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PERANCANGAN ASET DESAIN KARAKTER DALAM GAME 

ONE LAST JOURNEY DI STUDIO EXTRA LIFE 

ENTERTAINMENT 

 (Kinanthi Gitasari) 

ABSTRAK 

 

Internship Track 1 adalah sebuah program magang yang diselenggerakan 

oleh pihak Universitas Multimedia Nusantara dengan besar bobot 20 SKS 

dengan tujuan utama untuk memberikan kesempatan pada mahasiswanya 

untuk mengembangkan kemampuannya serta adaptibilitasnya dalam dunia 

profesional. Dalam laporan ini akan tertulis mengenai pengalaman penulis 

selama praktik magang dalam perusahaan yang sudah dituju, yaitu Extra 

Life Entertainment sebagai seorang 2D Artist. Dalam pengalaman magang 

ini, penulis memiliki tujuan utama untuk meningkatkan wawasannya dalam 

bidang game design. Selama pelaksanaan magang, penulis tentunya 

mengalami kendala saat menghadapi beberapa tugas yang telah diberikan 

kepada penulis. Namun, penulis tetap mengerjakan sebisa penulis sesuai 

dengan kemampuan yang dimiliki oleh penulis dengan memanfaatkan 

manajemen waktu serta masukan dari senior penulis yang membantu selama 

pengerjaan tugas. Selama masa magang, penulis memperoleh pengalaman 

berharga baik dalam hard skills maupun soft skills seperti pemahaman 

dalam penggunaan UNITY, pemahaman dalam desain karakter dalam 

desain game, dan pentingnya fleksibilitas dalam pelaksanaan tugas. 

 

Kata kunci: Magang, Game Design, Keterampilan 
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CHARACTER DESIGN ASSET IN THE GAME ONE LAST 

JOURNEY AT EXTRA LIFE ENTERTAINMENT STUDIO 

 

(Kinanthi Gitasari) 

 

ABSTRACT (English) 

 

Internship Track 1 is an internship program organized by Multimedia 

Nusantara University with a weight of 20 credits with the main aim of 

providing opportunities for students to develop their abilities and 

adaptability in the professional world. In this report, author will write about 

the experience during internship at the target company, namely Extra Life 

Entertainment as a 2D Artist. In this internship experience, the author's 

main goal is to increase his knowledge in the field of game design. During 

the internship, the writer certainly experienced problems when facing 

several tasks that had been given to the writer. However, the writer 

continues to do as much as they can do following to the writer's abilities by 

utilizing time management and input from senior writers who help during 

the work on the assignment. During the internship period, the author gained 

valuable experience in both hard skills and soft skills such as understanding 

the use of UNITY, understanding character design in game design, and the 

importance of flexibility in carrying out tasks. 

 

Keywords: Internship, Game Design, Skills 

 

  



 

 

ix 
Perancangan Aset Desain..., Kinanthi Gitasari, Universitas Multimedia Nusantara 

  

DAFTAR ISI 
 

HALAMAN PERNYATAAN TIDAK PLAGIAT ............................................. ii 

HALAMAN PENGESAHAN .............................................................................. iii 

HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH UNTUK 

KEPENTINGAN AKADEMIS ........................................................................... iv 

KATA PENGANTAR ........................................................................................... v 

ABSTRAK ........................................................................................................... vii 

ABSTRACT (English) ......................................................................................... viii 

DAFTAR ISI ......................................................................................................... ix 

DAFTAR GAMBAR ............................................................................................ xi 

DAFTAR LAMPIRAN ...................................................................................... xiii 

