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PERANCANGAN ASET GIM 3D DI POCKET PLAY
LIMITED LIABILITY COMPANY NEW JERSEY

(Samudera Putra Kurniadi)
ABSTRAK

Laporan ini memiliki tujuan untuk membahas pengalaman penulis selama melaksanakan
kegiatan magang atau Career Acceleration Program di Pocket Play Limited Liability
Company. Perusahaan ini merupakan sebuah perusahaan penerbit dan pengembang video
game yang berlokasi di New Jersey, Amerika Serikat. Kegiatan magang yang diajalani
dilaksanakan selama sekurang-kurangnya lima bulan, dimulai dari 21 Juli 2025, hinnga 20
Desember 2025, sebagai salah satu syarat kelulusan bagi mahasiswa Desain Komunikasi
Visual (DKV), penjurusan Interactive Design. Pelaksanaan kegiatan magang ini bertujuan
untuk menerapkan kemampuan Hard Skill dan Soft Skill yang diperoleh selama aktivitas
perkuliahan ke dalam dunia kerja. Kegiatan ini juga bertujuan untuk memperluas dan
mengembangkan ilmu dan pengalaman profesional di bidang desain visual, terutama dalam
bidang 3D Asset Modeling dalam proses pengembangan video game. Selama pelaksanaan
kegiatan magang, penulis berperan sebagai 3D Asset Modeler, dengan tanggung jawab
dalam pembuatan aset-aset 3D sesuai dengan permintaan dan petunjuk dari Project
Manager. Kegiatan ini memberikan pengalaman ekstensif bagi penulis mengenai
pengerjaan 3D Modeling dalam pengembangan video game, juga dalam berkomunikasi dan
bekerjasama dengan pihak profesional, terutama dari luar negeri.

Kata kunci: Internship, 3D Design, Game Development, Pocket Play.
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3D GAME ASSET DESIGN FOR POCKET PLAY

LIMITED LIABILITY COMPANY NEW JERSEY

(Samudera Putra Kurniadi)

ABSTRACT

This report aims to discuss the author's experience during an internship or Career
Acceleration Program at Pocket Play Limited Liability Company. This company is
a video game publisher and developer located in New Jersey, United States. The
internship was carried out for approximately five months, starting from July 21,
2025, to December 20, 2025, as one of the graduation requirements for Visual
Communication Design (DKV) students, all of whom are Interactive Design. The
implementation of this internship aims to apply the Hard Skills and Soft Skills
acquired during lectures into the world of work. This activity also aims to expand
and develop professional knowledge and experience in the field of visual design,
especially in the field of 3D Asset Modeling in the video game development process.
During the internship, the author acted as a 3D Asset Modeler, with the
responsibility of creating 3D assets according to the requests and instructions of
the Project Manager. This activity provided extensive experience for the author
regarding 3D Modeling work in video game development, as well as in
communicating and collaborating with professionals, especially from abroad.

Keywords: Internship, 3D Design, Game Development, Pocket Play.
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