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pengalaman, memperluas koneksi, dan menjadi wadah bagi penulis dalam 

mengimplementasikan ilmu serta skill yang sudah diasah selama perkuliahan. 
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PERANCANGAN DAN PENGEMBANGAN ASET 2D GAME  

DI ETERNAL DREAM STUDIO  

 (Jessica) 

ABSTRAK 

 

Perkembangan industri game di Indonesia terus tumbuh dan menciptakan 

berbagai game yang berkualitas serta membanggakan. Hal tersebut 

mendorong pertumbuhan studio-studio game lokal untuk ikut berkarya, salah 

satunya adalah Eternal Dream Studio. Eternal Dream Studio fokus 

mengembangkan game naratif dengan pesan yang menumbuhkan empati 

pemainnya. Penulis melakukan kerja magang di Eternal Dream Studio selama 

640 jam dalam waktu empat bulan. Penulis menerima banyak pengalaman 

dan wawasan tentang industri game di Indonesia yang dipaparkan oleh 

mentor sebelum memulai magang. Setelah pemaparan materi, penulis 

melakukan game jam dan telah menyelesaikan beberapa tugas dengan 

deskripsi pekerjaan sebagai 2D Artist seperti merancang karakter, coloring, 

serta membuat environment. Selama melaksanakan game jam, penulis 

mempelajari banyak tahapan-tahapan perancangan game seperti menentukan 

visual, brainstorming, penentuan level design, perancangan narrative dan 

dialogue. Pemilihan art style dan color palette  yang disesuaikan dengan 

konsep game menjadi salah satu tantangan penulis untuk keluar dari zona 

nyaman. Namun dari tantangan ini penulis mampu melakukan eksplorasi di 

gaya-gaya visual yang beragam sehingga mengasah kemampuan adaptasi 

serta meningkatkan hard skill.  

 

Kata kunci: MBKM Magang, Eternal Dream Studio, Aset 2D Game 
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2D GAME ASSET DESIGN AND DEVELOPMENT  

AT ETERNAL DREAM STUDIO 

(Jessica) 

 

ABSTRACT (English) 

 

The development of the game industry in Indonesia continues to grow and 

create a variety of quality and proud games. This encourages the growth of 

local game studios to work, one of which is Eternal Dream Studio. Eternal 

Dream Studio focuses on developing narrative games with messages that 

foster player empathy. The author did an internship at Eternal Dream Studio 

for 640 hours in four months. The author received a lot of experience and 

insight into the game industry in Indonesia which was presented by the 

mentor before starting the internship. After the presentation, the author did 

game jam and has completed several tasks with jobdesc as 2D Artist such as 

designing characters, coloring, and creating environments. During the game 

jam, the author learned many stages of game design such as determining 

visuals, brainstorming, determining level design, designing narrative and 

dialogue. The choice of art style and color palette that is adjusted to the game 

concept is one of the author's challenges to get out of the comfort zone. 

However, from this challenge, the author was able to explore various visual 

styles so as to hone adaptability and improve hard skills.  

 

 

Keywords: Internship MBKM, Eternal Dream Studio, Asset 2D Game 
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