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PERANCANGAN MOTION GRAPHIC SEBAGAI MEDIA
PROMOSI DAN INFORMASI MENGENAI PERAN MASSIVE
MUSIC ENTERTAINMENT SEBAGAI MUSIC PUBLISHER

ERIE VIVALDI HUMAMJOESMAN
42322010106

ABSTRAK

Perkembangan industri musik digital telah membuka peluang yang semakin luas
bagi penulis lagu untuk mendistribusikan dan memonetisasi karya mereka. Di balik
perkembangan tersebut, masih banyak penulis lagu yang belum memahami peran
music publisher dalam pengelolaan hak cipta, administrasi karya, dan pengumpulan
royalti. Hasil penelitian yang dilakukan pada Massive Music Entertainment
menunjukkan bahwa media komunikasi yang digunakan masih didominasi oleh
penyajian informasi secara tekstual, sehingga konsep music publishing yang
bersifat kompleks menjadi kurang mudah dipahami oleh audiens. Berdasarkan
permasalahan tersebut, perancangan ini bertujuan menghasilkan motion graphic
sebagai media promosi dan informasi yang mampu menjelaskan peran Massive
Music Entertainment sebagai music publisher secara jelas, terstruktur, dan mudah
dipahami. Perancangan menggunakan metode Design Thinking yang terdiri atas
tahapan empathize, define, ideate, prototype, dan test. Proses perancangan diawali
dengan identifikasi kebutuhan audiens melalui penelitian, kemudian diterjemahkan
menjadi strategi pesan, strategi visual, serta pengembangan motion graphic yang
menggabungkan elemen ilustrasi tiga dimensi, tipografi, animasi, dan narasi audio.
Pengujian karya dilakukan menggunakan pendekatan mixed methods melalui
kuesioner kepada pengunjung pameran untuk mengukur efektivitas penyampaian
informasi, penyajian visual, serta daya tarik media. Hasil pengujian menunjukkan
bahwa motion graphic memperoleh respons yang positif. Sebagian besar responden
menyatakan bahwa informasi yang disampaikan mudah dipahami, visual membantu
menjelaskan materi, serta video menarik untuk disaksikan hingga selesai.
Responden juga menilai bahwa ilustrasi tiga dimensi, animasi, voice over, dan
narasi menjadi elemen yang paling membantu dalam memahami konsep music
publishing. Temuan tersebut menunjukkan bahwa penerapan prinsip komunikasi
visual mampu menyederhanakan informasi yang kompleks sehingga lebih mudah
dipahami oleh audiens. Dengan demikian, motion graphic yang dirancang berhasil
memenuhi fungsinya sebagai media promosi dan informasi dalam memperkenalkan
peran Massive Music Entertainment sebagai music publisher sekaligus
meningkatkan pemahaman audiens mengenai pengelolaan hak cipta dan royalti.

Kata Kunci: Motion Graphic, Music Publisher, Hak Cipta, Royalti, Design
Thinking.
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MOTION GRAPHIC DESIGN AS A PROMOTIONAL AND
INFORMATIONAL MEDIUM REGARDING THE ROLE OF
MASSIVE MUSIC ENTERTAINMENT AS A MUSIC
PUBLISHER

ERIE VIVALDI HUMAMJOESMAN
42322010106

ABSTRACT

The rapid growth of the digital music industry has created broader opportunities
for songwriters to distribute and monetize their musical works. Despite this
development, many songwriters still have limited understanding of the role of a
music publisher in copyright management, publishing administration, and royalty
collection. Research conducted at Massive Music Entertainment found that the
company's communication media relied heavily on text-based information, making
the concept of music publishing difficult for audiences to understand. In response
to this issue, this project develops a motion graphic as a promotional and
informational medium to communicate the role of Massive Music Entertainment as
a music publisher in a clear, structured, and accessible way.

The design process employed the Design Thinking method, consisting of the stages
of empathize, define, ideate, prototype, and test. The process began with identifying
audience needs through research, which then informed the development of the
communication strategy, visual strategy, and the production of a motion graphic
combining three-dimensional illustrations, typography, animation, and voice-over
narration. The design was evaluated using a mixed-methods approach through
questionnaires distributed to exhibition visitors to assess information clarity, visual
effectiveness, and audience engagement.

The evaluation results indicate that the motion graphic received positive responses
from participants. Most respondents agreed that the information was easy to
understand, the visual presentation effectively supported the explanation, and the
video remained engaging until the end. Respondents also identified the three-
dimensional illustrations, animation, voice-over, and narrative structure as the
elements that contributed most to their understanding of the material. These
findings demonstrate that the application of visual communication principles
successfully simplified complex information into content that was easier for
audiences to comprehend. Therefore, the motion graphic effectively functions as
both a promotional and informational medium, introducing the role of Massive
Music Entertainment as a music publisher while improving audience understanding
of copyright and royalty management.

Keywords: Motion Graphic, Music Publisher, Copyright, Royalties, Design
Thinking
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