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PERANCANGAN VISUAL DWIMATRA PADA PROYEK 

“VILLAGE MEOW” DI IGDX BOOTCAMP 

Chloe Morgaine Josvillie 

ABSTRAK 
 

 

Seiring berjalannya waktu, industri gim di Indonesia terus mengalami 

perkembangan yang pesat dengan dukungan berbagai program dari pemerintah dan 

lembaga seperti Kementerian Komunikasi dan Informatika serta Asosiasi Game 

Indonesia (AGI). Salah satu program tersebut adalah IGDX Bootcamp yang 

bertujuan untuk meningkatkan kualitas developer lokal dan menciptakan prototipe 

gim yang inovatif. Seiring dengan peluang tersebut, ketertarikan penulis terhadap 

bidang seni dalam pengembangan gim mendorong penulis untuk lebih mendalami 

industri ini. Selama mengikuti program tersebut, penulis turut berkontribusi dalam 

pengembangan gim Village Meow dengan elemen-elemen 2.5D, meliputi 

pembuatan konsep karakter, desain latar belakang, antarmuka pengguna, dan 

berbagai aset visual lainnya. Penulis juga memperoleh wawasan baru mengenai 

metode scrum dan proses koordinasi dalam tim. Namun, penulis menghadapi 

kendala berupa tantangan teknis dan manajemen waktu yang ketat. Inisiatif 

komunikasi, kerja sama tim, dan manajemen waktu menjadi kunci yang dimiliki 

penulis dalam mengatasi setiap kendala tersebut. 

 

Kata kunci: magang kewirausahaan, IGDX Bootcamp, 2D Artist 
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TWO DIMENSIONAL VISUAL DESIGN ON 

“VILLAGE MEOW” PROJECT AT IGDX BOOTCAMP 

Chloe Morgaine Josvillie 

ABSTRACT 

 

Over time, the game industry in Indonesia continues to experience rapid 

development with the support of various programs from the government and 

organizations such as the Ministry of Communication and Information and the 

Indonesian Game Association (AGI). One of these programs is the IGDX 

Bootcamp, which aims to improve the quality of local developers and create 

innovative game prototypes. Along with these opportunities, the author's interest in 

the field of art in game development encouraged the author to dive deeper into this 

industry. During the program, the author contributed to the development of the 

Village Meow game with 2.5D elements, including character concept creation, 

background design, user interface, and various other visual assets. The author also 

gained new insights into the scrum method, substance painting, and the 

coordination process within the team. However, the author faced obstacles in the 

form of technical challenges and tight time management. Communication 

initiatives, teamwork, and time management are the keys held by the author in 

overcoming each of these obstacles. 

 

Keywords: Entrepreneurship Internship, IGDX Bootcamp, 2D Artist 
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