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INTRODUCTION

Visual identity is a fundamental element in
the communication strategy of an institution or
event to the public. One of the most effective,
memorable, and emotionally compelling
components of visual identity is the mascot. A
mascot is a visual character designed to represent
the values, spirit, and distinctive characteristics of
an entity, whether an organization, brand, sports
team, or major event (Hidayah et al,, 2022). The
presence of a mascot does not merely function as
visual decoration, but also as a communication
medium capable of conveying complex messages
intuitively and emotionally to diverse audiences.
Mascot design for a specific event has been shown
to strengthen the image and appeal of the event
while facilitating audience acceptance of the visual
identityitcarries (Yogaetal.,, 2023).

Sports competition events represent one
form of activity with a strategic role in society.
Referring to the National Sports System Law
Number 3 of 2005, Chapter II Article 4, the
organization of sports events aims to maintain and
improve health, fitness, achievement, and the
quality of human resources, while instilling moral
values, sportsmanship, and discipline, as well as
strengthening national unity (Fahmi etal., 2024).

Porsimaptar (Sports and Arts Week for
Students, Pupils, and Cadets) is one of the
prestigious annual competition events organized
by the Semarang Police Academy (Akpol). This
event involves thousands of participants from
various institutional backgrounds competing
across multiple sports and arts disciplines. The
official Porsimaptar logo visually features the
silhouette of Gajah Mada, the grand prime minister
of the Majapahit Kingdom, widely recognized as a
symbol of Nusantara unity and an unyielding
fighting spirit. The selection of this figure in the
event logo reflects Porsimaptar's aspiration as a
platform for unity and healthy cross-institutional
competition.

Although the Porsimaptar logo already
carries strong symbolic value through the
silhouette of Gajah Mada, the potential of this
character has not been optimally developed into a
representative and digitally adaptive three-
dimensional (3D) mascot. The use of 3D mascots in
modern events has become an increasingly
pressing need, given the high frequency of visual
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content consumption across various platforms
such as LED displays. A 3D-based mascot offers
high flexibility as it can be animated, rendered
from multiple angles, and consistently adapted to
various media formats, making it effective in
attracting audience interest (Rahardja et al,,
2015).

The chibi art style was chosen in this design
as a response to the needs of Porsimaptar's
audience, the majority of whom are young people.
Chibi is a Japanese illustration and character
modeling style featuring large head proportions
with a small body, expressive facial features, and an
appearance that inherently conveys a cute,
friendly, and fun impression (Shaula & Hasyim,
2017). The use of the chibi style in mascot design
has proven effective in enhancing the emotional
engagement of young audiences, with facial
expressions and small body proportions being the
dominant factors that produce a cute and
enjoyable impression (Laurencia, 2025). In the
context of Porsimaptar, the chibi style allows the
sacred historical figure of Gajah Mada to be
reintroduced in a more accessible, warm, and
relevantmanner for Generation Z.

Previous research by Yuda et al. (2022)
demonstrated that mascots designed with a deep
consideration of institutional values are capable of
significantly increasing brand awareness.
Meanwhile, Ahmad Salahudin (2023) affirmed
that the integration of cultural and historical
references in mascot design has been proven to
strengthen the relevance and depth of meaning ofa
characterinthe eyes of users.

Blender, as an open-source software with a
comprehensive ecosystem for modeling, sculpting,
texturing, rigging, and rendering, was selected as
the primary production tool due to its proven
effectiveness in producing realistic and detailed
3D visualizations (Ferdianto et al., 2024). In terms
of methodology, Design Thinking was applied as
the design framework due to its iterative,
collaborative, and human-centered nature,
ensuring that every design decisionis rooted in the
real needs of the stakeholders or client (Brown,
2008). This article systematically presents the
process of designing the 3D Gajah Mada mascot for
Porsimaptar using the Design Thinking method,
from the user research stage to the final product
ready for use.
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METHODS

This study employs the Design Thinking
approach method developed by IDEO and
popularized by Stanford University's d.school,
consisting of five stages: Empathize, Define, Ideate,
Prototype, and Test. This method was chosen for
its iterative, collaborative, and user-centered
nature, making it highly relevant to the process of
designing visual characters that must meet the
expectations of various stakeholders (Brown,
2008). Alrazi & Rachman (2021) demonstrated
that the application of Design Thinking to digital
visual media design significantly improves the
relevance and quality of design output in relation
to user needs. The application of Design Thinking
specifically to mascot design has also been shown
to help designers systematically capture audience
preferences and produce characters that are
relevant to regional or institutional identity
(Abdurrohman & Nurfitri, 2023).

