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saya sendiri, bukan merupakan hasil plagiat, dan tidak pula dituliskan oleh orang
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PELAKSANAAN MAGANG PADA BIDANG GENERAL

ARTIST DI PERUSAHAAN SHIREISHI PRODUCTION

MALANG

 (Florencia Karin Setiadi)

ABSTRAK

Program magang ini dilaksanakan pada tanggal 5 Agustus 2024 sampai hingga
tanggal 4 Februari 2025 di industri gim Shireishi Production dengan tujuan untuk
menerapkan skill skill yang sudah dipelajari selama masa perkuliahan ke dalam
lingkungan kerja, dan juga membiasakan diri penulis ke dalam lingkungan kerja.
Shireishi Production merupakan perusahaan yang bergerak dalam industri gim, di
dalam industri gim dibutuhkan programmer untuk memprogram gim, artist untuk
membuat Aset yang diperlukan dalam pembuatan  gim, dan  gim designer untuk
memastikan  gim tersebut  dapat  dimainkan  dan  disenangi  oleh  pemain.  Tugas
artist di  dalam  industri  gim itu  sendiri  adalah  membuat  Aset  Aset  baik  2D
maupun 3D. Aset - Aset yang sudah dibuat akan melalui berbagai proses revisi
untuk  memastikan  bahwa  Aset  -  Aset  tersebut  telah  memiliki  kualitas  yang
dibutuhkan  untuk  dimasukan  dalam  gim.  Hasil  praktek  magang  yang  sudah
dilakukan  menunjukan  bagaimana  proses  pembuatan  gim digital,  pengerjaan
proyek dalam perusahaan, dan menambah serta  memperdalam ilmu yang telah
dimiliki dalam bidang pembuatan illustrasi baik dalam 2D dan 3D.

Kata kunci: : Industri Game, Illustrasi, Artist
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THE INTERNSHIP IN THE FIELD OF GENERAL ARTIST AT

SHIREISHI PRODUCTION COMPANY IN MALANG

(Florencia Karin Setiadi)

ABSTRACT

This internship program is being held from August 5 2024 to February 4 2025 in
Shireishi Production, a company that dwelve in the gim industry with the aim of
applying the skills learned during the study in campus into the work environment,
and also familiarizing the author with the work environment. Shireishi Production
is  a  company  that  operates  in  the  games  industry.  In  the  games  industry,
programmers are needed to program games, artists to create the assets needed to
make games, and gim designers to ensure the gim can be played and enjoyed by
players. The task of artists in the games industry itself is to create assets, both 2D
and 3D. Assets that have been created will go through various revision processes
to ensure that they met the quality required to be included in the gim. The results
of the internship that has been carried out show the process of creating digital
games, working on projects within the company, and adding and deepening the
knowledge already possessed in the field of creating illustrations both in 2D and
3D.

Keywords: Game industry, Illustration, Artist

ix
Pembuatan Game Digital …, Florencia Karin Setiadi, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL ..............................................................................................i

HALAMAN PERNYATAAN TIDAK PLAGIAT..............................................ii

HALAMAN PERNYATAAN KEABSAHAN PERUSAHAAN.......................iii

HALAMAN PENGESAHAN...............................................................................iv

HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH.......................v

KATA PENGANTAR...........................................................................................vi

ABSTRAK...........................................................................................................viii

ABSTRACT............................................................................................................ix

DAFTAR ISI...........................................................................................................x

DAFTAR TABEL................................................................................................xii

DAFTAR GAMBAR..........................................................................................xiii

DAFTAR LAMPIRAN........................................................................................xv

BAB I  PENDAHULUAN......................................................................................1

1.1 Latar Belakang..................................................................................1

1.2 Tujuan Magang.................................................................................2

1.3 Waktu dan Prosedur Pelaksanaan Magang...................................2

1.3.1 Waktu Pelaksanaan Magang..................................................3

1.3.2 Prosedur Pelaksanaan Magang..............................................3

BAB II GAMBARAN UMUM PERUSAHAAN.................................................5

2.1 Profil dan Sejarah Perusahaan........................................................5

2.1.1 Profil Perusahaan....................................................................5

2.1.2 Sejarah Perusahaan.................................................................6

2.2 Struktur Organisasi Perusahaan.....................................................7

2.3 Portofolio Perusahaan......................................................................7

BAB III PELAKSANAAN MAGANG...............................................................10

3.1 Kedudukan dan Koordinasi Pelaksanaan Magang.....................10

3.1.1 Kedudukan Pelaksanaan Magang........................................10

3.1.2 Koordinasi Pelaksanaan Magang.........................................10

3.2 Tugas yang Dilakukan....................................................................11

3.3 Uraian Pelaksanaan Magang.........................................................13

x
Pembuatan Game Digital …, Florencia Karin Setiadi, Universitas Multimedia Nusantara



3.3.1 Proses Pelaksanaan Tugas Utama Magang.........................13

3.3.2 Proses Pelaksanaan Tugas Tambahan Magang..................32

3.4 Kendala dan Solusi Pelaksanaan Magang....................................42

3.4.1 Kendala Pelaksanaan Magang.............................................39

3.4.2 Solusi Pelaksanaan Magang..................................................39

BAB IV PENUTUP..............................................................................................44

4.1 Simpulan..........................................................................................44

4.2 Saran................................................................................................44

DAFTAR PUSTAKA...........................................................................................45

xi
Pembuatan Game Digital …, Florencia Karin Setiadi, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 3.1 Tabel Detail Pekerjaan yang Dilakukan Selama Magang...............11

xii
Pembuatan Game Digital …, Florencia Karin Setiadi, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Logo Perusahaan..............................................................................5

