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KONTRIBUSI VFX ARTIST TERHADAP PRODUKSI GAME 

ANV DI PERUSAHAAN NOUVERIOR 

(Rayyan Setiady) 

ABSTRAK 

 

 

Industri video game di Indonesia terus berkembang dan membutuhkan tim yang 

solid serta pipeline produksi yang terstruktur. Proses pembuatan game melibatkan 

berbagai divisi seperti modeling, rigging, texturing, animation, rendering, coding, 

dan concept art. Salah satu elemen penting dalam menciptakan pengalaman bermain 

yang imersif adalah animation, termasuk animasi karakter, lingkungan, dan efek 

visual (VFX). VFX mencakup efek seperti asap, api, air, cahaya, dan elemen 

dinamis lainnya yang membuat dunia dalam game terasa hidup dan interaktif. 

Program magang di Nouverior bertujuan untuk memberikan pengalaman kerja 

profesional dalam industri video game. Selama magang, berperan sebagai VFX 

Artist dan terlibat dalam pembuatan aset efek visual untuk proyek game berjudul 

“ANV”. Proses pengerjaan efek visual dilakukan melalui kegiatan Research and 

Development menggunakan engine Unity dan memanfaatkan pengalaman 

sebelumnya dalam Blender. Dengan memanfaatkan engine dan software tersebut, 

berbagai efek visual berhasil dibuat untuk mendukung atmosfer dan imersi di dalam 

game. Pengalaman ini memberikan wawasan langsung mengenai peran seorang 

VFX Artist yang menuntut keseimbangan antara keterampilan teknis dan 

kreativitas. Selain itu, magang ini juga menekankan pentingnya komunikasi tim, 

kemampuan beradaptasi, serta profesionalisme dalam menghadapi tantangan 

produksi. Melalui proses ini, keterampilan pembuatan aset VFX semakin 

berkembang dan pemahaman mengenai alur kerja industri menjadi lebih matang. 

 

 

Kata kunci: VFX Artist, Magang, VFX 
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CONTRIBUTION OF VFX ARTISTS TO THE PRODUCTION 

OF THE “ANV’ GAME AT NOUVERIOR STUDIO 

(Rayyan Setiady) 

ABSTRACT 

 

The video game industry in Indonesia is growing rapidly, and to produce a good 

video game it needs a solid team along with a structured pipeline. The production 

process involves many divisions such as modeling, rigging, texturing, animation, 

rendering, coding, and concept art. Animation plays an important role in bringing 

immersion to a video game. There are many types of animation too, including 

creature animation, character animation, environmental animation, and VFX. VFX 

or visual effects include smoke, fire, water, and similar elements that make the 

world feel interactive and immersive. The internship at Nouverior was intended to 

gain more experience in a professional environment in the video game industry. At 

this studio I worked as a VFX Artist and took part in creating effect assets for the 

game project called ANV. Throughout the internship I gained a lot of new 

knowledge from Research and Development using the engine Unity while also 

applying my experience from Blender. With this engine and software I was able to 

create various VFX that helped make the game feel more alive and immersive. This 

experience taught me that being a VFX Artist requires both technical and creative 

skills. Working in a team also requires good communication and the ability to adapt 

to the work environment when facing difficulties. Overall, this internship helped me 

understand what professional work in the industry really looks like, and it helped 

me grow new skills in creating VFX assets. 
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