Third, an online questionnaire was
administered to 10 independent audience
members who had attended the event and had no
involvement in the design process. The
questionnaire evaluated mascotrecall, recognition
of Gajah Mada representation, and visual legibility
onthe LED screen.

In the Empathize stage, primary data was
collected through in-depth interviews with three
vendor informants responsible for managing the
visual aspects of the Porsimaptar event, namely
Azzam Albanna, Maynard Ryan, and Nur Syafiq.
These three informants served as a
communication bridge between the Porsimaptar
event committee as the client and the designer.
Direct observation of the official Porsimaptar logo
and a literature study of the historical figure of
Gajah Mada were also conducted to build a
thorough understanding of the relevant visual
attributes.

The Design Thinking framework was
operationalized as a sequential butiterative design
process. The Empathize stage was used to identify
stakeholder needs, historical references, audience
characteristics, and technical requirements. These
findings were synthesized during the Define stage
to formulate the main design problem and design
criteria. The criteria subsequently guided visual
concept generation and alternative selection
during the Ideate stage. The selected concept was
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translated into a three-dimensional character
during the Prototype stage, while the Test stage
evaluated the resulting mascot in terms of identity
representation, visual quality, audience response,
and technical performance in its actual
implementation context. Feedback obtained
during testing was used to identify strengths and
aspects requiring further refinement. Thus, each
stage generated outputs that served as inputs for
the subsequent stage rather than functioning as
separate design activities.

In the Define stage, all findings from the
empathy stage were analyzed using affinity
mapping to group findings into four thematic
clusters: Institutional Identity, Historical
Representation, Visual Style, and Technical
Requirements. The synthesis produced a problem
statement that guided the entire subsequent
design process.

In the Ideate stage, concept exploration was
conducted through brainstorming sessions, mind
mapping, and the development of two alternative
character sketches, which were then evaluated
based on their relevance to the Porsimaptar logo,
representation of Gajah Mada's historical values,
suitability of the chibi style for the target audience,
and technical feasibility (Armayuda & Pragadeva,
2020).

The Prototype stage was the primary
production stage using Blender software on a
laptop equipped with an AMD Ryzen 7 5th
generation processor, 8GB RAM, and an AMD
Radeon GPU. The production workflow included
box modeling, sculpting, UV unwrapping,
texturing, rigging using Rigify, and final rendering.

The Test stage was conducted through four
complementary evaluation approaches to
minimize confirmation bias and strengthen the
validity of the assessment.

First, in-depth interviews were conducted
with the three vendor informants (Azzam Albanna,
Maynard Ryan, and Nur Syafiq) as the parties
connecting communication between the designer
and the event committee, covering four aspects:
committee satisfaction, visitor appeal, functional
suitability on LED media, and consistency of visual
identity representation.

Second, an expert review was conducted by
Wandah Wibawanto, a lecturer in Visual Arts at
Universitas Negeri Semarang, as an independent
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evaluator not involved in the design process. The
evaluation covered character design principles,
color harmony, and suitability as an institutional
visual asset.

Figure 1. Meeting with Vendor at Kafe Bhara Daksa Akpol
Semarang
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* Secara historis tidak ada perwujudan
Gajah Mada yang valid, namun dari riset
bersumberkan Internet didapatkan bahwa
Gajah Mada memiliki perawakan gemuk,
berotot, telanjang dada, dan mengenakan
bawahan seperti selendang bewarna
merah dengan aksesoris bewarna emas.

KEBUTUHAN TEKNIS

® Layar LED
* Media Sosial
* Baliho

Figure 2. Affinity Mapping Results from the Define Stage
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Third, brief interviews were conducted with
10 independent audience members who were
present at the event on the day of implementation
and had no involvement in the design or briefing
process, in order to obtain evaluative perspectives
from entirely external parties.

