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PERANCANGAN ASET VISUAL PROYEK  

IMMERSIVE PROJECTION MAPPING 

DI LABORATORIUM FSD UMN 

 (Christelly Anggara) 

ABSTRAK 
 

 
Career Accelaration Program (CAP) merupakan program kerja magang yang 
bertujuan untuk melibatkan mahasiswa di dunia kerja profesional dan memperoleh 
pengalaman nyata. Kerja magang diperlukan untuk melatih keterampilan soft skill 
maupun hard skill mahasiswa yang sudah dipelajari selama masa kuliah untuk 
diterapkan di dunia kerja. Magang juga berperan untuk mempersiapkan mahasiswa 
untuk terlibat di industri setelah lulus. Penulis dengan latar belakang di bidang 
ilustrasi menjalankan program magang di Laboratorium Fakultas Seni dan Desain 
UMN sebagai 2D Asset Intern. Laboratorium FSD UMN merupakan divisi di 
bawah naungan Fakultas Seni dan Desain Universitas Multimedia Nusantara yang 
mendukung pembelajaran kreatif dan mengelola terkait peminjaman fasilitas bagi 
para staf dan mahasiswa untuk menunjang kegiatan akademis. Di Laboratorium 
FSD UMN, penulis sebagai 2D Artist merancang aset visual untuk proyek 
immersive projection mapping dan tugas tambahan lainnya yang terkait dengan 
ilustrasi sesuai kebutuhan. Dengan menjalankan program magang ini, penulis 
berkesempatan untuk menerapkan ilmu yang sudah dimiliki di bidang ilustrasi, 
meningkatkan pengalaman dan kemampuan komunikasi dengan bekerja dalam tim, 
serta mempersiapkan penulis untuk terlibat nantinya di dunia kerja profesional. 

 

Kata kunci: Immersive Projection Mapping, Aset Visual, Magang 
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DESIGNING VISUAL ASSETS FOR IMMERSIVE PROJECTION 

MAPPING PROJECT AT UMN LABORATORY OF ARTS  

AND DESIGN FACULTY 

(Christelly Anggara) 

ABSTRACT 
 

Career Acceleration Program (CAP) is an internship program designed to involve 
students in the professional world and provide them with practical and real-world 
experience. Internships are needed to develop the soft and hard skills of students 
by applying the theoretical knowledge gained during studies in the workplace. 
Furthermore, internships serves as preparation, ensuring students for active 
involvement in the industry after graduation. With a background in illustration, the 
author participated in the internship program at the UMN Faculty of Art and 
Design Laboratory as a 2D Asset Intern, which is a division under the Faculty of 
Art and Design in Universitas Multimedia Nusantara (UMN) that supports creative 
learning and manages facility uses for staff and students to support academic 
activities. As a 2D Artist,the author was tasked with developing visual assets for 
immersive projection mapping project and other additional tasks related to 
illustrations as required. Through participating in this internship program, the 
author was given the opportunity to apply existing knowledge in illustration, gain 
experience and communication skills through teamwork, and effectively prepare for 
future involvement in the professional world. 

 
Keywords:  Immersive Projection Mapping, Visual Assets, Internship 
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