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PERAN 2D GAME ARTIST INTERN DALAM PROYEK BITS 

OF LOVE GAME DARI MILK TEA CREATIVES 

Jonathan Febrianto 

 

 

ABSTRAK 

Perkembangan teknologi yang signifikan membuat maraknya persebaran gim-gim 

di pasaran. Salah satunya adalah gim novel visual. Gim novel visual memberikan 

sebuah pengalaman baru bagi para pemainnya untuk bisa ikut menentukan alur 

cerita yang ada pada gim. Hal ini akan membuat para pemain untuk lebih 

termotivasi memainkan gim ini untuk melihat alur cerita yang berbeda. Milk Tea 

Creatives merupakan sebuah indie game studio yang tengah mengembangkan 

proyek gim novel visual berjudul Bits of Love. Milk Tea Creatives membuka 

kesempatan bagi mahasiswa yang tertarik dalam dunia gim untuk bisa terjun 

langsung dalam industri gim. Sebagai 2D game artist, penulis bertanggung jawab 

untuk membuat ilustrasi serta aset yang berperan penting dalam kelangsungan dan 

kebutuhan gim. Dalam laporan “PERAN 2D GAME ARTIST INTERN DALAM 

PROYEK BITS OF LOVE GAME DARI MILK TEA CREATIVES.” Penulis akan 

menjelaskan mengenai tugas dan proses kerja yang telah dilaksanakan selama 

program kerja magang berlangsung, khususnya pada proses pembuatan aset dan 

ilustrasi. 

 

Kata kunci: Gim, Novel visual, Ilustrasi, 2D Game Artist 



vii 
Peran 2D Game, Jonathan Febrianto, Universitas Multimedia Nusantara 

 

 

THE ROLE OF 2D GAME ARTIST INTERN IN BITS OF LOVE GAME 

PROJECT FROM MILK TEA CREATIVES 

Jonathan Febrianto 

 

ABSTRACT 

Significant technology developments have resulted in the widespread distribution 

of games on the market. One of them is a visual novel game. Visual novel games 

provide a new experience for players to be able to determine the storyline of the 

game. This will make players more motivated to play this game to see different 

storylines. Milk Tea Creatives is an indie game studio that is currently developing 

a visual novel game project entitled Bits of Love. Milk Tea Creatives opens 

opportunities for students who are interested in the world of games to get involved 

directly in the games industry. As a 2D Game Artist, the writer is responsible for 

creating illustrations and assets that play an important role in the continuity and 

needs of the game. In the report “THE ROLE OF 2D GAME ARTIST INTERNS IN 

THE BITS OF LOVE GAME PROJECT FROM MILK TEA CREATIVES.” The 

author will explain tasks and work processes that have been carried out during the 

internship program, especially the process of creating assets and illustrations. 

 

Keywords: Game, Visual Novel, Illustration, 2D Game Artist 
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