Fourth, visual documentation observation
was conducted using footage of the mascot
animation displayed on the LED screen at the
Porsimaptar opening ceremony, analyzed to assess
character legibility and the collective audience
attention response under large-scale display
conditions. All evaluation results were analyzed
using descriptive qualitative methods.

RESULTS AND DISCUSSION

Based on in-depth interviews with three
Porsimaptar vendor informants, namely Azzam
Albanna, Maynard Ryan, and Nur Syafiq, it was
found that the silhouette of Gajah Mada on the
Porsimaptar logo holds strong character potential
but has never been developed into a mascot. The
majority of the committee responded more
positively to a fun and relatable visual style
compared to a rigid heroic representation. The
gold and red color palette was identified as
relevant to the identity of Gajah Mada, while there
was a technical need for the mascot to be adaptive
across various digital platforms including LED
screens.

The affinity mapping results from the Define
stage grouped findings into four clusters:
Institutional Identity (connection to Akpol and
police values), Historical Representation (how
Gajah Mada is interpreted visually), Visual Style
(aesthetic preferences of young audiences), and
Technical Requirements (file format, resolution,
and platform adaptation). From this synthesis, the
following problem statement was formulated:
Porsimaptar requires a 3D mascot capable of
translating the Gajah Mada silhouette from the
official event logo into a fun chibi character that is
representative of the spirit of sports and arts, and
is digitally adaptive for ayoungaudience.

Historically, there is no statue that
definitively depicts Gajah Mada; however, based on
archaeological references from the Bima and
Brajanata/Kertala statues, Gajah Mada is
estimated to have had alarge and sturdy build with
distinctive attributes including an engraved
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headband, snake-motif arm bracelets, and a Kala-
headed belt (Setia Budi et al., 2023). The
integration of local cultural references into
character design has been shown to produce
deeper meaning that strengthens relevance and a
sense of audience ownership over the designed
character (Negoro etal., 2023).
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Figure 4. Box Modeling Process in Blender
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Figure 6. Texturing Process in Blender
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Figure 7. Rigging Process in Blender

Figure 9. Mascot Application on LED Screen at Porsimaptar
Event
In the Ideate stage, exploration through
brainstorming and mind mapping yielded two
alternative concepts. The first alternative depicted
Gajah Mada with a heroic pose and dominant
heroic attributes. The second alternative depicted
Gajah Mada in a fun and expressive chibi style with
traditional attire and no sport-specific attributes,
given that the event is multi-discipline. Based on
evaluation against four design criteria, the second
alternative was selected as the final concept
because it was able to deliver a lighter and more
approachable character while still visually
representing the figure's identity.
The 3D model production process in the
Prototype stage was carried out using Blender. The
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production workflow began with the creation of a
base mesh using box modeling to build the basic
chibi body structure with large head and small
body proportions.

Facial expression details and Gajah Mada's
traditional attire were sculpted using Blender's
Sculpt Mode.

UV unwrapping was performed per
character part to ensure even and accurate texture
distribution. The texturing process using brushes
in Blender produced a rich surface appearance
with a consistent gold and red color palette aligned
with the Porsimaptar visual identity.

Basic rigging on the body and face was
performed using Rigify to facilitate the posing and
animation process. Final rendering was performed
at high resolution with optimal lighting settings to
produce a clean and professional visual.

Testing in the Test stage was conducted
through four complementary evaluation
approaches to minimize bias and strengthen the
validity of the assessment

First, in-depth interviews with the three
vendor informants as the parties connecting
communication between the designer and the
event committee. Azzam Albanna stated that the
mascot successfully translated the essence of the
Porsimaptar logo into a far more vivid and
accessible form, and conveyed full satisfaction
from the committee. Maynard Ryan assessed that
the chibi Gajah Mada character has high visual
appeal and is able to attract the attention of visitors
of various ages, particularly younger audiences.
Nur Syafiq confirmed that the mascot functions
optimally on LED media thanks to the strong color
contrast between gold and red, and the character
proportions that are clearly legible on large-scale
screens.

