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Hi, I’m Rudy P. Agnel. 
A Content Creator and Not Your 
Usual Creative Director.
I dropped out of college in 2007 and have my own way 
to learn about fundamental of design, management, 
communication, and leadership through my 12 years 
of experience working in various creative industries.

rudypagnel@gmail.com



Currently I’m working as Head of Design at Solve 
Education!
Leading the creative team, managing, breaking down the problem, executing a creative 
solution for various tasks. Help them to grow their brand and develop their educational 
game app.

After 12 years I’ve Worked In a Design Agency, Comic 
Book Studio, and Animation Studio.
I learned so many different things, from design technique, illustration, production, and many 
more. All those experiences, meeting new people as team members, new clients, and some 
mentors have brought me to lead the creative team today.

Editorial Design and Brand Identity.
Those are my expertise areas where I help my clients with creative solutions for their 
businesses.

Profile



EXPERIENCES
My self-taught journey to learn both hard and soft skill through 12 years of 
experience working in various creative industries since I graduated from 
high school.



2007
Graduated from vocational school as a software development major, but at that time 
I already worked as a freelance graphic designer and created my own game using 
Macromedia Flash at the age of 17. In the same year I also got accepted into one of the 
colleges in Bandung, Indonesia and dropped out 4 months later due to financial problems. 

Continue my life as freelance graphic designer.

2008-2010
While working as a freelance graphic designer, I got a chance to learn animation at 
Quantum College for 2 years, and my major was in 2D animation. I also joined the comic 
book artist community in my town and got experience and understanding in the publishing 
industry. I also published my 2 comic books in 2010.

Mar 2011 - Jul 2011
This is my first time working as a full-time illustrator in a design agency called Zeusbox 
studio. I create assets for 2D games and then animate them. This year I also graduated from 
my animation course at Quantum College.

Experiences



2012 - 2014
I worked as a 2D animator at Kumata Studio Bandung. I started as a 2D animator/
inbetweener in my first 6 months and then became a senior 2D animator. I focused on 
creating key animation for characters in the scene that we are working on. I learn a lot 
about drawing anatomy with the right proportions here.

2016 - 2017
Working as senior illustrator and animator. My work is almost the same as when I worked 
at Zeusbox studio back in 2011. Helping our clients with their online games by creating 
assets and animating them. I also worked on some mascot design, motion graphics, and 
branding design projects. I learn a lot about managing my timeline for the efficiency and 
effectiveness of my workflow.

2018 - Present (2021)
Now I’m working as a Head of Design to lead the creative team at Solve Education!. We 
are an NGO focused to help unmotivated youth to learn english in a fun way. We created a 
game education app and also a chatbot app to help youth learn english by playing several 
minigames.

Experiences



WORKS
Selected works from the last 3 years by solving problem using creative 
solutions for all of my clients to help growing their business.



HAKITA

Hakita is a start-up company that creates automation legal documents, and their target is 
the youth that is curious about any legal document. They help them understand anything 
about legal terms, contracts, copyright, etc in a very simple way.

They want a brand that can blend with young people and avoid the logo that has a corporate 
feeling on it. They want it simple and somehow put their 6 characters of the company into a 
logo.

I decided to use the letter H from the name as a symbol for the logo. As the new start-up 
company to be recognized is one of their steps to grow and to do that the easiest way to 
remember a brand name is by putting the first letter from the brand name into a logo, so 
people can easily remember the brand name while seeing an “H” letter. This is also the 
method that Facebook used at the beginning. This is just one of the other solutions that I 
approached, and we think this is the best way to create a new brand for Hakita.

Project Type: Brand Identity

Year: 2020





















Yayasan Teknologi Untuk Indonesia (YTUI)

Yayasan Teknologi Untuk Indonesia (Technology Foundation for Indonesia) or YTUI is a non-
profit organization in Bandung, Indonesia. They need a brand identity that looks casual, 
young, and business-oriented.

Because they’re working in the technology industry so I need to find a symbol that can 
represent technology, they also want to incorporate the letters of Y T U I into the logo. So 
my approach is to use a butterfly as a symbol because a butterfly is known as evolution to 
become better and technology always evolves and becomes better than it was. I am also 
able to incorporate the letters YTUI using negative space from the logo.

I use bright colors because their target audience is youth who loves technology.

Project Type: Brand Identity

Year: 2020

















TASTEMAKER LIFESTYLE 

Tastemaker lifestyle is a clothing brand from the US that focuses on pop-culture. They 
have a bear mascot that always appears in every design of their products. They asked me 
to develop their bear mascot into several designs and pop-culture icons. I also created a 
template for the bear mascot as a basketball and football athlete.

Project Type: Mascot Design

Year: 2018 - Present













THE PATH TO SUCCESS - RESEARCH REPORT

I got a chance to design a research report from Woomentum and KAS. This is their annual 
research project and I help them to design a book including all the graphics, charts, tables, 
etc  for their research.

The challenge for this project is that I have to design charts, infographics, tables, etc into 
one design style based on the design guide that I created for this project, since this project 
involves several researchers from different countries, and each of them has different 
charts, infographics, and styles.

Project Type: Editorial Design

Year: 2020













SOLVE EDUCATION! ANNUAL REPORT 2018

An annual report is a comprehensive report on a company’s activities throughout the 
preceding year. Annual reports are intended to give shareholders and other interested 
people information about the company’s activities and financial performance. They may be 
considered as grey literature.

I helped design an annual report for several companies for the past 5 years. I am really 
eager to solve a problem when it comes to editorial design. I want the reader to read this 
report easily, understand the information and the messages from each paragraph and each 
infographic. 

Project Type: Editorial Design

Year: 2019

















DIGITAL EDUCATOR’S TRANSFORMATION 
PROGRAMME

Another editorial design that I’ve done this year is a handbook to train educators to 
transform their teaching pedagogy for the better.

I designing the template as well for this book, so other people can edit the text without 
changing the design.

Project Type: Editorial Design

Year: 2021









THANK YOU
Rudy P. Agnel

Creative Director | www.rudypagnel.com


