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PERAN 3D ARTIST DALAM PEMBUATAN ASET DI PT 

EDUCA SISFOMEDIA INDONESIA 

 (Rakarayan Elang Parama) 

ABSTRAK 

 

 

Perkembangan industri kreatif dan pendidikan digital mendorong meningkatnya 

kebutuhan akan aset 3D yang efisien dan berkualitas untuk keperluan gim, aplikasi, 

dan media pembelajaran. Magang yang penulis lakukan di Gamelab Indonesia, 

sebuah platform pelatihan di bawah naungan PT Educa Sisfomedia Indonesia 

(Educa Studio), bertujuan untuk memperoleh pengalaman langsung mengenai 

proses produksi aset 3D dalam pipeline industri, sekaligus mengembangkan 

kemampuan teknis dalam modelling, texturing, rigging, animasi, dan rendering. 

Educa Studio dikenal sebagai pengembang konten edukatif digital melalui produk 

seperti Marbel, RIRI, dan KABI, yang membutuhkan pembuatan aset visual 

interaktif secara berkelanjutan. Dalam pelaksanaannya, penulis bekerja sebagai 3D 

Generalist Intern selama empat bulan dengan sistem kerja WFH, meliputi tahapan 

pre-production hingga post-production berdasarkan workflow standar industri. 

Penulis mengerjakan beberapa proyek aset 3D Marbel TK PAUD, dimulai dari riset 

visual, pembuatan sketsa, modelling low poly, texturing PBR sederhana, rigging, 

animasi looping, hingga pembuatan environment dan rendering showcase. Selama 

proses magang, penulis juga menghadapi beberapa kendala seperti komunikasi, alur 

revisi, dan ketentuan proyek yang kurang spesifik, namun dapat diatasi melalui 

optimalisasi koordinasi dan penyesuaian metode kerja. Secara keseluruhan, magang 

ini memberikan pemahaman mendalam mengenai praktik kerja profesional serta 

menegaskan pentingnya efisiensi pipeline dalam produksi aset 3D berbasis game 

engine. 
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THE ROLE OF A 3D ARTIST IN THE CREATION OF ASSETS 

AT PT EDUCA SISFOMEDIA INDONESIA 

(Rakarayan Elang Parama) 

ABSTRACT 

 

The rapid development of the creative industry and digital education has increased 

the demand for efficient and high-quality 3D assets for games, applications, and 

interactive learning media. This internship, conducted at Gamelab Indonesia under 

PT Educa Sisfomedia Indonesa (Educa Studio), aimed to provide hands-on 

experience with the complete production pipeline of 3D assets while strengthening 

the author’s technical skills in modeling, texturing, rigging, animation, and 

rendering. Educa Studio is known for developing digital educational content 

through products such as Marbel, RIRI, and KABI, all of which require continuous 

production of interactive visual assets. During the four-month Work-From-Home 

internship, the author worked as a 3D Generalist Intern and was involved in the 

end-to-end workflow of asset creation, including pre-production, production, and 

post-production stages. The author completed several Marbel TK PAUD assets, 

starting from visual research and sketching, low-poly modeling, simplified PBR 

texturing, rigging, looping animation, environment creation, and final showcase 

rendering. Throughout the internship, several challenges emerged, such as 

communication gaps, the approval workflow, and unclear project specifications, 

but these issues were addressed through improved coordination and adjustments to 

the working process. Overall, the internship provided valuable insight into 

professional production practices and emphasized the importance of an efficient 

pipeline in 3D asset creation for game development. 
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