Second, the expert review was conducted by
Wandah Wibawanto, a lecturer in Visual Arts at
Universitas Negeri Semarang, as an independent
evaluator notinvolved in the design process. Based
on the assessment of character design principles,
he stated that commercially the mascot has
succeeded as an institutional event mascot as it
was accepted by the client without any revision
requests. Regarding the technical aspects of the 3D
Gajah Mada mascot production, he assessed that
the topology and UV wrapping still need to be
improved, which can serve as a reference for
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mascot developmentin future iterations.

An online questionnaire was administered
to 10 independent audience memberswith 10
independent audience members who were
present at the event on the day of implementation
and had no involvement in the design or briefing
process. The Google Form link was senton 27 April
2026 via direct message to people who attended
the event. The interview results showed that 6 out
of 10 participants still clearly remembered the
appearance of the Gajah Mada mascot, 7 out of 10
participants felt that the mascot visually
represented the figure of Gajah Mada, and 8 out of
10 participants also felt that the Gajah Mada
mascot appearance on the LED screen was clearly

Figure 10. Interview with Lecturer

Apalsh snds masin mengingst wujud masksl Porssmaptar yang bertamgsd di LED saal han H?

Apaiush secas visusl sudah mensmgdkan sesok Gagah Mada yang ards ketar

Apakah maskoeryps berihal jelas & LED?

Figure 11. Survey Data from 10 Independent Audience
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Figure 12. Documentation of 3D Mascot Implementation on
LED

visible. These responses provide an external
audience perspective that complements the
evaluations obtained from vendors and the expert
reviewer, particularly regarding mascot
recognition and visual legibility during
implementation.

Fourth, observation of the event opening
documentation video showed a substantial
proportion of the visible audience appeared to
direct their attention toward the LED screen while
the mascotanimation was playingwhile the mascot
animation was playing, as evidenced by the
orientation of the audience silhouettes in the
darkened room. The mascot was also displayed
during a ceremonial segment with a bright red
background, and the visual details of the character,
including the chibi proportions, facial expressions,
and the gold and red color palette, remained
clearly legible under both different lighting
conditions. This observation suggests that the
mascot was visually noticeable during its large-
scale implementation and that its main visual
characteristics remained legible under the event
display conditions.

Overall, the implementation evaluation
indicates that the 3D mascot successfully fulfilled
three primary design requirements identified
during the Define stage: identity representation,
audience accessibility, and technical adaptability.
In terms of identity representation, the vendor
evaluation and independent audience responses
indicate that the character remained recognizable
as arepresentation of Gajah Mada and maintained
its connection with the Porsimaptar visual identity.
In terms of audience accessibility, the chibi
treatment contributed to a friendlier and more
approachable character, while six out of ten
independent participants were still able to recall
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the mascot after the event. From a technical
perspective, the mascot maintained adequate
visual legibility when displayed on a large-scale
LED screen, as indicated by eight out of ten
audience responses and supported by
implementation documentation. However, the
expert review identified technical limitations in
topology and UV wrapping, indicating that further
refinement is required for more complex
animation and future asset development.
Therefore, the implementation results
demonstrate that the design was functionally
applicable as an event visual asset, while also
identifying specific technical aspects for
subsequentiteration.

Although the testing was conducted through
four evaluation approaches, the sample of
independent audience members interviewed is
still limited to 10 people and therefore cannot
represent the entire population of event
participants statistically. In addition, limitations of
the hardware used may affect the complexity of the
model's details and rendering time.

CONCLUSION

The design of the 3D Gajah Mada mascot for
the Porsimaptar event using the Design Thinking
approach method has successfully produced a
visual character that meets the needs and
expectations of all stakeholders. The process from
the Empathize to the Test stage resulted in a 3D
chibi mascot that visually reflects the Porsimaptar
identity through Gajah Mada's historical
attributes, the gold and red color palette, and an
expression that is fun and relatable for young
audiences.

The use of Blender as the production
platform has proven effective in producing high-
quality 3D models that are adaptive across various
media formats, including large-scale LED screens.
The evaluation results through four approaches:
vendor interviews, lecturer expert review,
independent audience interviews, and visual
documentation observation indicate positive
acceptance from all parties regarding the
aesthetics, functionality, and identity
representation of the mascot, with improvement
notes that can serve as areference for development
in futureiterations.

This research contributes to the
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development of 3D character-based event visual
assets that integrate historical and cultural values
into contemporary design relevant to Generation
Z.
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