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PERAN 2D ANIMATOR DAN RIGGER DALAM PROYEK 
DIGITAL LEARNING PENABUR DI STUDIO ARKALA 

Natasha Indrawinata 
 

ABSTRAK 

Pelaksanaan magang dilakukan dengan tujuan memberikan pengalaman dan 
pemahaman mengenai proses kerja animasi dalam industri secara langsung. 
Perusahaan tempat magang dijalani dipilih atas peluang pengalaman pekerjaan 
yang ditawarkan oleh perusahaan. Perusahaan yang dipilih juga memiliki 
kecocokan dengan minat yang dipelajari selama masa perkuliahan sebelumnya. 
Selama magang, pengalaman kerja meliputi terlibat dalam proses produksi karya 
animasi berupa iklan, pengembangan karya orisinil, maupun video pembelajaran 
sekolah. Pengalaman ini dijalani secara langsung melalui peran sebagai 2D 
animator dan rigger. Laporan ini mencangkup proses magang di bidang animasi 
terutama bagaimana pengalaman bekerja dalam proyek yang memiliki alur cepat 
dan meliputi banyak anggota tim sehingga dibutuhkan fleksibilitas dan efisiensi 
dalam bekerja. Pembahasan ini dapat memberikan mahasiswa sebuah gambaran 
mengenai bagaimana penerapan pengetahuan dan keterampilan yang diasah selama 
masa perkuliahan dapat diaplikasikan secara langsung. Pengalaman magang juga 
memberikan ilmu penting mengenai bagaimana bersosialisasi dengan anggota tim 
lainnya untuk meminimalisir kendala dalam proyek. Dengan ini, laporan 
menceritakan dengan lengkap pengalaman magang dalam bidang animasi 2D yang 
hanya bisa didapatkan dengan pengalaman dalam industri secara langsung. 
 
Kata kunci: magang, animasi 2D, rigging, industri animasi 
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THE ROLE OF A 2D ANIMATOR AND RIGGER IN THE PRODUCTION 
OFPENABUR DIGITAL LEARNING PROJECT AT ARKALA STUDIO 

Natasha Indrawinata 
 

ABSTRACT 

This internship was done with the intention of giving a direct experience 
and understanding regarding the work process in the animation industry. The 
company where the internship is done was chosen based on the work experience 
that it offers, along with it's compatibility with what has been thought during 
previous university classes. During this internship, various experiences that have 
been done include being involved in the process of animation production with 
outputs such as commercials, original works, and school digital learning videos. 
This was experienced firsthand through the role of a 2D animator and rigger. This 
report contains the process of interning in the animation industry, especially 
regarding  working in a fast-paced porject that involves a large amount of team 
members that require flexibility and efficiency in working. This discussion can 
provide students with a potrayal of how the knowledge and skills that they have 
acquired can be applied directly outside of university. This internship experience 
also offers an important lesson on how to communicate with team members to avoid 
any misunderstandings in a project. In conclusion, this report discusses how an 
internship experience in 2D animation can offer knowledge that is exclusive to 
working in the industry directly. 
 
Keywords: internship, 2D animation, rigging, animation industry 
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