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PERAN 3D ARTIST DALAM PEMBUATAN ASET VISUAL DI 

TANDASERU VISUAL PRODUCTION 

(Johannes Marco Kamaludin) 

ABSTRAK 
 
 

Animasi merupakan teknik yang menciptakan ilusi gerak melalui rangkaian gambar 

statis dan berkembang menjadi salah satu elemen penting dalam industri kreatif, 

termasuk periklanan, edukasi, dan digital imaging. Dalam praktiknya, animasi tiga 

dimensi (3D) membutuhkan tahapan produksi yang meliputi modelling, texturing, 

layouting, hingga rendering. Seluruh tahapan tersebut menjadi tanggung jawab 

utama seorang 3D Artist yang berperan menghasilkan aset visual sesuai kebutuhan 

kreatif maupun standar perusahaan. Melalui program magang selama empat bulan 

di Tandaseru Visual Production—sebuah studio visual berbasis digital imaging dan 

pengembangan aset 3D—penulis berkesempatan untuk bekerja sebagai 3D Artist 

dan terlibat langsung dalam proses produksi berbagai proyek komersial. Tugas yang 

dilakukan mencakup pembuatan 3D model, pemberian tekstur, pengaturan 

komposisi melalui lighting serta layouting, hingga rendering final untuk keperluan 

Key Visual dan kampanye digital. Selama magang, penulis juga mempelajari alur 

kerja industri, bekerja lintas divisi dengan tim Digital Imaging, serta beradaptasi 

dengan deadline ketat yang menjadi karakteristik industri kreatif. Pengalaman ini 

tidak hanya meningkatkan keterampilan teknis penulis, tetapi juga kemampuan 

komunikasi, manajemen waktu, problem solving, dan profesionalisme kerja. 

Melalui pemahaman langsung terhadap pipeline produksi 3D di lingkungan 

profesional, magang ini diharapkan menjadi landasan penting bagi penulis untuk 

memasuki dunia kerja di bidang animasi dan produksi visual secara lebih siap dan 

kompeten. 

 
Kata kunci: 3D Artist, Animasi 3D, Visual Production. 
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The Role of a 3D Artist in Creating Visual Assets at Tandaseru 

Visual Production 

(Johannes Marco Kamaludin) 

ABSTRACT 
 
 

Animation is a technique that creates the illusion of motion through a sequence of 

static images and has evolved into a vital element within the creative industry, 

including advertising, education, and digital imaging. In practice, three- 

dimensional (3D) animation requires production stages such as modelling, 

texturing, layouting, and rendering. These stages are the main responsibilities of a 

3D Artist, who is tasked with producing visual assets that meet both creative needs 

and professional standards. Through a four-month internship program at Tandaseru 

Visual Production—a digital imaging and 3D asset development studio—the author 

had the opportunity to work as a 3D Artist and participate directly in the production 

workflows of several commercial projects. The tasks included creating 3D models, 

applying textures, setting up compositions through lighting and layouting, and 

producing final renders for Key Visuals and digital campaign materials. During the 

internship, the author also gained insight into industry workflows, collaborated 

across divisions with the Digital Imaging team, and adapted to tight deadlines 

typical of the creative industry. This internship experience not only enhanced the 

author’s technical skills but also strengthened communication, time management, 

problem-solving, and professional work ethics. By gaining firsthand understanding 

of the 3D production pipeline within a professional environment, this internship is 

expected to serve as an essential foundation for the author to enter the animation 

and visual production industry with greater readiness and competence. 

 
 
 

Keywords: 3D Artist, 3D Animation, Visual Production 
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