BAB I  PENDAHULUAN ..................................................................................... 1 

1.1 Latar Belakang ....................................................................................... 1 

1.2 Maksud dan Tujuan Kerja Magang ..................................................... 2 

1.3 Deskripsi Waktu dan Prosedur Pelaksanaan Kerja Magang ............ 3 

BAB II  GAMBARAN UMUM PERUSAHAAN ............................................... 6 

2.1 Deskripsi Perusahaan ............................................................................. 6 

2.1.1 Profil Perusahaan ............................................................................ 6 

2.2 Struktur Organisasi Perusahaan .......................................................... 7 

2.3 Portfolio Perusahaan .............................................................................. 8 

BAB III  PELAKSANAAN KERJA MAGANG .............................................. 11 

3.1 Kedudukan dan Koordinasi ................................................................ 11 

3.2 Tugas yang Dilakukan ......................................................................... 12 

3.3 Uraian Pelaksanaan Kerja Magang.................................................... 14 

3.3.1 Proses Pelaksanaan ....................................................................... 14 

3.3.2 Kendala yang Ditemukan ............................................................. 45 

3.3.3 Solusi atas Kendala yang Ditemukan .......................................... 46 

BAB IV  PENUTUP ............................................................................................ 48 

4.1 Kesimpulan ........................................................................................... 48 

4.2 Saran ...................................................................................................... 49 

DAFTAR PUSTAKA ......................................................................................... xiii 

LAMPIRAN ......................................................................................................... xv 

 



 

 

x 
Perancangan Aset Desain..., Kinanthi Gitasari, Universitas Multimedia Nusantara 

  

DAFTAR TABEL 

Tabel 3.1 Tabel Detail Pekerjaan yang Dilakukan Selama Magang ..................... 12 

 

  



 

 

xi 
Perancangan Aset Desain..., Kinanthi Gitasari, Universitas Multimedia Nusantara 

  

DAFTAR GAMBAR 

 

Gambar 2.1 Visual Logo Studio Extra Life Entertainment..................................... 6 

Gambar 2.2 Bagan Struktur Perusahaan Studio Extra Life Entertainment ............. 7 

Gambar 2.3 Tampilan Gameplay Stella Gale: Trials of Faith ................................ 8 

Gambar 2.4 Tampilan Kedua Gameplay Stella Gale: The Trials of Faith .............. 9 

Gambar 2.5 Tampilan Gim One Last Journey ........................................................ 9 

Gambar 3.1 Kedudukan Penulis dalam Tim Sihir Rindu ...................................... 11 

Gambar 3.2 Bagan Alur Koordinasi...................................................................... 11 

Gambar 3.3 Gambar Moodboard Sosok Ibu ......................................................... 16 

Gambar 3.4 Gambar Moodboard Karakter Ibu ..................................................... 17 

Gambar 3.5 Gambar Sketsa Desain Awal Karakter Ibu dalam Gim One Last 

Journey .................................................................................................................. 18 

Gambar 3.6 Gambar Sketsa Revisi Karakter Ibu dalam Gim One Last Journey .. 19 

Gambar 3.7 Gambar Sketsa Revisi oleh Writer .................................................... 20 

Gambar 3.8 Sketsa Karakter Ibu dengan Penggunaan Warna .............................. 20 

Gambar 3.9 Gambar Sketsa Karakter Ibu dan Alternatif Penggunaan Warna ...... 21 

Gambar 3.10 Gambar Hasil Akhir Desain Karakter Ibu ....................................... 22 

Gambar 3.11 Tampilan Moodboard Desain Karakter Anak ................................. 23 

Gambar 3.12 Tampilan Sketsa Awal Desain Ibu dan Anak.................................. 24 

Gambar 3.13 Tampilan Sketsa Raut Wajah dalam Desain Karakter Anak........... 24 

Gambar 3.14 Tampilan Sketsa Baju Karakter Anak ............................................. 25 

Gambar 3.15 Tampilan Alternatif Baju Karakter Anak ........................................ 25 

Gambar 3.16 Tampilan Hasil Render Desain Karakter Anak ............................... 26 

Gambar 3.17 Tampilan Moodboard Referensi Karakter Fiksi.............................. 27 

Gambar 3.18 Tampilan Sketsa Rambut Pertama Cain .......................................... 28 

Gambar 3.19 Tampilan Sketsa Desain Pakaian Cain ............................................ 29 

Gambar 3.20 Tampilan Sketsa Desain Pakaian Cain setelah Revisi .................... 30 

Gambar 3.22 Tampilan Sketsa dengan Warna pada Desain ................................. 31 

Gambar 3.24 Tampilan Akhir Desain Karakter Cain dalam Gim One Last Journey

 ............................................................................................................................... 32 

Gambar 3.23 Tampilan Hasil Render Pertama Karakter Desain Cain .................. 32 

Gambar 3.25 Brief Ilustrasi Cutscene ................................................................... 33 

