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 PERAN  3D MODELER & RIGGER  DALAM PROYEK 
 “KELUARGA RAMA”  PADA PERUSAHAAN MNP x MDN 

 (Yosephine Theodora Bagagnesia Manik) 

 ABSTRAK 

 Laporan  magang  ini  disusun  sebagai  bentuk  pertanggungjawaban  akademik  atas 
 kegiatan  magang  yang  dilaksanakan  di  PT  Multimedia  Digital  Nusantara  (MDN) 
 melalui  kolaborasi  MNP  HUB  x  MDN,  dengan  fokus  pada  proses  produksi 
 animasi  3D  untuk  proyek  Keluarga  Rama.  Kegiatan  magang  bertujuan  untuk 
 memberikan  pengalaman  kerja  profesional  serta  memungkinkan  penulis 
 menerapkan  pengetahuan  teoretis  yang  diperoleh  selama  perkuliahan,  khususnya 
 dalam  bidang  3D  modeling  dan  rigging.  Selama  menjalani  magang,  penulis 
 berperan  sebagai  3D  Modeler  dan  Props  Rigger  pada  divisi  Asset  dan 
 Environment,  dengan  cakupan  pekerjaan  meliputi  pembuatan  model  tiga  dimensi, 
 penyusunan  tekstur  sesuai  gaya  visual  proyek,  rigging  sederhana  pada  objek 
 pendukung,  serta  penataan  aset  ke  dalam  lingkungan  produksi.  Pelaksanaan 
 magang  juga  menghadapi  beberapa  kendala,  seperti  keterbatasan  concept  art  dan 
 minimnya  supervisi  khusus  dalam  rigging,  sehingga  penulis  perlu  melakukan 
 penyesuaian  melalui  pembuatan  referensi  mandiri  serta  pencarian  solusi  secara 
 otodidak.  Melalui  kegiatan  ini,  penulis  memperoleh  peningkatan  kompetensi 
 teknis  maupun  non-teknis,  termasuk  pemahaman  pipeline  produksi  animasi, 
 kemampuan  kolaborasi,  komunikasi,  serta  penyelesaian  masalah  secara  mandiri. 
 Secara  keseluruhan,  kegiatan  magang  ini  memberikan  kontribusi  signifikan 
 terhadap  perkembangan  kemampuan  profesional  penulis  dalam  industri  animasi 
 3D. 

 Kata kunci:  3D modeling, rigging, produksi animasi,  aset 3D, pipeline animasi 
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 PERAN  3D MODELER & RIGGER  DALAM PROYEK 
 “KELUARGA RAMA”  PADA PERUSAHAAN MNP x MDN 

 (Yosephine Theodora Bagagnesia Manik) 

 ABSTRACT 

 This  internship  report  is  prepared  as  an  academic  requirement  to  document  the 
 activities  carried  out  during  the  internship  at  PT  Multimedia  Digital  Nusantara 
 (MDN)  in  collaboration  with  MNP  HUB  x  MDN,  focusing  on  the  production 
 pipeline  of  the  3D  animated  project  Keluarga  Rama.  The  internship  aimed  to 
 provide  professional  work  experience  and  allow  the  author  to  apply  theoretical 
 knowledge  gained  during  undergraduate  studies,  particularly  in  the  fields  of  3D 
 modeling  and  rigging.  Throughout  the  internship  period,  the  author  served  as  a 
 3D  Modeler  and  Props  Rigger  within  the  Asset  and  Environment  division,  with 
 responsibilities  including  the  creation  of  three-dimensional  models,  development 
 of  textures  aligned  with  the  project’s  stylized  visual  direction,  basic  rigging  for 
 various  props,  and  layout  of  assets  within  the  production  environment.  Several 
 challenges  emerged  during  the  internship,  such  as  limited  availability  of  concept 
 art  and  the  absence  of  dedicated  rigging  supervision,  which  required  the  author  to 
 develop  independent  reference  materials  and  seek  technical  solutions  through 
 self-directed  research.  The  internship  experience  contributed  significantly  to  the 
 author’s  technical  and  non-technical  development,  strengthening  understanding  of 
 the  3D  animation  production  pipeline,  enhancing  collaboration  and 
 communication  skills,  and  improving  problem-solving  abilities.  Overall,  this 
 internship  provided  valuable  insights  and  professional  growth  that  support  the 
 author’s readiness to enter the creative industry. 

 Keywords  :  3D  modeling,  rigging,  animation  production,  3D  assets,  production 
 pipeline 
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