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PERAN 3D GENERALIST DALAM PEMBUATAN KONTEN 

ANIMASI PADA STUDIO SUPERPIXEL PTE.LTD 

Kenley Jonathan 

 
ABSTRAK 

Animasi telah menjadi salah satu medium konten yang digunakan oleh banyak 

industri seperti periklanan, film, dan game. Salah satu studio yang bergerak dalam 

pembuatan konten animasi adalah studio Superpixel Pte.Ltd. Studio Superpixel 

merupakan studio yang bergerak dalam pembuatan konten animasi 2D, animasi 3D, 

motion graphics, dan konten kreatif lainnya. Dalam kegiatan kerja magang yang 

diadakan oleh Universitas Multimedia Nusantara, Penulis berkesempatan untuk 

melakukan kerja magang di studio Superpixel sebagai 3D Generalist. Selama 

proses magang, penulis telah mengerjakan berbagai jenis proyek terkait dengan 

workflow pada industri 3D, seperti proses pembuatan animasi 3D. Selama proses 

magang, penulis mempelajari banyak hal seperti pentingnya komunikasi dan 

kerjasama dalam pengerjaan suatu proyek. 

Kata Kunci: Animasi, 3D Generalist, Kerja Magang, Superpixel. 
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3D GENERALIST ROLE IN THE MAKING OF CONTENT 

ANIMATION AT SUPERPIXEL PTE.LTD STUDIO 

Kenley Jonathan 

 
ABSTRACT 

 
Animation has become one of the content mediums used by many industries such as 

advertising, film, and games. One of the studios engaged in creating animation 

content is Superpixel Pte.Ltd studio. Superpixel is a studio engaged in creating 2D 

animation, 3D animation, motion graphics, and other creative content. During an 

internship held by Multimedia Nusantara University, the author had the 

opportunity to do an internship at the Superpixel studio as a 3D Generalist. During 

the internship process, the author worked on various types of projects related to 

workflow in the 3D industry, such as the process of making 3D animation. During 

the internship process, the author learned many things such as the importance of 

communication and cooperation in working on a project. 

Keywords: Animation, 3D Generalist, Internship, Superpixel 
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