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PERAN 2D ARTIST DI STUDIO ARKALA 

 You Mei Lim 

ABSTRAK 
 

 
Laporan ini membahas pengalaman penulis selama menjalani program magang 
sebagai 2D Artist di Studio Arkala, sebuah studio kreatif yang berfokus pada 
animasi 2D, 3D, dan pengembangan IP di Tangerang, Indonesia. Program magang 
dilaksanakan selama empat bulan, mulai dari 7 Juli hingga 7 November 2025. 
Tujuan utama kegiatan ini adalah untuk memperoleh pengalaman kerja profesional 
di industri kreatif, memahami alur produksi animasi, serta mengembangkan 
kemampuan konseptual dan teknis dalam bidang seni 2D. Selama magang, penulis 
terlibat dalam berbagai proyek komersial dan internal, seperti Sinar Mas Land Move 
In Quickly, Bersuaka, Sebutir Nasi Sejuta Keringat, Sammi Who Can Detach His 
Body Parts, My Father is A Fish, My Dearest Little Knight, dan Joyday. Tugas 
utama meliputi visual development, desain karakter, pembuatan aset background 
dan props, serta pengembangan styleframe. Melalui pengalaman ini, penulis 
memperoleh pemahaman menyeluruh mengenai peran 2D Artist dalam tahap pra-
produksi dan produksi, termasuk proses komunikasi dengan supervisor dan klien, 
manajemen waktu, serta pentingnya kolaborasi dalam tim kreatif. Program magang 
ini juga membantu penulis meningkatkan keterampilan teknis dalam perangkat 
lunak seperti Clip Studio Paint EX dan Pureref, serta membangun portofolio 
profesional yang relevan dengan industri animasi. 
 
 
Kata kunci: magang, 2D artist, ilustrasi 2D, konsep, Studio Arkala 
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THE ROLE OF 2D ARTIST IN ARKALA STUDIO  

You Mei Lim 

ABSTRACT 
 

This report discusses the author’s internship experience as a 2D Artist at Studio 
Arkala, a creative studio based in Tangerang, Indonesia, specializing in 2D and 3D 
animation as well as intellectual property (IP) development. The internship was 
conducted over a four-month period, from July 7 to November 7, 2025. The main 
objective of this program was to gain professional experience in the creative 
industry, understand the animation production workflow, and enhance both 
conceptual and technical skills in 2D art. During the internship, the author 
participated in several commercial and internal projects, including Sinar Mas Land 
Move In Quickly, Bersuaka, Sebutir Nasi Sejuta Keringat, Sammi Who Can Detach 
His Body Parts, My Father is A Fish, My Dearest Little Knight, and Joyday. The 
author’s responsibilities included visual development, character design, 
background and props creation, and styleframe development. Through these 
experiences, the author gained comprehensive insights into the role of a 2D Artist 
during pre-production and production stages, as well as the importance of 
communication, teamwork, and time management within a creative environment. 
The internship also helped the author strengthen technical proficiency in software 
such as Clip Studio Paint EX and Pureref, while building a professional portfolio 
relevant to the animation industry. 
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