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PERAN DESAINER ASET 3D DALAM DESAIN APLIKASI 

MARBEL TK PAUD EDUCA STUDIO 

 (Weely) 

ABSTRAK 

 

 

Penulis melalui kesempatan program magang ini untuk mengasah kemampuan 3D 

asset di Gamelab Indonesia. Gamelab Indonesia didirikan oleh Educa Studio yang 

mempunyai produk karya seperti game anak-anak dan aplikasi yang bersifat 

edukatif. Tujuan magang yaitu mengasah kemampuan dalam memahami proses 

membuat 3D asset secara terstruktur dan memahami proses kerja sebuah studio 

dalam industri kerja. Selama proses magang penulis menggunakan software 

blender untuk semua proyek yang dikerjakan dan pelaksanaan magang menerapkan 

kerja online dengan hari kerja Senin – Jumat dari jam 08:00am-05:00pm. Selama 

magang penulis mendapatkan pengalaman yang baru tentang 3D, mulai dari 

modelling, uv editing, texture painting, rigging, dan lighting. Penulis akan 

melanjutkan pembelajaran yang lebih giat lagi untuk mendalami 3D kedepannya 

dan bisa berkontribusi di industri 3D. 

 

 

 
Kata kunci: animasi, 3D aset, 3D modelling 
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THE ROLE OF 3D ASSET DESIGNERS IN CREATING THE 

MARBEL TK PAUD EDUCA STUDIO APPLICATION 

(Weely) 

ABSTRACT 

 

The author took this internship opportunity to hone his 3D asset skills at Gamelab 

Indonesia. Gamelab Indonesia was founded by Educa Studio, which produces 

products such as children’s games and educational applications. The purpose of 

the internship was to hone his skills in understanding the process of creating 3D 

assets in a structured manner and to understand the work processes of a studio in 

the industry. During the internship, the author used blender software for all 

projects, and the internship was implemented online work with working days 

Monday – Friday from 08:00am to 5:00pm. During the internship, the author 

gained new experiences about 3D, ranging from modeling, UV editing, texture 

painting, rigging, and lighting. The author will continue learning more diligently 

to deepen his 3D skills in the future and be able to contribute to the 3D industry.  
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