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PERAN 2D ILUSTRATOR DI STUDIO ARKALA
Angelica Jienarta

ABSTRAK

Magang yang dijalankan oleh penulis bertujuan untuk memahami pembuatan
konsep yang menggunakan ilustrasi serta mendapatkan pengalaman dalam bekerja
di industri animasi. Studio Arkala dipilih oleh penulis karena Studio ini dikenal
profesional dalam pembuatan animasi 2Dnya, sehingga studio ini membutuhkan
tenaga 2D llustrator yang ingin dipilih penulis sebagai peran yang akan dijalankan
saat magang. Ruang lingkup kerja magang meliputi pembuatan environment
concept, styleframes, juga proses pembuatan IP. Temuan yang didapatkan penulis
dalam laporan ini meliputi pemecahan masalah, komunikasi dalam tim, juga
peningkatan kemampuan penulis dalam skill membuat konsep ilustrasi seperti
memilih warna, style, dan pencarian referensi. Melalui beberapa projek yang
sempat dikerjakan oleh penulis saat magang di studio Arkala, penulis mempelajari
proses pembuatan animasi yang sesuai dengan standar industri secara lebih
mendalam, khususnya pada bagian pre-production. Magang ini secara keselurhan
memberikan pelajaran bagi penulis untuk bekerja secara lebih sistematis.

Kata kunci: magang, konsep, ilustrasi 2D, Studio Arkala
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THE ROLE OF 2D ILLUSTRATOR IN ARKALA STUDIO
Angelica Jienarta

ABSTRACT

The internship carried out by the author aims to understand concept creation using
illustrations and gain experience working in the animation industry. Arkala Studio
was chosen by the writer because this studio is known to be professional in making
2D animation, so this studio needs 2D illustrators who the writer wants to choose
as the role that will be carried out during the internship. The scope of the internship
includes creating environment concepts, and styleframes, as well as the IP creation
process. The findings obtained by the author in this report include problem-solving,
and communication within the team, as well as increasing the author's ability in the
skills of creating illustration concepts such as choosing colors, styles, and
searching for references. Through several projects that the author worked on
during his internship at the Arkala studio, the author studied the process of creating
animation that complies with industry standards in more depth, especially in the
pre-production section. Overall, this internship provides lessons for writers to work
more systematically.

Keywords: internship, concept, 2D illustration, Studio Arkala
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