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PERAN 2D ARTIST DALAM PROYEK GAME DI ANOMAN STUDIO 
Felicia Beatrix Christina 

 
ABSTRAK 

Industri gaming semakin berkembang dari segi teknologi, performa, dan visual. 
Peningkatan industri ini di Indonesia meningkatkan pembuatan game dan 
konsumennya. Game sekarang bisa dimainkan dengan media platform yang 
berbeda-beda, dari PC, mobile, hingga platform lainnya. Game berkembang dan 
meluas dari genre dan modelnya, salah satu model yang populer adalah game 
dengan visual 2D. Anoman Studio adalah studio independen yang fokus kepada 
pembuatan game original dan pemberian jasa membuat game untuk klien di luar 
Anoman Studio. Proyek yang penulis ikut kontribusi merupakan model game 2D 
dengan genre platformer yang berisikan interaksi cerita, petualangan, dan 
pertarungan melawan monster. Penggunaan aset 2D dalam pembuatan game dapat 
berbentuk dari ilustrasi tidak bergerak dan bergerak, animasi sprite karakter serta 
vfx (visual effects) gerakan dengan animasi frame by frame. Penulis belajar banyak 
hal selama masa magang, dalam perihal peningkatan pengalaman soft skill (lebih 
berani berkomunikasi dengan atasan, menerima dan mendengarkan feedback), hard 
skill (skill membuat animasi dan ilustrasi 2D serta pengertian kerja di studio game), 
dan bekerja sama dengan anggota dan Lead Artist untuk pembuatan aset game. 

 
Kata kunci: 2D artist, Anoman Studio, game, magang 
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ROLE 2D ARTIST IN GAME PROJECTS AT ANOMAN STUDIO 
Felicia Beatrix Christina 

 
ABSTRACT 

The gaming industry is growing in terms of technology, performance, and visuals. 
The increase of this industry in Indonesia affects the game production and 
consumers. Games can now be played with different media platforms, from PC, 
mobile, to other platforms. Games develop and expand in genres and models, one 
of the popular game models is 2D visuals. Anoman Studio is an independent studio 
that focuses on making original games and providing game development services 
for clients outside of Anoman Studio. The game project that author contributed to 
is a 2D game model with a platformer genre that contains story interactions, 
adventures, and battles against monsters. 2D assets games can be illustrations and 
animated illustrations, character sprite animations and motion vfx (visual effects) 
with frame by frame technique. Author learned many things during the internship 
program, in terms of improving soft skills (communication with superiors, receiving 
and listening to feedback), hard skills (skills in making animation and 2D 
illustrations as well as understanding working in a game studio), and working 
closely with members and Lead Artists for the creation of game assets. 

 
Keywords: 2D artist, Anoman Studio, game, internship 
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