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PERANCANGAN USER INTERFACE PADA SIMULASI VR
UNTUK PELATIHAN PEKERJA PERGUDANGAN
APSN DI FXMEDIA

(Goddesya Camilla Rasyita)

ABSTRAK

Magang sebagai [Interactive Designer Intern di FXMedia dilakukan untuk
mempelajari proses perancangan desain interaktif, memahami alur kerja
profesional, serta memenuhi syarat kelulusan S1 Desain Komunikasi Visual. Latar
belakang kegiatan ini berangkat dari pentingnya desain visual dan interaksi dalam
menciptakan user experience yang efektif, termasuk penerapan UI/UX dan
gamifikasi sebagai strategi meningkatkan keterlibatan. FXMedia, sebagai
perusahaan yang berfokus pada media imersif seperti VR, AR, XR, gamifikasi, dan
e-learning, memberikan kesempatan bagi penulis untuk memahami bagaimana
desain interaktif diterapkan dalam proyek nyata lintas industri melalui kerja sama
antardivisi seperti XR, Website Development, Creative Team, dan 3D Team.
Selama magang, penulis berperan dalam pembuatan aset ilustrasi dan UI
menggunakan Figma, bekerja langsung di bawah bimbingan mentor, serta terlibat
dalam proyek-proyek utama dan sekunder seperti APSN Immersive VR Pitching, ST
Aerospace Articulate Marshalling, dan pembuatan aset 2D untuk kebutuhan klien.
Pelaksanaan magang memberikan pengalaman praktis mengenai koordinasi kerja,
manajemen waktu, problem-solving kreatif melalui Al, serta adaptasi desain sesuai
standar perusahaan. Keseluruhan proses memberikan pemahaman komprehensif
tentang peran interactive designer dan penerapannya dalam industri.

Kata kunci: desain interaktif, U/UX, gamifikasi, media imersif, magang
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USER INTERFACE DESIGN FOR A VIRTUAL REALITY
SIMULATION FOR APSN WAREHOUSE WORKER TRAINING
AT FXMEDIA

(Goddesya Camilla Rasyita)

ABSTRACT

The internship as an Interactive Designer Intern at FXMedia was conducted to
learn the process of designing interactive experiences, understand professional
workflows, and fulfill the graduation requirements of the Bachelor of Visual
Communication Design program. The background of this internship stems from the
importance of visual design and interaction in creating effective user experiences,
including the application of Ul/UX principles and gamification to enhance
engagement. FXMedia, a company specializing in immersive media such as VR,
AR, XR, gamification, and e-learning, provided the opportunity for the author to
observe how interactive design is applied in real projects across industries through
collaboration among divisions such as XR, Website Development, Creative Team,
and the 3D Team. Throughout the internship, the author contributed to creating
illustration assets and Ul components using Figma under the guidance of a mentor,
while participating in main and secondary projects such as APSN Immersive VR
Pitching, ST Aerospace Articulate Marshalling, and producing 2D assets for
various clients. The internship offered practical experience in workflow
coordination, time management, creative problem-solving through Al tools, and
adapting design outputs to meet company standards. Overall, the process provided
comprehensive insights into the role of an interactive designer and its application
within the industry.

Keywords: interactive design, UlI/UX, gamification, immersive media, internship
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