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I 
 

ABSTRAK 

Penelitian ini merancang desain karakter animasi 3D "Gears of Polarity" 

menggunakan metode shape language untuk memvisualisasikan kepribadian 

ekstrovert dan introvert. Karakter ekstrovert didesain dengan bentuk dinamis dan 

melengkung, mencerminkan sifat energik dan terbuka, sementara karakter introvert 

menggunakan bentuk angular dan tertutup untuk menggambarkan ketenangan dan 

refleksi. Penelitian ini juga menekankan aspek kerjasama antara kedua karakter, 

menciptakan harmoni visual meskipun memiliki perbedaan kepribadian. Hasilnya 

diharapkan memberikan kontribusi dalam desain karakter yang efektif 

menyampaikan kompleksitas kepribadian dan nilai kerjasama. 

Kata kunci: kepribadian, kerjasama, shape language. 

ABSTRACT 

This research designs 3D animated characters for "Gears of Polarity" using 

the shape language method to visualize extroverted and introverted personalities. 

The extroverted character is designed with dynamic and curved shapes, reflecting 

energetic and open traits, while the introverted character uses angular and closed 

forms to convey calmness and introspection. The study also emphasizes the aspect 

of collaboration between the two characters, creating visual harmony despite their 

contrasting personalities. The results are expected to contribute to character design 

that effectively communicates the complexity of personalities and the value of 

cooperation.  

Keywords: personality, collaboration, shape language. 
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