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PRODUCTION LAB 

Cheryl Claire 

ABSTRAK 

 

Animasi merupakan gambar yang diciptakan untuk membuat ilusi gerakan. Ilusi 

tersebut dipandang sebagai sesuatu yang menarik di mata manusia. Hingga kini 

animasi terus berkembang, baik teknik pembuatan maupun media yang 

digunakan. Salah satu teknik pembuatan animasi dua dimensi digital yaitu puppet 

animation. Teknik ini memiliki keunggulan dibanding teknik frame-by-frame, 

karakter tidak perlu digambar berulang-ulang namun hanya perlu dibuat sekali. 

Model karakter puppet animation disebut rig, dan proses pembuatannya disebut 

rigging. Virtuosity Film Production Lab merupakan Center of Excellence (CoE) 

dari program studi film di Universitas Multimedia Nusantara yang didirikan untuk 

mengembangkan proyek berbasis animasi digital. Penulis melakukan kerja 

magang di Virtuosity Film Production Lab sebagai 2D Animator dengan dua 

tugas utama membuat rig tokoh serta menganimasikan tokoh tersebut. Pada 

pelaksanaan kerja magang ini penulis mendapat pengalaman baru dalam proses 

rigging karakter dua dimensi. 
 

Kata kunci: Animasi, dua dimensi, rigging 
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2D ANIMATOR ROLE IN VIRTUOSITY  

FILM PRODUCTION LAB 

 Cheryl Claire 

 

ABSTRACT (English) 

Animation is an art that creates illusion of movements. This illusion is considered 

interesting in human eyes. Animation technique and media keeps improving until 

today. One of 2D animation technique used for digital medium is puppet 

animation. This technique is more practical in some way than frame-by-frame 

technique because animator isn’t required to draw the same character repeatedly 

to create illusion of movement. The character model in puppet animation is called 

rig. The process of making the model is called rigging. Virtuosity Film Production 

Lab is the Center of Excellence (CoE) of Universitas Multimedia Nusantara 

Film’s Film study program. Virtuosity focused in creating digital based art and 

animation. Writer, as Virtuosity’s intern, worked as 2D animator with two main 

jobs. Rigging characters and animating characters. During this internship, writer 

gained new experience in the process of rigging two-dimensional characters. 

 

Keywords: animation, 2D animation, rigging 
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