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PERAN 2D GENERALIST PADA PERUSAHAAN VIRTUOSITY 

 
Rigel Arzel Raditya 

 
ABSTRAK 

Di zaman yang berteknologi ini, industri kreatif mulai berkembang sangat pesat. 
Salah satu dari bidang industri kreatif merupakan Animasi, seperti game, video, 
iklan, film dan sebagainya. Animasi banyak diminati oleh berbagai remaja karena 
memberikan visual yang menarik juga memberikan kesan yang lebih berbeda. 
Dalam dunia animasi, terbagi dalam beberapa jenis seperti 2D yang mencakup 
beberapa metoda seperti, cutout, Rotoscoping, dan lain lain. Lalu ada 3D yang 
mencakup metode seperti sculpting,rigging dan lain sebagainya. Dunia animasi 
memiliki banyak bidang pekerjaan yang dijabarkan berdasarkan pengalaman 
penulis seperti 2D Animator dan graphic designer. 2D animator berperan untuk 
menggerakan suatu gambar dengan menggunakan beberapa aplikasi salah satunya 
adalah Adobe After Effects. Graphic designer berperan untuk mendesain gambar 
seperti membuat poster untuk keperluan perusahaan Virtuosity. Pada perusahaan 
Virtuosity, penulis berperan sebagai 2D animator dan Graphic Designer yang 
terlibat dalam pengerjaan pembuatan poster juga konten untuk media sosial. Tidak 
hanya itu, penulis juga mendapatkan kesempatan untuk memiliki pengalaman 
bekerja baik secara individu maupun kelompok. 
Kata kunci: 2D Animator, Graphic Designer, Animasi, Lab Virtuosity 
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THE ROLE OF 2D GENERALIST IN VIRTUOSITY PRODUCTION LAB 
Nama 

 
ABSTRACT 

In this technological era, the creative industry is starting to develop very rapidly. 
One of the creative industry fields is animation, such as games, videos, 
advertisements, films and so on. Animation is in great demand by various teenagers 
because it provides interesting visuals and also gives a more different impression. 
In the world of animation, it is divided into several types such as 2D which includes 
several methods such as cutout, Rotoscoping, and others. Then there is 3D which 
includes methods such as sculpting, rigging and so on. The world of animation has 
many fields of work which are described based on the author's experience, such as 
2D Animators and graphic designers. The 2D animator's role is to move an image 
using several applications, one of which is Adobe After Effects. A graphic designer's 
role is to design images such as making posters for the Virtuosity company. At the 
Virtuosity company, the author acts as a 2D animator and Graphic Designer who 
is involved in creating posters as well as content for social media. Not only that, 
the author also had the opportunity to have experience working both individually 
and in group. 
Keywords: 2D Animator, Graphic Designer, Animation, Lab Virtuosity  
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