 

tubuh, ekspresi wajah, dan gerakan. Hasilnya, AI secara signifikan mempercepat seluruh proses 

perancangan, meskipun hasil yang didapat masih belum bisa dikatakan sempurna. AI juga 

terbukti meningkatkan efisiensi produksi animasi dan potensi AI yang selalu mengalami 

peningkatan tiap tahun. AI dapat digunakan untuk kolaborasi antara teknologi dan kreativitas 

manusia dan memberikan peluang bagi industri animasi yang lebih inovatif. 
 
 
Kata Kunci: Perancangan karakter, animasi 3d, AI, efisiensi 
 
 
 
 
 
 

ABSTRACT 
 
 
This study evaluates the efficiency of 3d character design with the help of artificial intelligence 

(AI) compared to manual methods in the production of the animated series "SMASH!" Pilot 

Episode. This research focuses on the technical aspects, especially the 3d character modeling 

stage which is the core element in the animation process. The use of AI in 3d character 

modeling makes it possible to speed up the process that usually takes a long time in the manual 

method, so that artists can immediately fine-tune details such as body proportions, facial 

expressions, and movements. As a result, AI significantly speeds up the entire design process, 

although the results are still not perfect. AI is also proven to increase the efficiency of animation 

production and the potential of AI is always increasing every year. AI can be used for 

collaboration between technology and human creativity and provide opportunities for a more 

innovative animation industry. 
 
 
Keywords: Character design, 3d animation, AI, efficiency 
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pi
lo

t.
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