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PERAN 2D GENERALIST DALAM PRODUKSI VFX FILM 

LAYAR LEBAR DI URATNADI VISUALWORKS 

Izzan Rafidhia Deza 

 

ABSTRAK 

Animasi telah mengalami perkembangan signifikan sejak awal kemunculannya, 

dari sekadar ilusi gambar menjadi bagian penting dalam dunia digital modern, 

khususnya dalam industri hiburan dan perfilman. Salah satu penerapan utama 

animasi dalam film adalah VFX (visual effects), yang menggabungkan animasi 

dengan footage live-action untuk menciptakan visual yang mendukung narasi. VFX 

tidak hanya mencakup CGI (computer-generated imagery),  atau animasi 3D, tetapi 

juga berbagai teknik 2D seperti tracking, keying, rotoscoping, dan clean-up, yang 

kerap luput dari sorotan namun berperan penting dalam proses produksi. Kebutuhan 

akan VFX artist semakin meningkat seiring pesatnya perkembangan industri ini. 

Sehingga penulis mengikuti program magang daring sebagai 2D generalist di 

Uratnadi Visualworks. Laporan ini membahas pengalaman penulis dalam 

mengerjakan proyek-proyek film dan iklan, serta proses belajar teknik-teknik VFX 

yang digunakan secara profesional. Melalui program ini, penulis memperoleh 

wawasan praktis dan keterampilan yang relevan untuk mendukung kemajuan 

industri kreatif, khususnya perfilman di Indonesia. 

 

Kata kunci: magang, produksi film, visual effects, industri film, 2D generalist 
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INVOLVEMENT OF A 2D GENERALIST IN FEATURE FILM 

VFX PROJECTS AT URATNADI VISUALWORKS 

 

Izzan Rafidhia Deza 

 

ABSTRACT 

Animation has undergone significant development its birth., evolving from simple 

image illusions into an essential component of the modern digital world, 

particularly in the entertainment and film industries. One of the primary 

applications of animation in film is VFX (visual effects), which combines animation 

with live-action footage to create visuals that support the narrative. VFX 

encompasses not only CGI (computer-generated imagery) or 3D animation but also 

various 2D techniques such as tracking, keying, rotoscoping, and clean-up—

methods that often go unnoticed but play a crucial role in the production process. 

The demand for VFX artists continues to grow in line with the rapid expansion of 

this industry. As a result, the author participated in an online internship program 

as a 2D generalist at Uratnadi Visualworks. This report discusses the author’s 

experience working on film and advertisement projects, as well as the learning 

process of professional VFX techniques. Through this program, the author gained 

practical insights and relevant skills to support the advancement of the creative 

industry, particularly filmmaking in Indonesia..  

 

Keywords: internship, movie production, visual effects, film industry, 2D generalist 
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