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PERAN RIGGING ARTIST PADA STUDIO ANIMASI LUMINE 

Rayner Brian Hendry 

 

ABSTRAK 

Penulis memilih peran rigging artist di Lumine Studio sebagai pelaksanaan praktek 

magang. Lumine Studio telah berpengalaman di bidang 3D animation sejak tahun 

2006, menjadikannya salah satu studio animasi yang cukup terkenal akan 

kualitasnya di Indonesia. Hal ini meyakinkan penulis merasa bisa mengenal dan 

belajar lebih banyak mengenai industri animasi 3D, khususnya rigging di Lumine 

Studio. Praktek magang dilakukan secara remote atau online dari 14 Juni hingga 12 

November 2021 melalui beragamcara komunikasi online seperti Google Meet, 

ftrack, serta mattermost. Selama praktek magang, penulis mendapat beragam 

pengalaman karena ikut terlibat dalam beragam project yang sedang dikerjakan 

Lumine Studio, mulai dari serial, short movie, serta games. Lalu, Penulis juga 

berkesempatan ikut serta dalam proses Research and Development, yaitu 

mengembangkan beberapa script python yang akan digunakan dalam produksi – 

produksi Lumine Studio ke depannya. Selain itu, penulis juga berkesempatan untuk 

mengembangkan pribadi dalam aspek komunikasi, profesionalitas, ketelitian, dan 

etika kerja selama pelaksanaan praktek magang. 

Kata kunci: Rigging artist, Lumine Studio, praktek magang   
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THE ROLE OF RIGGING ARTIST IN LUMINE STUDIO 

Rayner Brian Hendry 

 

ABSTRACT 

The author chose the role of rigging artist in Lumine Studio to fulfill the internship 

program. Lumine Studio is experienced in 3D Animation since 2006, making it one 

of the most reputable animation studio of its quality in Indonesia. This fact 

convinced the writer that he can learn and develop his skills in the 3D animation 

industry, especially in rigging in Lumine Studio. The intesrnship program is carried 

out remotely or online from 14th June to 12th November 2021 through various online 

communication methods such as Google Meet, Ftrack, and Mattermost. During the 

internship program, the author got various experiences getting involved in various 

projects that were carried out by Lumine Studio. The author also had the 

opportunity to participate in the research and development process, developing 

several python scripts that the company needed for future projects. In addition, the 

author also has the opportunity to develop personally in the aspects of 

communication, professionalism, thoroughness, and work ethics during the 

internship program. 

Keywords: Rigging Artist, Lumine Studio, Internship Program 
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