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PERANCANGAN ASET VISUAL 2D GAME HORROR
“THE STATION” DI IGDX BOOTCAMP

(Verlyn Verlandy)
ABSTRAK

Untuk mendukung perkembangan industri gim Indonesia, Kementerian
Komunikasi dan Informatika (Kominfo) bekerjasama dengan Asosiasi Game
Indonesia (AGI) untuk menggelar program bernama Indonesia Game Developer
Exchange (IGDX) Bootcamp 2024. Kegiatan tersebut dijadikan kesempatan bagi
mahasiswa Desain Komunikasi Visual (DKV) yang ingin melakukan magang
kewirausahaan di Universitas Multimedia Nusantara. Penulis memilih program
tersebut sebagai praktik magang dikarenakan minat penulis terhadap ilustrasi dan
desain visual dalam gim. Laporan ini berisikan proses pengerjaan aset visual 2D
dari game horror The Station yang merupakan proyek tim penulis selama acara
berlangsung. Pengerjaan aset visual meliputi character design, environment design,
texture painting, property design, serta pembuatan cutscene. Penulis mengalami
beberapa kendala dalam bootcamp ini seperti kurangnya anggota tim yang mengerti
programming, kurangnya komunikasi antar anggota tim, kurangnya pengetahuan
penulis dan tim dalam genre horror, dan lainnya. Dengan mengikuti IGDX
Bootcamp, diharapkan pengalaman tersebut dapat membantu penulis dalam
mengasah kemampuan dan menambah pengetahuan. Penulis juga berharap gim The
Station dapat dijadikan portofolio penulis di masa depan.

Kata kunci: desain, aset 2D, magang, game horror.
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VISUAL ASSET DESIGN FOR 2D HORROR GAME

“THE STATION” AT IGDX BOOTCAMP

(Verlyn Verlandy)
ABSTRACT

To support the development of the Indonesian gaming industry, the Ministry of
Communication and Information (Kominfo) is collaborating with the Indonesian
Game Association (AGI) to hold a program called the Indonesia Game Developer
Exchange (IGDX) Bootcamp 2024. The activity is an opportunity for Visual
Communication Design (DKV) students who want to undertake an
entrepreneurship internship at Universitas Multimedia Nusantara. The author
chose the program as an internship practice due to their interest in illustration and
visual design in games. This report contains the process of creating 2D visual assets
for the horror game The Station, which was the team's project during the event. The
creation of visual assets includes character design, environment design, texture
painting, property design, and cutscene creation. The writer encountered several
obstacles in this bootcamp, such as the lack of team members who understand
programming, insufficient communication among team members, the writer and
team's limited knowledge in the horror genre, and others. By participating in the
IGDX Bootcamp, it is hoped that the experience will help the writer hone their skills
and expand their knowledge. The author also hopes that the game The Station can
be included in the author's portfolio in the future.

Keywords: design, 2D assets, internship, horror game.
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