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PERAN 2D ASSET ARTIST PADA PEMBUATAN FILM 

DOKUMENTER "BATIK LIEM PING WIE: DI AMBANG 

BATAS" PADA LAB VIRTUOSITY 

(Brian Theodore) 

ABSTRAK 

Masa kini berkembangnya teknologi dan platform digital menjadi elemen penting, 
melahirkan konten visual dan bidang kerja sekitar konten visual tersebut. 
Ilustrator bertugas untuk memperkaya konten visual sehingga banyak universitas 
mendirikan falkutas baru, termasuk Universitas Multimedia Nusantara (UMN) 
didirikan jurusan film dan animasi. Penulis ingin mendapat kesempatan dalam 
menerapkan pengetahuan yang diperoleh di kuliah dan dipratekkan ke dunia kerja, 
serta mengasah kemampuan berkomunikasi, keterampilan dan bekerja sama di 
dalam konteks profesional di dunia kerja, sehingga penulis berniat untuk magang 
dalam perusahaan Virtuosity. Kerja magang penulis di Virtuosity adalah sebagai 
pembuatan 2D asset di mana membuat asset batik dan sebagai desain karakter. 
Selama menjalankan program magang, penulis mempelajari penggunaan software 
baru, dan proses pembuatan asset serta betapa penting batas waktu, komunikasi, 
dan bertanya jika ada kendala. Namun, juga mengatur waktu dengan baik sehingga 
tidak kewalahan. Dalam proses mengerjakan proyek, penulis mengalami beberapa 
kendala namun dapat diselesaikan dengan komunikasi yang baik bersama 
supervisor.  

Kata kunci: Ilustrator, Virtuosity, 2D assets 
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THE ROLE OF 2D ASSET ARTIST IN THE MAKING OF THE 

DOCUMENTARY FILM "BATIK LIEM PING WIE: ON THE 

THRESHOLD" AT VIRTUOSITY LAB 

(Brian Theodore) 

ABSTRACT 

Nowadays, the development of technology and digital platforms has become 
important element, giving rise to visual content and fields of work. Illustrators are 
tasked enriching visual content, so universities have established new faculties, 
including Multimedia Nusantara University (UMN). The author wants opportunity 
to apply the knowledge and practice in the workplace, as well as hone 
communication, skills, and collaboration in professional context at the workplace, 
so the author intends to intern at the Virtuosity company. The author's internship 
at Virtuosity as 2D asset creator, creating batik assets and character designer. 
During the internship program, the author learned of new software, and the asset 
creation process, as well as the importance of deadlines, communication, and 
asking questions. However, it is also important to manage time so as not to be 
overwhelmed. In the process of working, the author encountered several 
obstacles, but they were resolved through good communication with the 
supervisor. 

Keywords: Illustrator, Virtuosity, 2D assets 
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