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PERANCANGAN ASSET 2D DALAM GAME MONTABI DI  

PT MANKIBO CAHAYA BAHAGIA 

 (Angelina) 

ABSTRAK 

 

Seiring waktu berjalan, industri game di Indonesia terus bertumbuh pesat dan 

mendapatkan banyak apresiasi secara internasional. Potensi tersebut juga 

didukung oleh AGI (Asosiasi Game Indonesia) bersama pemerintah melalui 

berbagai program bagi pengembang game di Indonesia. Bersamaan dengan 

peluang tersebut, ketertarikan penulis terhadap bidang game mendorong 

penulis untuk terjun ke dalam industri game. Setelah melakukan riset lebih 

lanjut, penulis bermagang di Mankibo yang memiliki misi untuk menjadi 

studio game inklusif dengan karya-karya bertema lighthearted. Selama 

magang, penulis berkontribusi dalam pengembangan game Montabi, yaitu 

game simulasi memelihara dan melatih monster sebagai atlet olahraga 

Montabi Duel dengan sistem evolusi. Penulis mendapatkan berbagai 

pengalaman dan pengetahuan baru dalam proses merancang concept art, 

ilustrasi, serta asset 2D dalam game yang melingkupi karakter, properti, icon, 

dan lain-lain. Penulis juga memperoleh wawasan dalam proses 

pengembangan game dan koordinasi dalam tim. Selain itu, penulis 

mengalami beberapa kendala seperti miskomunikasi, kurangnya pengalaman, 

dan adaptasi waktu pengerjaan. Inisiatif komunikasi, kemauan untuk belajar, 

dan perencanaan pengerjaan tugas menjadi kunci yang dipegang penulis 

dalam mengatasinya. 

 

 

Kata kunci: aset, 2D, gim, Montabi, Mankibo 
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THE DEVELOPMENT OF 2D ASSETS IN MONTABI GAME AT 

PT MANKIBO CAHAYA BAHAGIA  

(Angelina) 

 

ABSTRACT (English) 

 

As time goes on, the game industry in Indonesia continues to grow rapidly 

and gain international recognition. This potential is also supported by AGI 

(Indonesian Game Association) in collaboration with the government 

through various programs for game developers in Indonesia. Alongside these 

opportunities, the author's interest in game encouraged them to enter the 

game industry. After further research, the author interned at Mankibo, a 

studio with a mission to become an inclusive game studio and creating 

lighthearted works. The author contributed to the development of Montabi, a 

simulation game where players raise and train monsters as athletes of 

Montabi Duel, with an evolution system. The author gained various 

experiences and new knowledge in developing concept art, illustration, along 

with 2D assets of the game, which includes characters, properties, icons, and 

more. The author also gained insight into the game development process and 

team coordination. Besides that, the author experienced several challenges, 

such as miscommunication, lack of experience, and working time adaptation.  

Communication initiative, willingness to learn, and task planning were the 

keys the author holds to overcome them. 

 

Keywords: assets, 2D, game, Montabi, Mankibo 
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