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PERANCANGAN TOKOH UTAMA UNTUK
MENVISUALISASIKAN CHARACTER DEVELOPMENT

PADA ARTBOOK GAME “PAST LIFE”
Victoria Octaviani Putri Tanaga

ABSTRAK

Dalam media game, visual menjadi sarana kedua yang digunakan untuk
menyampaikan kepribadian tokoh, dan latar belakang tokoh. Salah satu cara
menjelaskan kepribadian, dan latar belakang tokoh secara tersirat adalah
penggunaan desain tokoh. Banyak hal mempengaruhi bagaimana audiens
menangkap kepribadian seorang tokoh seperti melalui penggunaan kostum dan
gaya rambut, siluet, shape language, dan warna. Aspek-aspek tersebut diterapkan
ke dalam pembuatan rancangan pemeran utama dalam artbook “Past Life”,
spesifiknya dalam perubahan tokoh Lynn selama dalam masa berkabung. Dalam
perancangan ini, pembuatan rancangan tokoh Lynn memperhatikan aspek kostum,
gaya rambut, siluet, shape language, dan warna dan menghubungkannya dengan
fungsionalitas desain, latar belakang budaya, serta perubahan 3 dimensional
character dari 3 dari 5 stages of grief yang muncul di dalam game “Past Life”.

Kata kunci: Character design, 3 dimensional character, 5 stages of grief



vii

CHARACTER DEVELOPMENT IN “PAST LIFE” ARTBOOK
Victoria Octaviani Putri Tanaga

ABSTRACT (English)

In a game, visual are the secondary aspect that help to show character’s
personality, and societal background. One way to show it indirectly are by using
character design. Many aspects of design help shape how a character’s
personality is being perceived by the audience like the usage of costume, hairstyle,
silhouette, shape language, and color. Those aspects are then being used in the
process of designing the main character in “Past Life” artbook. Specifically on
how the design explains how Lynn’s change during her mourning period, paying
attention on costuming, hairstyle, silhouette, shape language, and color, and
connecting those aspects with functionality, societal background, as well as the
change in 3 dimensional character based on 3 out of 5 stages of grief shown in
the game.
Keywords: Character design, 3 dimensional character, 5 stages of grief

CHARACTER DESIGN PLANNING TO VISUALIZE
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