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PERANCANGAN GERAKAN TIPOGRAFI LOGO UNTUK 

MENGGAMBARKAN IDENTITAS DRE COMMUNICATION 

 (Meidina Ahwil) 

ABSTRAK 

 

DRE Communication merupakan perusahaan event organizer yang menggunakan 

media sosial sebagai social media presence. Untuk mendukung media sosial 

tersebut, dapat menggunakan bumper logo yang berfungsi untuk merepresentasikan 

identitas dan nilai-nilai perusahaan. Sebagai bagian dari program magang track 2, 

penulis berperan untuk membuat bumper logo yang dapat menggambarkan identitas 

DRE communication menggunakan motion graphic. Perancangan ini menggunakan 

teknik motion graphic, tipografi kinetic, bumper logo, squash and stretch dan timing 

sebagai studi literatur dengan metode analisis berbasis studi literatur dan studi 

referensi. Hasil yang didapatkan berupa video bumper 10 detik yang menggunakan 

tipografi kinetic untuk menampilkan identitas DRE Communication. Hasil 

menyimpulkan bahwa teori-teori tersebut berhasil menggambarkan nilai adaptif, 

kreatif, energetic dan approachable sebagai identitas DRE Communication. 

 

 

Kata kunci: tipografi kinetik, bumper logo, identitas 

 

 

 

 

 

 

 

 

 

 



 

 

vii 
 

 

DESIGNING TYPOGRAPHIC LOGO MOVEMENT TO 

SHOWCASE THE IDENTITY OF DRE COMMUNICATION  

 

 (Meidina Ahwil) 

 

ABSTRACT  

DRE Communication is a communication agency that is most well known for event 

organizing, uses social media for their social media presence. This includes the use 

of logo bumpers to support enforcing their identity on their page as it is the function 

of a bumper logo to represent a brand’s identity. As part of the internship track 2 

program, the author writes about designing motion for a bumper logo for DRE 

Communication. The process is based on the theories and studies regarding motion 

graphic techniques, kinetic typography, logo bumper, squash and stretch and 

timing combined with the method of analysis through literature and reference 

studies. This results in a 10 second logo animation mainly consisting of kinetic 

typography that represents the values and identity of DRE Communication. This 

paper concludes that the motion graphic, logo bumper, kinetic typography, squash 

and stretch, and timing theories were able to showcase the qualities of adaptable, 

creative, energetic, and approachable as part of DRE Communication in the 

bumper.  

 

Keywords: kinetic typography, bumper logo, identity 
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