Gambar 2.2 Bagan Struktur Organisasi Perusahaan........................................7

Gambar 2.3 Game Furriend.................................................................................8

Gambar 2.4 Game How To Die............................................................................8

Gambar 2.5 Game Grow The Seed......................................................................9

Gambar 3.1 Kedudukan Pelaksanaan Magang RTO......................................10

Gambar 3.2 Bagan Alur Koordinasi..................................................................11

Gambar 3.3 Sketsa Sapu.....................................................................................15

Gambar 3.4 Gambar Sapu Jadi.........................................................................15

Gambar 3.5 Gambar Samanera.........................................................................16

Gambar 3.6 Gambar Sketsa Samanera Memegang Sapu...............................16

Gambar 3.7 Gambar Samanera Memegang Sapu...........................................17

Gambar 3.8 Gambar Sketsa Daun.....................................................................17

Gambar 3.9 Gambar Daun.................................................................................18

Gambar 3.10 Gambar Sketsa Trash Can..........................................................19

Gambar 3.11 Gambar Trash Can......................................................................19

Gambar 3.12 Sketsa Tiles...................................................................................20

Gambar 3.13 Gambar Tiles................................................................................21

Gambar 3.14 Gambar Bar dengan Revisi.........................................................22

Gambar 3.15 Gambar Sketsa Net......................................................................23

Gambar 3.16 Gambar Net..................................................................................24

Gambar 3.17 Gambar Sketsa Brush dan Brush...............................................25

Gambar 3.18 Gambar Sketsa Background.......................................................25

Gambar 3.19 Gambar Patung Dewi..................................................................26

Gambar 3.20 Gambar Background...................................................................26

Gambar 3.21 Gambar Rancangan Aset............................................................27

Gambar 3.22 Gambar Background...................................................................28
xiii

Pembuatan Game Digital …, Florencia Karin Setiadi, Universitas Multimedia Nusantara



Gambar 3.23 Gambar Pot Bunga......................................................................28

Gambar 3.24 Gambar Meja Altar.....................................................................29

Gambar 3.25 Gambar Keseluruhan Background............................................29

Gambar 3.26 Gambar Tangan Memegang Dupa.............................................30

Gambar 3.27 Gambar Tangan Memegang Dupa Revisi.................................30

Gambar 3.28 Gambar Tangan Memegang Dupa Revisi Final........................31

Gambar 3.29 Gambar Aset Tempat Dupa........................................................31

Gambar 3.30 Gambar Aset Replika Lukisan Museum...................................32

Gambar 3.31 Gambar Logo Billiard Rush........................................................33

Gambar 3.32 Gambar Character Billiard Rush...............................................34

Gambar 3.33 Gambar Meja Billiard Rush.......................................................34

Gambar 3.34 Gambar UI Billiard Rush............................................................35

Gambar 3.35 Gambar Ikon Tongkat Golf........................................................36

Gambar 3.36 Gambar Ikon Peta 1.....................................................................36

Gambar 3.37 Gambar Ikon Peta 2.....................................................................37

Gambar 3.38 Gambar Ikon Peta 3.....................................................................37

Gambar 3.39 Gambar Ikon Peta 4.....................................................................38

Gambar 3.40 Gambar Ikon Immune.................................................................38

Gambar 3.41 Gambar Ikon Critical Attack......................................................39

Gambar 3.42 Gambar Ikon Attack Speed........................................................39

Gambar 3.43 Gambar Ikon Critical..................................................................39

Gambar 3.44 Gambar Ikon Sword Attack........................................................40

Gambar 3.45 Gambar Ikon Income Skill..........................................................40

Gambar 3.46 Gambar Ikon Rage.......................................................................40

Gambar 3.47 Gambar Ikon Splash....................................................................41

xiv
Pembuatan Game Digital …, Florencia Karin Setiadi, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran Hasil Persentase Turnitin 1...............................................................46

Lampiran Form Bimbingan 1.............................................................................46

Lampiran Surat Penerimaan Magang 1............................................................52

Lampiran MBKM 01 1........................................................................................53

Lampiran MBKM 02 1........................................................................................54

Lampiran MBKM 03 1........................................................................................55

Lampiran MBKM 04 1........................................................................................60

Lampiran Karya 1...............................................................................................82

xv
Pembuatan Game Digital …, Florencia Karin Setiadi, Universitas Multimedia Nusantara


	6881b7ff640e90a0ba19020905bd7c09b3be056a8022fdd552b8d8d39827612c.pdf
	HALAMAN PERNYATAAN TIDAK PLAGIAT

	6291e116ca8586001f587f365150d99aa8f31b302b97f4c46b5b525911bf1c2d.pdf
	23a9719d5ccfb03d7fec459f28bcbf1ce8bbf8d22b6e7658b605b29ced7677a2.pdf
	6881b7ff640e90a0ba19020905bd7c09b3be056a8022fdd552b8d8d39827612c.pdf
	HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH
	KATA PENGANTAR
	ABSTRAK
	ABSTRACT
	DAFTAR ISI
	DAFTAR TABEL
	DAFTAR GAMBAR
	DAFTAR LAMPIRAN


		2025-01-16T00:59:09+0700
	JAKARTA
	e-meterai_signatures
	[JF3599GUAW0H8H5Y0000A9] Ref-183219733525912


		2025-01-16T01:01:12+0700
	JAKARTA
	e-meterai_signatures
	[3A7T799W9G0H8H5X0000A9] Ref-818945276181642




