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ABSTRAK

Pertumbuhan industri kreatif, khususnya di bidang animasi dan media visual,
semakin pesat seiring tingginya permintaan akan konten visual yang berkualitas.
Perkembangan ini mendorong kebutuhan akan tenaga kerja yang memiliki
keahlian di bidang visual development. Menyadari hal tersebut, penulis mengikuti
program magang sebagai Visual Development Artist di Studio Mung, sebuah
studio animasi independen yang berlokasi di Tangerang. Studio ini dipilih karena
memiliki pendekatan visual yang unik dan sejalan dengan minat serta tujuan
karier penulis. Selama magang, penulis mengerjakan berbagai tugas seperti
membuat concept art, character design, environment design, property design,
serta mewarnai dan rendering aset menggunakan perangkat lunak Krita, Procreate,
dan Blender. Penulis terlibat dalam proyek eksternal seperti serial animasi “AlO”,
serta proyek internal. Dalam prosesnya, penulis sempat mengalami kendala dalam
mengatur waktu karena padatnya tugas dan keterlambatan revisi. Hal ini diatasi
dengan menyusun skala prioritas dan berkoordinasi aktif bersama tim.
Pengalaman ini memberikan wawasan baru tentang alur kerja profesional di dunia
animasi, serta mengasah kemampuan penulis dalam hal teknis dan kerja tim.

Kata kunci: magang, visual development, animasi, desain visual, industri kreatif.
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THE ROLE OF A VISUAL DEVELOPMENT ARTIST IN THE
“410” PROJECT AT PT. MUNE KREASI PURNAMA

(Nethania Michelle Marvella Tjahjadhi)

ABSTRACT

The creative industry, especially in animation and visual media, continues to
grow rapidly in response to the increasing demand for high-quality visual content.
This development calls for skilled individuals in visual development roles. To
explore this field further, the author took part in an internship as a Visual
Development Artist at Studio Muné, a small independent animation studio based
in Tangerang. The studio was chosen for its strong creative direction, as well as
its alignment with the author’s career interests. During the internship, the author
worked on tasks such as creating concept art, character design, environment
design, and property design, as well as handling coloring and rendering using
Krita, Procreate, and Blender. The projects included both external work—such as
the animated series “AlO”—and internal studio content. One of the main
challenges was managing multiple tasks under tight deadlines, especially when
feedback was delayed. To handle this, the author prioritized tasks based on
urgency and kept close communication with the team. This internship experience
has expanded the author's understanding of professional workflows in animation
and sharpened both technical skills and teamwork abilities.

Keywords: internship, visual development, animation, visual design, creative
industry.
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