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PERAN ANIMATOR DAN VFX ARTIST DALAM PROYEK
GAME 1998 : THE TOLL KEEPER STORY DI

GAMECHANGER STUDIO
(Luh Chrisni Wijaya)

ABSTRAK

Game merupakan karya berasal dari industri kreatif dengan potensi lapangan
pasar yang besar mencapai jangkauan internasional secara global. Namun di
Indonesia, industri kreatif secara umum masih kurang memahami potensi yang
dibawakan. Salah satu studio yang menghasilkan kumpulan game yang sukses
dengan mayoritas anggota lokal adalah GameChanger Studio. Kumpulan game
seperti ‘My Lovely Series’ (My Lovely Daughter, My Lovely Wife, My Lovely
Empress) dan proyek game lainnya dalam studio telah memenangkan
penghargaan baik secara lokal dan internasional. Maka itu, tujuan laporan ini
adalah menjelaskan rincian peran Animator dan VFX Artist untuk GameChanger
Studio yang dilakukan secara WFH (work from home). Laporan ini juga memberi
tahu kepentingan dalam memahami dasar bagaimana merancang sebuah animasi
serta cara bernavigasi menyelesaikan kendala. Menjalani program magang,
penulis mendapatkan wawasan lebih bagaimana sebuah game dibuat pada standar
lingkungan profesional. Proyek game dikerjakan oleh penulis terinspirasi dari
sejarah Indonesia yang tersampaikan melalui game yang berjudul 7998 : The Toll
Keeper Story .

Kata kunci: magang, studio game Indonesia, animator, animasi

vil



AN ANIMATOR AND VFX ARTIST ROLE IN THE
PRODUCTION OF THE GAME PROJECT 1998 : THE TOLL

KEEPER STORY AT GAMECHANGER STUDIO
(Luh Chrisni Wijaya)

ABSTRACT

‘Games’ are creations made from the creative industry with a potential to reach
international markets globally. However in Indonesia, the creative industry is still
commonly not understood by the potential it brings. One of the studios that made
a collection of successful games with team members majorly local is called
GameChanger Studio. Games collections such as the ‘My Lovely Series’ (My
Lovely Daughter, My Lovely Wife, My Lovely Empress) and other game projects in
the studio earned them awards either locally and internationally. Therefore, the
goal of this report is to explain details regarding the role of an Animator and VFX
Artist at GameChanger Studio that is done remotely (WFH). This report will also
inform the importance of comprehending the basics to make an animation and
how to handle an obstruction. During the internship program, the writer has
gained more insight on how to make a game in a professional setting. The game
project worked on by the writer is meant to be inspired by Indonesian history
which is shown through a game called 1998 : The Toll Keeper Story .

Keywords: internship, Indonesian game studio, animator, animation
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