Gambar 3.26 Tampilan Pertama Gambar Panel dalam Gim ................................. 34 

Gambar 3.27 Tampilan Sketsa Ilustrasi Adegan dalam Gim ................................ 35 

Gambar 3.28 Tampilan Hasil Render Ilustrasi Adegan ........................................ 35 

Gambar 3.29 Tampilan Hasil Revisi Ilustrasi Adegan.......................................... 36 

Gambar 3.30 Tampilan Hasil Render Ilustrasi Adegan 17 ................................... 36 

Gambar 3.31 Tampilan Hasil Render Adegan 18 ................................................. 37 

Gambar 3.32 Tampilan Hasil Akhir Ilutrasi Cutscene dalam Gim ....................... 37 

Gambar 3.33 Tampilan Sketsa Kasar yang Diberikan dari Supervisi ................... 38 



 

 

xii 
Perancangan Aset Desain..., Kinanthi Gitasari, Universitas Multimedia Nusantara 

  

Gambar 3.34 Tampilan Sketsa Revisi Pertama dalam Ilustrasi QTE Cain 

menolong Kancil ................................................................................................... 39 

Gambar 3.35 Tampilan Akhir Ilustrasi QTE Cain sedang Menolong Kancil ....... 40 

Gambar 3.36 Tampilan Pertama Ilustrasi QTE Cain ............................................ 41 

Gambar 3.37 Tampilan Sketsa Revisi Ilustrasi QTE Cain Menggoyangkan Pohon

 ............................................................................................................................... 41 

Gambar 3.38 Tampilan Akhir Revisi Ilustrasi QTE Cain Menggoyangkan Pohon

 ............................................................................................................................... 42 

Gambar 3.39 Tampilan Sketsa Alternatif Ilustrasi QTE Ketiga ........................... 43 

Gambar 3.40 Tampilan Pertama Ilustrasi QTE Cain Terjebak dalam Pasir Hisap 43 

Gambar 3.41 Tampilan Sketsa Revisi Pertama Ilustrasi QTE Cain Terjebak dalam 

Pasir Hisap ............................................................................................................ 44 

Gambar 3.42 Tampilan Sketsa Revisi Kedua Ilustrasi QTE Cain Terjebak dalam 

Pasir Hisap ............................................................................................................ 45 

Gambar 3.43 Tampilan Akhir Ilustrasi QTE Cain Terjebak dalam Pasir Hisap ... 45 

 

  



 

 

xiii 
Perancangan Aset Desain..., Kinanthi Gitasari, Universitas Multimedia Nusantara 

  

DAFTAR LAMPIRAN 

 

Lampiran A Surat Pengantar MBKM 01 .............................................................. xv 

Lampiran B Kartu MBKM 02 .............................................................................. xvi 

Lampiran C Daily Task MBKM 03 .................................................................... xvii 

Lampiran D Lembar Verifikasi Laporan MBKM 04 ......................................... xviii 

Lampiran E Surat Penerimaan Magang ........................................................... xxviii 

Lampiran F Lampiran Pengecekan Hasil Turnitin ............................................. xxix 

Lampiran G Lampiran Karya .............................................................................. xxx 

Lampiran H Bukti Bimbingan ............................................................................. xcii 

 


	26e995d056144b030c8ec3fbf57e03db7672b9b955bf6b29724c10c10c2d79cc.pdf
	b24b02ba51540572e20475990459043baa891380cdbbfc26001b6d720a5b6b3e.pdf
	1367a6eab5ae4a077f33eb7a784e99e1bbc3bf2d4328c894ca00f3a022bcb5a4.pdf


	f4fdbdc6f32365157664d10c7428433f7268e6ac4282d0f7c3da118b47ec360d.pdf
	26e995d056144b030c8ec3fbf57e03db7672b9b955bf6b29724c10c10c2d79cc.pdf
	b24b02ba51540572e20475990459043baa891380cdbbfc26001b6d720a5b6b3e.pdf
	ce7035d5d9030bb106cc0ba6de651149445b1360a9be46d6fab6ca2c0dd07117.pdf
	1367a6eab5ae4a077f33eb7a784e99e1bbc3bf2d4328c894ca00f3a022bcb5a4.pdf



