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ABSTRACT

This final project discusses the design of a VVTuber character named Husna Tirta for
streamer Ino Gaming, with the aim of strengthening its brand and digital image. This
character design has unique characteristics such as a king's robe and a pan crown
to reflect Ino Gaming's humorous and energetic personality. This design focuses on
the technical process so that the 2D character can move dynamically. This process
involves detailed image separation techniques (cutting), then animated using
Live2D software and connected with face tracking technology. This character was
tested through its debut on YouTube and exhibitions, and refined based on feedback
from partners and audiences, such as adding various facial expressions. The end
result is a functional digital asset that is ready to use, not just a still illustration. The
character Husna Tirta was successfully created to increase interaction with viewers
and significantly enrich the Ino Gaming streaming experience.

Keywords: character design, character branding, Vtuber, character modeling,
Live2D.
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ABSTRAK

Tugas akhir ini membahas perancangan karakter VTuber bernama Husna Tirta
untuk streamer Ino Gaming, dengan tujuan untuk memperkuat brand dan citra
digitalnya. Desain karakter ini memiliki ciri khas unik seperti jubah raja dan mahkota
panci untuk mencerminkan kepribadian Ino Gaming yang humoris sekaligus
energik. Perancangan ini berfokus pada proses teknis agar karakter 2D bisa
bergerak secara dinamis. Proses ini melibatkan teknik pemisahan gambar (cutting)
yang detail, kemudian dianimasikan menggunakan software Live2D dan
dihubungkan dengan teknologi face tracking. Karakter ini telah diuji coba melalui
debut di YouTube dan pameran, serta disempurnakan berdasarkan masukan dari
mitra dan audiens, seperti penambahan variasi ekspresi wajah. Hasil akhirnya
adalah sebuah aset digital fungsional yang siap pakai, bukan sekadar ilustrasi diam.
Karakter Husna Tirta berhasil diciptakan untuk meningkatkan interaksi dengan
penonton dan memperkaya pengalaman streaming Ino Gaming secara signifikan.

Kata kunci: perancangan karakter, branding karakter, Vtuber, modeling character,
Live2D.
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