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PERANCANGAN ILUSTRASI ASET 2D

ANIMASI TAMBO RUANGLAMPU STUDIO
(Ramadava Ardiyanto)

ABSTRAK

Ruanglampu Studio, atau PT Ruang Kreasi Bersama adalah sebuah perusahaan
yang bergerak di bidang media production. Ruanglampu Studio berfokus di bidang
animasi, periklanan, video kampanye, hingga video dokumentasi. Perusahaan ini
didirikan di tahun 2017 dengan awal fokus sebagai dokumentasi pernikahan serta
promosi tempat wisata, hingga pada akhirnya mereka melakukan ekspansi ke ranah
animasi, periklanan, dan video kampanye. Saat ini, Ruanglampu Studio sudah
memiliki berbagai IP orisinil seperti “Bantala” yaitu serial Webtoon yang
bekerjasama dengan pihak BMKG untuk mengajarkan dampak polusi kepada
generasi muda melalui cerita naratif futuristik. Kemudian, Ruanglampu Studio juga
memiliki [P animasi 2D “Tambo" yang saat ini sedang dalam proses pengembangan
awal. animasi ini bekerjasama dengan PT. JSR Sehat Bahagia milik ustad Zaidul
Akbar yang mengajarkan pentingnya menjaga kesehatan dari sudut pandang agama
Islam. Saat ini penulis bekerja magang untuk RuangLampu Studio sebagai
illustrator aset 2D untuk IP animasi “Tambo”, aset 2D yang dikerjakan meliputi
background, ekspresi karakter, hingga properti atau objek yang akan digunakan
dalam animasi cerita “Tambo”. Dalam pelaksanaannya, Penulis bekerja secara
WFH atau Work From Home. Selama magang berlangsung, penulis belajar cara
mengatur waktu, memahami brief, hingga teknik ilustrasi yang digunakan dalam
produksi animasi.

Kata kunci: Illustrator, Aset 2D, Animasi
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2D ASSET ILLUSTRATION DEVELOPMENT FOR THE

ANIMATION TAMBO BY RUANGLAMPU STUDIO

(Ramadava Ardiyanto)

ABSTRACT

RuangLampu Studio or PT Ruang Kreasi Bersama is a media production company.
RuangLampu Studio focuses on animation, TV commercial, campaign video, and
documentary video. This company was founded in 2017 where their early focus on
wedding documentation and travel and tourism promotion, untill finally they
decided to do an expansion to animation, TV commercial, and campaign video. As
of today, RuangLampu Studio have many original IP like “Bantala” a Webtoon
serial that are developed with the government organization BMKG that were made
to teach the young generations about the effect of air pollution through a futuristic
narrative story. Ruanglampu Studio also have another IP which is a 2D animation
called “Tambo” that are still under early development process. This animation
were made as a collaboration with PT. JSR Sehat Bahagia owned by Dr Zaidul
Akbar in order to teach the importance of maintain your health through the views
of Islamic beliefs. Right now the writer works as an intern for RuangLampu Studio
as a 2D asset illustrator for the original IP animation “Tambo”, the 2D assets that
were developed by the writer includes background, character expression sheet, and
property or objects that were used for the animation “Tambo”. On the process, the
writer Works From Home for the duration of the Internship, the writer then learns
to managa time, understanding the brief, and illustration techniques that were used
for the animation process.

Keywords: lllustrator, 2D Assets, Animation
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