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PERAN 2D ENVIRONMENT ARTIST DALAM TAWAKAL ANIMATION
STUDIO

Vincent Arijuna

ABSTRAK

Penulis melakukan kerja praktik magang di Tawakal Animation
Studio sebagai 2D Environment Artist dengan tujuan memenuhi
syarat kelulusan Program Studi S1 FTV Animasi dan persiapan diri
dalam dunia kerja. Pemilihan tempat magang ini berdasarkan
keinginan penulis untuk belajar dalam bidang concept design baik
dari segi perancangan dan pengerjaaan. Penulis melaksanakan
praktik kerja magang secara online dari 12 Juli 2021 hingga 1
November 2021 dikarenakan kondisi pandemi COVID-19 yang
melanda di Indonesia. Selama menjalani praktik kerja magang,
penulis mendapatkan ilmu dalam proses pengerjaan environment
art dari awal hingga akhir melalui bimbingan atasan kerja. Penulis
juga belajar dalam cara berkomunikasi dengan etika profesional,
menghadapi kendala, dan melaksanakan pengerjaan proyek dengan
baik selama masa kerja magang.
Kata kunci: Magang, Tawakal Animation Studio, 2D Environment Artist
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THE ROLE OF 2D ENVIRONMENT ARTIST IN TAWAKAL ANIMATION
STUDIO

Vincent Arijuna

ABSTRACT

The author did an internship at Tawakal Animation Studio as a 2D
Environment Artist with the purpose of fulfilling the requirements
for graduating from the FTV Animation S1 Study Program and to
prepare himself for the world of work. The choice of this internship
place is based on the author's desire to learn in the field of concept
design both in terms of visualization and execution. The author did
an online internship from July 12, 2021 to November 1, 2021 due
to the COVID-19 pandemic that hit Indonesia. During the
internship, the author gained knowledge in the process of working
on environment art from beginning to end through the guidance of
his superiors. The author also learns how to communicate with
professional ethics, face obstacles, and work on projects in a good
manner during the internship period.
Keywords: Internship, Tawakal Animation Studio, 2D Environment Artist
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