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HUBUNGAN ANTARA DESAIN LAYOUT LIVESTREAM
YOUTUBE DENGAN MINAT MENONTON MAHASISWA-
MAHASISWI FAKULTAS SENI DAN DESAIN UNIVERSITAS

MULTIMEDIA NUSANTARA
Wilson Anggono

ABSTRAK

Popularitas livestreaming di berbagai platform dalam internet telah melahirkan
sejumlah livestreamer dengan karakteristik unik dan berbeda-beda, seperti tampil
dengan sosok asli, maupun menggunakan avatar digital. Namun, dibalik popularitas
ini, ditemukan bahwa banyak di antara mereka yang melakukan livestream dengan
tidak terlalu memperhatikan desain layout yang digunakan. Hal tersebut kemudian
mendorong penulis untuk melakukan penelitian yang mengkaji peran desain layout,
terutama dalam hubungannya dengan minat menonton mahasiswa-mahasiswi
Fakultas Seni dan Desain Universitas Multimedia Nusantara. Melalui alasan
tersebut, dirumuskan hipotesis penelitian yang dibangun berdasarkan teori desain
layout dalam media digital, serta pengertian minat menonton secara umum.
Penelitian akan menggunakan metode kuantitatif dengan pendekatan deskriptif-
korelasional untuk menemukan hubungan antara variabel desain layout livestream
dengan minat menonton mahasiswa-mahasiswi. Sampel penelitian dihitung
menggunakan teknik proportional stratified random sampling dengan instrumen
pengumpulan data berbentuk kuesioner. Analisis data akan menggunakan analisis
deskriptif dengan metode distribusi frekuensi untuk bagian pertama dan kedua
kuesioner, serta analisis inferensial melalui uji validitas, uji reliabilitas, dan uji
koefisien korelasi Kendall’s tau untuk bagian ketiga dan keempat kuesioner.
Sebanyak 50 responden telah mengisi kuesioner dengan 47 orang (94%) di
antaranya mengatakan pernah menonton livestream. Hasil jawaban dari ke-47
responden kemudian menghasilkan analisis yang menyatakan bahwa kuesioner
bersifat valid untuk 32 pernyataan serta reliabel terhadap kedua variabel penelitian.
Selain itu, uji korelasi menyimpulkan bahwa terdapat hubungan bersifat positif di
antara kehadiran desain layout livestream dengan minat menonton mahasiswa-
mahasiswi Fakultas Seni dan Desain Universitas Multimedia Nusantara dengan
tingkat keeratan hubungan berukuran sedang sebesar 0,492 atau 49,2%.

Kata kunci: hubungan, livestream, desain layout, minat menonton.
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RELATIONSHIP BETWEEN YOUTUBE LIVESTREAM LAYOUT
DESIGN WITH UNIVERSITAS MULTIMEDIA NUSANTARA’S
FACULTY OF ART AND DESIGN STUDENTS INTEREST IN

WATCHING
Wilson Anggono

ABSTRACT

Livestreaming popularity on various internet platforms have spawned a sizeable
number of unique and different livestreamers characteristic, such as appearing with
real figures or using digital avatars. From this popularity, however, it was
discovered that many of them livestreamed without paying much attention to the
layout design that they used. This subsequently prompted the author to conduct
research that scrutinized the role of a layout design, especially its relationship with
Universitas Multimedia Nusantara's Faculty of Art and Design students interest in
watching. Through that reason, a research hypothesis was then formulated based
on the theory of digital media layout design, as well as the general definition
regarding the interest in watching. This quantitative research was using a
descriptive-correlational approach in order to determine the relationship between
the said variables, and the sample was calculated using proportional stratified
random sampling technigue, with the questionnaire acting as the primary
instrument for data collection. In the matter of data analysis, research utilized
descriptive analysis in the form of frequency distribution for the first and second
part of the questionnaire, as well as inferential analysis through validity test,
reliability test, and Kendall's tau correlation coefficient test for the third and fourth
part of the questionnaire. According to the data, 50 respondents have filled out the
questionnaire with 47 individuals (94%) among them had previously watched a
livestream before. These 47 responses were then analyzed and transpired a
statement that acknowledged the validity of the 32 statements and the reliability of
the two research variables within the questionnaire. In addition, the correlation test
concluded that there was undoubtedly a positive relationship between the presence
of a livestream layout design and Universitas Multimedia Nusantara's Faculty of
Art and Design student interest in watching, with a moderate level of relationship
closeness, measured in the rate of 0.492 or 49.2%.

Keywords: relationship, livestream, layout design, interest in watching.
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