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Nama Lengkap  : Helen Purnama Lee 

Nomor Induk Mahasiswa : 00000054197 

Program Studi   : Desain Komunikasi Visual 

Jenjang   : S1 

 

menyatakan dengan sesungguhnya bahwa Laporan Magang saya yang berjudul: 

PERANCANGAN KARAKTER 3D UNTUK NATIONAL 

KIDNEY FOUNDATION SINGAPORE 

  

merupakan hasil karya saya sendiri, bukan merupakan hasil plagiat, dan tidak pula 

dituliskan oleh orang lain. Semua sumber, baik yang dikutip maupun dirujuk, telah 

saya cantumkan dan nyatakan dengan benar pada bagian daftar pustaka. 
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plagiarisme ini sebagai kesalahan saya pribadi dan bukan tanggung jawab 
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PERANCANGAN KARAKTER 3D UNTUK NATIONAL 

KIDNEY FOUNDATION SINGAPORE 

 

 (Helen Purnama Lee) 

ABSTRAK 
 

 
Berkembangnya teknologi informasi menyebabkan munculnya media digital 
berupa 2D dan 3D. 3D model banyak digunakan dalam berbagai industri seperti 
animasi, gim, virtual reality, arsitektur, desain produk, dan bahkan juga digunakan 
dalam bidang kedokteran, arsitektur, hukum, dan forensik. Penggunaan 3D yang 
luas membuat penulis tertarik untuk mengasah kemampuan dalam membuat aset-
aset 3D yang dapat digunakan dalam media interaktif. Penulis melaksanakan 
program magang di SuperPixel sebagai Creative Technologist intern untuk 
menambah pengalaman, meningkatkan kemampuan merancang 3D model yang 
sesuai dengan keperluan industri khususnya untuk media interaktif, serta 
meningkatkan kemampuan softskill seperti kerja sama tim, komunikasi antar tim, 
dan manajemen waktu. SuperPixel merupakan perusahaan yang menyediakan jasa 
pembuatan 2D, 3D, media interaktif, dan media campuran lainnya. SuperPixel telah 
melayani client dari berbagai perusahaan seperti Petco Love, CapitaLand, CIMB 
Singapore, KidSTART Singapore, Way of Republic, Universal, Fox, Coca-Cola, 
McDonald’s, National Healthcare Group, Giant, Samsonite, Grab, Lazada, MTV 
Asia, Laurier, Gardens by the Bay, Sentosa Merlion, Apple, Asus, Mandai Wild 
Reserve, Research World, Singlife, ST Engineering, Kao, Courts, Singapore 
Tourism Board, Daikin, DDB, Health Promotion Board, Pigeon, Urban 
Redevelopment Authority, Ministry of Communications and Information, 
Simmons, DBS, RedMart, Singtel, EDB Singapore, AstraPay, Music Television, 
Crypto, Mount Elizabeth Hospital Singapore dan National Kidney Foundation. 
Penulis melaksanakan tugas-tugas magang di bawah bimbingan Senior Creative 
Technologist dan Senior 3D Artist. Proses yang dilakukan berupa briefing, RnD, 
perancangan, hingga finalisasi. Magang ini memberikan penulis pengalaman 
bekerja dalam industri sekaligus ilmu dalam menggunakan berbagai macam 
aplikasi untuk keperluan proyek profesional. 

 

Kata kunci: SuperPixel, 3D, interaktif, Creative Technologist, Mount Elizabeth 
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3D CHARACTER DESIGN FOR NATIONAL KIDNEY 

FOUNDATION SINGAPORE  

(Helen Purnama Lee) 

ABSTRACT 
 

The development of information technology has led to the emergence of digital 
media in the form of 2D and 3D. 3D models are widely used in various industries 
such as animation, games, virtual reality, architecture, product design, and even 
used in the fields of medicine, architecture, law, and forensics. The extensive use of 
3D makes the author interested in improving creating 3D assets skills that can be 
used in interactive media. The author carried out an internship program at 
SuperPixel as a Creative Technologist to gain experience, improve the ability to 
design 3D models that are in accordance with industrial needs especially for 
interactive media, and improve soft skills such as teamwork, communication 
between teams, and time management. SuperPixel is a company that provides 2D, 
3D, interactive media, and other mixed media creation services. SuperPixel has 
served clients from various companies such as Petco Love, CapitaLand, CIMB 
Singapore, KidSTART Singapore, Way of Republic, Universal, Fox, Coca-Cola, 
McDonald's, National Healthcare Group, Giant, Samsonite, Grab, Lazada, MTV 
Asia, Laurier, Gardens by the Bay, Sentosa Merlion, Apple, Asus, Mandai Wild 
Reserve, Research World, Singlife, ST Engineering, Kao, Courts, Singapore 
Tourism Board, Daikin, DDB, Health Promotion Board, Pigeon, Urban 
Redevelopment Authority, Ministry of Communications and Information, Simmons, 
DBS, RedMart, Singtel, EDB Singapore, AstraPay, Music Television, Crypto, 
Mount Elizabeth Hospital Singapore, and National Kidney Foundation. The author 
carried out internship tasks under the guidance of Senior Creative Technologist 
and Senior 3D Artist. The working process are briefing, RnD, design, to 
finalization. This internship gave the author experience working in the industry and 
knowledge in using various applications for professional project needs. 

 
Keywords: SuperPixel, 3D, interactive, Creative Technologist, Mount Elizabeth 
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