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PERAN 2D ARTIST DALAM PROSES PEMBUATAN KONTEN 

VISUAL DI ARAS DESIGN & MOTION 

Marshanda Alifia 

ABSTRAK 

 

Magang ini bertujuan untuk mendalami peran penulis sebagai 2D Design Artist 

dalam proses pembuatan konten visual di studio kreatif Aras Design & Motion. 

Selama masa magang, penulis terlibat dalam berbagai tahapan pra-produksi, seperti 

pembuatan concept art, storyboard, styleframe, dan ekspresi karakter, baik untuk 

proyek komersial maupun inisiatif internal studio. Melalui kolaborasi dengan 

berbagai divisi seperti 3D, motion design, dan compositor, penulis mempelajari 

pentingnya koordinasi tim, konsistensi gaya visual, serta kemampuan untuk 

menerima dan menerapkan revisi secara profesional. Tantangan yang dihadapi, 

seperti menyesuaikan standar kualitas studio dan tenggat waktu proyek, menjadi 

bagian dari proses pengembangan diri. Pengalaman ini memberikan wawasan nyata 

mengenai alur kerja di industri kreatif dan memperkuat keterampilan teknis serta 

sikap profesional penulis sebagai calon praktisi 2D Artist. 

 

Kata kunci: Magang, 2D Design Artist, Aras Design & Motion. 
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THE ROLE OF A 2D ARTIST IN CREATING VISUAL 

CONTENT AT ARAS DESIGN & MOTION 

Marshanda Alifia 

 

ABSTRACT 

This internship aims to explore the author's role as a 2D Design Artist in the process 

of creating visual content at Aras Design & Motion creative studio. During the 

internship, the writer was involved in various pre-production stages, such as the 

creation of concept art, storyboards, styleframes, and character expressions, both 

for commercial projects and internal studio initiatives. Through collaboration with 

various divisions such as 3D, motion design, and compositors, I learned the 

importance of team coordination, visual style consistency, and the ability to accept 

and apply revisions in a professional manner. The challenges faced, such as 

adjusting to studio quality standards and project deadlines, became part of the self- 

development process. This experience provided real insight into the workflow in the 

creative industry and strengthened the author's technical skills and professional 

attitude as a future 2D Artist practitioner. 

 

Keywords: Internship, 2D Design Artist, Aras Design & Motion. 
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