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PERANCANGAN MEDIA INTERAKTIF AUGMENTED 
REALITY PANJAT PINANG DI SUPERPIXEL  

 (Michael Febryanto Lie) 

ABSTRAK 
 

Percepatan teknologi kini telah menjadi elemen penting pada industri kreatif, 
khususnya di bidang animasi dan media interaktif. Adanya percepatan teknologi 
tersebut membuat perusahaan membutuhkan kemampuan 3D Generalist yang 
mampu mengelola workflow 3D yang sifatnya mendasar dan mudah beradaptasi 
terhadap berbagai bagian dalam fase produksi. Sebagai mahasiswa Desain 
Komunikasi Visual, penulis memilih untuk magang di Superpixel sebagai 3D 
Generalist dengan tujuan meningkatkan keterampilan dan pengalaman di industri 
animasi 3D. Selama enam bulan masa magang, penulis terlibat dalam pembuatan 
media interaktif berbasis Augmented Reality (AR) dan Virtual Reality (VR) yang 
memadukan dunia nyata dengan konten digital. Proses produksi karya-karya 
tersebut terdiri dari beberapa tahapan, yaitu brief, referensi, sketsa, digitalisasi aset 
3D & grid, revisi, dan final design. Superpixel sebagai perusahaan industri kreatif 
memiliki fokus dalam produksi animasi 3D, 2D, motion graphic, serta konten 
interaktif dan imersif. Dalam proses magang, penulis bekerja di tim Research and 
Development (R&D) di bawah bimbingan Senior Creative Technologist dan Senior 
3D Artist, serta berkolaborasi erat dengan tim 2D Artist. Pengalaman ini tidak hanya 
memperdalam pengetahuan penulis tentang alur kerja industri 3D, tetapi juga 
mengasah kemampuan dalam komunikasi, manajemen waktu, dan kerjasama lintas 
negara. Pada akhirnya, magang ini memberikan wawasan berharga mengenai 
pentingnya kolaborasi dalam proyek animasi 3D skala besar dan cara perusahaan 
mengelola proyek mereka. 
 
 

Kata kunci: Superpixel, Panjat Pinang, 3D Generalist, Augmented Reality (AR), 
Virtual Reality (VR) 
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DESIGN OF PANJAT PINANG AUGMENTED REALITY 
INTERACTIVE MEDIA AT SUPERPIXEL  

(Michael Febryanto Lie) 

ABSTRACT 
 

The acceleration of technology has now become an important element in the 
creative industry, especially in the fields of animation and interactive media. The 
acceleration of this technology means that companies need 3D Generalist 
capabilities that are able to manage basic 3D workflows and are easily adaptable 
to various parts of the production phase. As a Visual Communication Design 
student, the author chose to intern at Superpixel as a 3D Generalist with the goal 
of enhancing skills and gaining experience in the 3D animation industry. During 
the six-month internship, the author was involved in the creation of interactive 
media based on Augmented Reality (AR) and Virtual Reality (VR), blending the real 
world with digital content. The production process of these works consists of 
several stages, namely brief, reference, sketch, digitization of 3D asets & grids, 
revisions, and final design. Superpixel as a creative industry company, focuses on 
the production of 3D and 2D animation, motion graphics, as well as interactive and 
immersive content. Throughout the internship, the author worked with the Research 
and Development (R&D) team under the guidance of a Senior Creative 
Technologist and a Senior 3D Artist, while collaborating closely with the 2D artist 
team. This experience not only deepened the author's knowledge of the 3D industry 
workflow but also sharpened skills in communication, time management, and cross-
country collaboration. Ultimately, this internship provided valuable insights into 
the importance of collaboration in large-scale 3D animation projects and how 
companies manage their projects. 
 
 
Keywords: Superpixel, Climbing Slippery Pole, 3D Generalist, Augmented Reality 
(AR), Virtual Reality (VR) 
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