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PERAN 2D ARTIST DALAM MERANCANG DESAIN TOKOH UNTUK
PROYEK MUNIVERSE DI VIRTUOSITY
Elizabeth Althea Larasati

ABSTRAK

Program magang merupakan salah satu kesempatan seseorang untuk dapat
merasakan secara langsung bagaimana cara dunia pekerjaan berlangsung. Penulis
memilih tempat magang dikarenakan adanya ketertarikan dan familiarity terhadap
IP yang diproduksi, serta jobdesc yang ditawarkan searah dengan interest penulis.
Dalam proses pelaksanaan program magang di Virtuosity, penulis ditugaskan ke
dalam proyek Muniverse. Virtuosity itu sendiri merupakan organisasi dibawah
naungan Program Studi film UMN. Di dalam proyek Muniverse, penulis
mendapatkan beberapa tugas yang berhubungan dengan ekspansi proyek dunia
Muniverse, salah satunya adalah merancang dua desain tokoh. Temuan yang
didapatkan dari program magang ini adalah mengenai beberapa poin penting dalam
merancang desain tokoh (khususnya untuk tokoh yang bukan berwujud manusia),
serta pentingnya kerjasama antar sesama anggota tim magang. Program magang
tersebut menawarkan kesempatan untuk mahasiswa (khususnya mahasiswa UMN)
agar dapat mengimplementasikan semua yang telah dipelajari selama menjalani
masa perkuliahan ke dalam sudut pandang industri pekerjaan. Tidak hanya itu,
program magang ini dapat menambah dan melatih skill-skill baru yang tentunya
berguna untuk masa yang akan datang.

Kata kunci: magang, 2D artist, Muniverse, Virtuosity
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THE ROLE OF A 2D ARTIST IN DESIGNING THE CHARACTERS FOR
MUNIVERSE PROJECT IN VIRTUOSITY
Elizabeth Althea Larasati

ABSTRACT

An internship program is designed to be a gateway opportunity for someone to
learn directly how the working industry operates. This specific internship program
was chosen because there’s an interest and familiarity towards the IP that’s being
produced, as well as how the jobdesc that was offered is aligned with the writer’s
own interest. During the internship program at Virtuosity, the writer is tasked to
work under the Muniverse project. Virtuosity itself is an organization under the
Film UMN department. The Muniverse project offers a selection of tasks, one of
them being creating two character designs for the Muniverse cast. The findings
revealed during this internship program is that there is a lot of important points
that needs to be taken note of when creating character design (especially characters
that are not human), as well as the importance of teamwork with fellow internship
mates. This internship program offers a chance for students (especially UMN
students) to really implement what they have been learning for during the course of
their university program into the working field. Not only that, but it can also elevate
and expand their skills, especially new ones that will be useful for the future.

Keywords: internship, 2D artist, Muniverse, Virtuosity
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