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PERAN ILLUSTRATOR DALAM GAME DEVELOPMENT DI PT.
GLOBAL DIGITAL ARTHA
Victoria Octaviani Putri Tanaga

ABSTRAK

Video game sudah menjadi bagian besar dari perkembangan hidup manusia.
Dengan perkembangan teknologi, dan munculnya telepon pintar dalam kehidupan
manusia, game menjadi hal yang semakin mudah diakses dalam kehidupan
manusia sehari hari. Fenomena tersebut mengakibatkan banyak anak anak muda
di Indonesia yang melihat peluang di sektor game, dan munculnya perusahaan
yang berkarya dalam sektor game. Sebagai seseorang yang tumbuh, dan
mengikuti Perkembangan industri game membuat penulis tertarik dengan industri
tersebut dan mendorong penulis untuk melakukan praktik magang di PT. Global
Digital Artha yang memiliki pengalaman berkarya dalam industri game,
khususnya game seluler. Dengan melalui praktek magang ini, penulis dapat
mempelajari bagaimana sistem kerja dalam dunia industri, cara berkomunikasi,
dan standard apa saja yang harus dimiliki oleh penulis untuk berkerja di dalam
industri game. Dalam proses magang, penulis juga berkesempatan dalam
bergabung, dan membantu mengerjakan proyek-proyek game Digital Artha.
Melalui proses magang ini, penulis berharap bisa mendapatkan ilmu baru terkait
dengan illustrasi cel shade, serta kebutuhan illustrasi dalam industri game.
Kata kunci: industri game, mobile game, Digital Artha
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ILLUSTRATOR’S PART IN GAME DEVELOPMENT AT PT. GLOBAL
DIGITAL ARTHA

Victoria Octaviani Putri Tanaga

ABSTRACT

Video games have become a big part of human daily life. With the rise of better
technology and the invention of the smartphone as a global phenomenon, games
are becoming something that’s more and more accessible to the general public.
This phenomenon made many young people in Indonesia see the potential in the
gaming industry, causing the appearance of many game-based corporations. As
someone who’s growing and following the rise of the gaming industry, the writer
decides to join the internship program at PT. Global Digital Artha, one of the
corporations that has experience in the gaming industry, especially in mobile
games. By doing this internship, the writer is able to learn about how to work as a
part of a game corporation, how to communicate, and what the standards that you
should have for working in a game corporation. In the internship, the writer are
also given the chance to work on some of Digital Artha’s game project. In doing
said internship, writer hopes that they could get insight on using cel shade in
ilustration, as well as how does being an illustrator work in game industry setting.
Keywords: Gaming Industry, mobile game, Digital Artha
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