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PERAN 3D ANIMATOR PADA PRODUKSI ANIMASI SERIAL 

TELEVISI DI MULTIMEDIA NUSANTARA POLYTECHNIC 

 

 Vanesha Quentin Soebroto 

ABSTRAK 

 

 

Saat ini, industri animasi Indonesia sedang mengalami perkembangan dan mulai 

untuk memasuki pasar internasional. Kebutuhan akan pekerja di industri kreatif 

semakin diminati dan dicari. Multimedia Nusantara Polytechnic bekerja sama 

dengan studio Universitas Multimedia Nusantara Pictures mengambil kesempatan 

tersebut untuk membimbing peserta magang dan memberikan pengalaman bekerja 

di dunia profesional. Program magang yang disediakan oleh pihak-pihak tersebut 

ditujukan kepada 3D Animator dengan pemberian pengalaman ikut dalam produksi 

animasi serial televisi. Produksi tersebut merupakan proyek dari klien yang 

diberikan kepada UMN Pictures, untuk mengembangkan intellectual property (IP) 

yang sebelumnya sudah dimiliki oleh studio UMN Pictures. Dalam penulisan ini, 

akan dijabarkan mengenai proses awal penerimaan di program magang, pelatihan 

peserta magang hingga proses produksi animasi serial televisi. Berbagai hal baru 

yang ditemukan dan dipelajari oleh penulis melalui program magang tersebut 

dijabarkan secara jelas bedasarkan pengalaman penulis. Selain itu, dijelaskan juga 

mengenai proses bekerja penulis selama menjalani program magang dan produksi. 

Terutama dalam proses produksi yang melalui tahap layout, blocking, spline, dan 

clean-up. Dicantumkan segala kendala yang dihadapi penulis selama berperan 

sebagai 3D Animator secara internal maupun ekstenal, serta solusi yang didapatkan. 

Pengalaman menjalani program magang di MNP yang bekerja sama dengan UMN 

Pictures dapat mempersiapkan penulis untuk turun ke industri animasi secara 

profesional. 

 

 
Kata kunci: 3D animator, serial televisi, magang 
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3D ANIMATOR ROLE IN ANIMATED TELEVISION SERIES 

PRODUCTION AT MULTIMEDIA NUSANTARA 

POLYTECHNIC 

 
Vanesha Quentin Soebroto 

ABSTRACT 

 

Currently, the Indonesian animation industry is experiencing significant growth 

and is beginning to enter the international market around the globe. The demand 

for professionals in the creative industry is increasingly high. Multimedia 

Nusantara Polytechnic, in collaboration with studio Universitas Multimedia 

Nusantara Pictures, has taken this opportunity to guide the interns and provide 

them with real-life experience in a professional work environment. The internship 

program offered by these institutions is aimed at 3D Animators, providing them 

with the opportunity to participate in the production process of a television 

animation series. The production itself is a project commissioned to UMN Pictures 

by a client, focusing on the development of an intellectual property (IP) previously 

owned by the studio. This report describes the initial process of internship 

admission, interns training, and the process of the television animation series 

production. It presents various new insights and experiences gained by the author 

throughout the internship program. Furthermore, it explains the author’s workflow 

during the production process, particularly in the layout, blocking, spline, and 

clean-up stages. The report also discusses both internal dan external challenges 

encountered during the internship as a 3D Animator, along with the solutions 

applied. The experience of participating in the internship program at Multimedia 

Nusantara Polytechnic in collaboration with UMN Pictures has prepared the 

author to enter the animation industry professionally. 
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