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ABSTRAK

Persaingan ketat di ranah media digital mendorong SCTV untuk
mengoptimalkan strategi visual guna meningkatkan partisipasi audiens,
khususnya dalam konteks voting “Infotainment Awards SCTV”.
Perancangan ini bertujuan menghasilkan media visual berupa video
motion graphic untuk Instagram Reels yang menarik dan mendorong
partisipasi audiens dalam voting. Motion graphic dipilih karena
kemampuannya menyampaikan informasi secara interaktif melalui
perpaduan animasi, grafis, dan narasi yang dinamis. Proses perancangan
menggunakan metode Design Thinking yang terdiri dari lima tahap:
Empathize, Define, Ideate, Prototype, dan Test. Pendekatan ini
memfokuskan pada kebutuhan dan preferensi audiens agar pesan visual
tersampaikan secara efektif. Gaya desain yang digunakan menciptakan
nuansa eksklusif dan modern, mencerminkan kemeriahan ajang
penghargaan dengan pendekatan visual yang selaras dengan identitas
SCTV. Hasil uji coba menunjukkan bahwa motion graphic untuk
Infotainment Awards dengan gaya eksklusif, modern, bernuansa selebritas,
dipadu dengan animasi smooth, pemilihan warna yang sesuai dengan
identitas perusahaan, serta elemen desain ekslusif dan modern dapat
menarik perhatian audiens secara optimal. Video motion graphic terbukti
menjadi media visual yang baik dalam meningkatkan citra acara dan
mendorong interaksi audiens pada platform digital.

Kata Kunci: Video, Motion Graphic, Partisipasi Voting, Infotainment
Awards, Instagram Reels
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ABSTRACT

Fierce competition in the digital media realm prompted SCTV to optimize
its visual strategy to increase audience participation, particularly in the
context of voting for the "SCTV Infotainment Awards." This design aimed
to produce visual media in the form of motion graphic videos for Instagram
Reels that were engaging and encouraged audience participation in voting.
Motion graphics were chosen for their ability to convey information
interactively through a combination of animation, graphics, and dynamic
narratives. The design process used the Design Thinking method, which
consists of five stages: Empathize, Define, Ideate, Prototype, and Test.
This approach focuses on the audience's needs and preferences so that
the visual message is conveyed effectively. The design style used created
an exclusive and modern feel, reflecting the excitement of the awards
event with a visual approach that aligned with SCTV's identity. The trial
results showed that the motion graphics for the Infotainment Awards with
an exclusive, modern, celebrity-inspired style, combined with smooth
animation, color choices that match the company's identity, and exclusive
and modern design elements can optimally attract audience attention.
Motion graphic videos have proven to be a good visual medium in
enhancing the event's image and encouraging audience interaction on
digital platforms.

Keywords: Video, Motion Graphic, Voting Participation, Infotainment
Awards, Instagram Reels
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