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 (Devicca Christella) 

ABSTRAK 
 

 

 Praktek magang ini dilaksanakan di Perusahaan Virtuosity UMN Film 

Production Lab pada tanggal 9 Juli  sampai hingga 8 November 2024 di kantor inti 

Perusahaan Virtuosity Umn Film Production, yaitu berlokasikan di Universitas 

Multimedia Nusantara. Tujuan pemilihan tempat magang virtuosity untuk 

pelaksanaan praktek magang ini secara sengaja dipilih dikarenakan Perusahaan 

Virtuosity Umn Film Production Lab walaupun bergerak dalam bidang perfilman, 

perusahaan ini juga bergerak dalam bidang seni dan desain. Virtuosity memiliki 

posisi kerja sesuai dengan kemampuan yang telah di tempuh pada masa perkuliahan 

sesuai dengan bidang. Beberapa contohnya adalah game papan, media interaktif 

dan produk dagang. Selain itu, Perusahaan Virtuosity Umn Film Production Lab 

merupakan perusahan yang berdiri secara langsung dibawah Yayasan Multimedia 

Nusantara, sehingga terjamin kompetensinya. Praktek magang ini bertujuan untuk 

menambah dan memperdalam ilmu yang telah dimiliki dalam bidang desain 

permainan dan illustrasi. Hasil praktek magang menunjukan bagaimana proses 

pembuatan proyek besar dalam perusahaan, dan pembelajaran etika dalam berkerja. 

 

Kata kunci: Permainan Papan, Illustrasi, Produk Dagang 
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THE MAKING OF COSMIC RACE BOARD GAME  

FROM MUNIVERSE VIRTUOSITY UMN  

FILM PRODUCTION LAB  

(Devicca Christella) 

ABSTRACT 

 

 This internship practice was carried out at the Virtuosity UMN Film 

Production Lab Company from July 9 to November 8, 2024 at the main office of the 

Virtuosity Umn Film Production Company, which is located at Multimedia 

Nusantara University. The purpose of choosing the virtuosity internship location 

for the implementation of this internship practice was specifically chosen because 

the Virtuosity Umn Film Production Lab Company, although is engaged in the film 

industry, this company is also engaged in the arts and design fields. Virtuosity has 

a work position according to the abilities that have been taken during college 

according to the field. Some examples are board games, interactive media and 

commercial products. In addition, the Virtuosity Umn Film Production Lab 

Company is a company that was established directly under the Multimedia 

Nusantara Foundation, so its competence is guaranteed. This internship practice 

aims to increase and deepen the knowledge that has been possessed in the field of 

game design and illustration. The results of the internship practice show how the 

process of making large projects in the company, and learning ethics in working. 

 

Keywords: Board Game, Illustration, Merchandise 
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