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PERANCANGAN DESAIN 2D ASSET MATERIALS

UNTUK GAME BANYU BIRU

DI LET’S PLAY INDONESIA

(Hizkiana Nicoldea Gunawan)

ABSTRAK

Let's Play Indonesia merupakan perusahaan yang menyediakan produk berupa
platform pembelajaran bisnis dengan metode Game Based Learning atau media
gim yang berfokus pada edukasi. Perusahaan Let’s Play Indonesia berasal dari
Kota Malang dan memiliki cabang Koperasi Let’s Play Game Studio. Game yang
diproduksi mencakup Playland: Hidden Gems dan Kopsis Story. Selama proses
magang, penulis bekerja sebagai 2D artist intern dan memiliki tanggung jawab
atas desain aset dan key visual dari proyek game Banyu Biru. Pemilihan Let’s
Play Indonesia oleh penulis didasari oleh rasa ketertarikan dan keingintahuan
penulis terhadap lingkungan kerja, gaya visual yang digunakan dalam produk,
dan proses produksi suatu game berbasis edukasi tersebut. Hal yang paling
menarik perhatian penulis dari perusahaan yang dipilih penulis adalah game
Playland: Hidden Gems tersebut dengan gaya visual yang sedang penulis tekuni
dan memiliki ketertarikan. Penulis diberikan tanggung jawab dalam menangani
dan menghasilkan aset background environment untuk proyek game Banyu Biru
setelah penanggung jawab dari tim magang penulis melakukan konsiderasi dan
melihat portofolio penulis.

Kata kunci: 2D Artist Intern, Let’s Play Indonesia, Game, Edukasi
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2D ASSET MATERIALS DESIGN

FOR BANYU BIRU GAME

AT LET’S PLAY INDONESIA

(Hizkiana Nicoldea Gunawan)

ABSTRACT

Let’s Play Indonesia is a company that offers products in the form of a business
learning platform using the Game-Based Learning method, or educational game
media. The company originated in Malang City and has a cooperative branch
known as Let’s Play Game Studio. The games produced by the company include
Playland: Hidden Gems and Kopsis Story. During the internship, the author
worked as a 2D artist intern, responsible for asset design and key visuals for the
Banyu Biru game project. The author's decision to choose Let’s Play Indonesia
was driven by a strong interest and curiosity about the work environment, the
visual style used in the products, and the production process of an educational
game. What captivated the author most about the company was the game
Playland: Hidden Gems, which featured a visual style that aligns with the author's
interests and ongoing study. The author was entrusted with the responsibility of
managing and producing background environment assets for the Banyu Biru game
project after the internship team supervisor reviewed the author’s portfolio and
made the appropriate considerations.

Keywords: 2D Artist Intern, Let’s Play Indonesia, Game, Education
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