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MOTTO 

 

"Tomorrow is my exam but I don’t care because a single sheet of paper can’t 

decide my future. " 

[Thomas A.Edison] 

 

"Give someone an expectation is just like placing bet on gambling, better you 

didn't bet, but give the reward after towards it if the result satisfy yours" 

[Lukman S.Kennedy] 

 

"no one wanna do it, so if I didn’t do it, then who gonna do it? " 

[Lukman S.Kennedy] 

 

"So take my strong advice, just remember to always think twice. " 

[Michael Jackson – Billie Jean] 

 

“A life that lives without doing anything is the same as a slow death.”  

[Lelouch Lamperouge – Code Geass] 

  

“Hard work betrays none, but dreams betray many. working hard alone doesn't 

assure you that you'll achieve your dreams. actually there are more cases where 

you don't. even so, working hard and achieving something is some consolation at 

least.”  

[Hikigaya Hachiman – My Youth Romantic Comedy Is Wrong, As I Expected] 
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INTISARI 

 

Perkembangan teknologi telah membuat berbagai hal mengalami 

perkembangan dan perubahan yang signifikan. Misalnya dalam dunia seni, para 

seniman yang tadinya memproduksi gambar menggunakan peralatan seperti pensil 

dan cat warna perlahan berpindah ke ranah digital. Sedangkan gambar non-digital 

adalah gambar yang dihasilkan melalui proses sketsa/guratan alat lukis kesuatu 

media seperti kertas, kanvas, dan sebagainya. Dalam kasus ini banyak seniman 

digital yang dapat dengan mudah menggambar sebuah karakter namun mengalami 

kesulitan saat menggambar sebuah background bangunan yang memiliki 

perspective point, tidak seperti menggambar manual yang mudah untuk membuat 

garis menggunakan sebuah penggaris. Salah satu dari berbagai macam perangkat 

lunak yang membantu seniman menggambar digital adalah Clip Studio Paint . 

Perusahaan Celsys mencoba menjawab permintaan artis digital untuk 

mempermudah pekerjaannya membuat background dengan membuat fitur 

Perspective Ruler yang terdapat dalam CSP.  

Pada penelitian ini penulis menggunakan metode eksperimental untuk 

mengetahui perbedaan apa yang terjadi saat seniman menggambar sebuah 

background perspective digital menggunakan bantuan perspective ruler pada 

perangkat lunak Clip Studio Paint, dan apakah perbedaan yang diberikan pada hasil 

cukup signifikan. 

Pada penelitian ini penulis menyimpulkan bahwa fitur yang terdapat pada 

Clip Studio Paint berupa Perspective Ruler dinilai membantu para seniman digital 

mempermudah pekerjaan mereka membuat sebuah background digital yang 

memiliki perspective poin karena hasil garis yang dihasilkan lurus, tegas dan 

presisi, akan tetapi memerlukan waktu yang lebih lama dibandingkan dengan 

menggambar tanpa fitur Perspective Ruler tetapi menghasilkan garis yang masih 

terdapat banyak lekukan. 

Kata Kunci: Digital Drawing, Background Image, Perspective Ruler, 

Clip Studio Paint. 
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ABSTRACT 

 

The development of technology has made various things experience 

significant developments and changes. For example, in the art world, artists who 

previously produced drawings using tools such as pencils and color paints have 

slowly moved to the digital realm. Meanwhile, non-digital images are images 

produced through the process of sketching / stroking painting tools on media such 

as paper, canvas, and so on. In this case, there are many digital artists who can 

easily draw a character but have difficulty drawing a building background that has 

a perspective point, unlike manual drawing which is easy to draw a line using a 

ruler. One of a variety of software that helps artists digital drawing is Clip Studio 

Paint. The Celsys company is trying to answer a digital artist's request to make it 

easier for him to create a background by creating the Perspective Ruler feature in 

CSP. 

In this study, the authors used experimental methods to find out what 

differences happened when the artist drew a digital background perspective using 

the perspective ruler on Clip Studio Paint software, and whether the differences 

given to the results were significant. 

In this study, the authors concluded that the feature contained in Clip 

Studio Paint in the form of a Perspective Ruler is considered to help digital artists 

make their work easier to create a digital background that has perspective points 

because the resulting lines are straight, firm and precise, but it takes a longer time 

compared to drawing without the Perspective Ruler feature but produces a line 

that still has a lot of curves. 

Keyword: Digital Drawing, Background Image, Perspective Ruler, Clip Studio 

Paint.
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