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PERAN 2D ARTIST DALAM ASET VISUAL 2D ARTIST GAME 

STELLAGALE: THE TRIALS OF FAITH DARI EXTRA LIFE 

ENTERTAINMENT 

Lulu Felicia Hartono 

 

ABSTRAK 

Magang track 1 merupakan salah satu kewajiban mahasiswa Universitas 

Multimedia Nusantara (UMN) untuk lulus dan memperoleh gelar sarjana. 

Pelaksanaan magang tersebut bertujuan untuk menambah pengalaman dan 

mengasah kemampuan mahasiswa terkait bidang yang dipelajari selama masa 

kuliah di lingkungan industri secara langsung. Sebagai mahasiswa peminatan 

animasi dalam program studi Film, penulis menaruh ketertarikan pada studio game 

Indonesia yang semakin berkembang di era teknologi ini. Dengan menaruh minat 

di bidang animasi dan ilustras dalam game, penulis mendaftarkan diri sebagai 

peserta magang 2D Artist di Extra Life Entertainment. Laporan magang penulis 

menunjukkan proses pengerjaan aset visual game StellaGale: The Trials of Faith 

yang dikerjakan penulis dibantu dengan arahan art director. Selama mengerjakan 

aset 2D seperti ilustrasi dan animasi, penulis mendapatkan berbagai wawasan di 

hard skill maupun soft skill. Dalam prosesnya, penulis mengalami kendala seperti 

kurangnya inisiatif komunikasi, kurangnya kerapihan kerja, lamanya adaptasi kerja, 

dan lainnya. Segala kelebihan dan kekurangan yang dialami selama aktivitas 

magang tersebut diharapkan menjadi pengalaman yang membantu penulis 

berkembang menjadi pribadi yang memiliki etika kerja profesional dan 

berkemampuan tinggi terutama di bidang ilustari dan animasi. 

 

Kata kunci: Animasi, Game, Ilustrasi, Magang 
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THE ROLE OF 2D ARTIST IN STELLAGALE: THE TRIALS OF FAITH 

BY EXTRA LIFE ENTERTAINMENT 

Lulu Felicia Hartono 

 

ABSTRACT 

Track 1 Internship is one of the obligations to graduate from Multimedia Nusantara 

University. This program is held to help students gain experiences and improve 

their skills related to the fields they studied during college by joining a real industry 

environment. As a student who studied animation in the film studies, the author held 

an interest in Indonesia’s growing game industry. The game industry showed a 

significant rise in Indonesia economy in this technology era. With such interest, the 

author applied to an Indonesian game studio, Extra Life Entertainment. The author 

enrolled as 2D artist intern who worked on creating visual assets such as 

illustrations and animations with the help of an art director for the game 

StellaGale: the Trials of Faith. As the author worked on the 2D assets, the author 

gained new insights to improve soft skills and hard skills. Througout the internship 

process, the author faced some problems such as miscommunication, untidy work,  

adaptation to new environment and art demand, and others. Both the ups and downs 

of the internship experience are hoped to be able to help the author to become a 

better individual with a professional work ethic and skill in ilustration and 

animation. 

 

Keywords: Animation, Game, Illustratiom, Internship 
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