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PERAN GRAPHIC DESIGNER DALAM PERANCANGAN
KONTEN MEDIA SOSIAL DI RUMAH PRODUKSI

CINEMAJESTIC PICTURES
Aracelly Verren Electra

ABSTRAK

Peran graphic designer berkembang pesat dalam industri film, dengan
meningkatnya kepentingan dan kebutuhan akan graphic design dalam produksi film
dan karya audiovisual serta pembuatan konten. Magang ini bertujuan untuk
memperdalam pemahaman penulis tentang desain dalam produksi video dan
meningkatkan keterampilan desain melalui pengalaman kerja praktis di industri
film. Penulis melaksanakan program magang sebagai graphic designer di
Cinemajestic Pictures. Pemilihan lokasi magang mempertimbangkan ketersediaan
job role sebagai graphic designer dan kesesuaian lingkungan kerja untuk
memastikan hasil yang maksimal dari pengalaman program magang. Ruang
lingkup magang meliputi perancangan konten media sosial perusahaan
Cinemajestic Pictures, observasi langsung terhadap proses produksi video,
berpartisipasi dalam proses pascaproduksi dengan klien, dan mempelajari alur kerja
industri. Temuan laporan menunjukkan pentingnya graphic design dalam produksi
film, khususnya dalam tahap pascaproduksi. Melalui tugas-tugas yang diselesaikan
selama magang, penulis memperoleh berbagai keterampilan desain yang baru,
meningkatkan pengetahuan tentang produksi film dan karya audiovisual,
meningkatkan kreativitas, dan berhasil mengembangkan portofolio.

Kata kunci: magang, desain grafis, industri film
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THE ROLE OF GRAPHIC DESIGNER IN SOCIAL MEDIA
CONTENT CREATION AT CINEMAJESTIC PICTURES

PRODUCTION HOUSE
Aracelly Verren Electra

ABSTRACT

The role of graphic designer is rapidly growing in the film industry, with increasing
importance and need for it in film and audiovisual production and content creation.
This internship aimed to deepen the author's understanding of design in video
production and improve design skills through practical work experience in the
industry. The author completed the internship program as a graphic designer at
Cinemajestic Pictures. The choice of internship location considered job role
availability and compatibility with the work environment to ensure the maximum
yield of positive experience and knowledge from the internship program. The scope
of the internship included designing the company's social media content, direct
observation of the video production process, participating in the post-production
process with a client, and learning about the industry workflow. The report's
findings show the significance of graphic design in film production, particularly in
post-production. Through the tasks completed during the internship, the author
acquired various design skills, enhanced their film and video production
knowledge, boosted their creativity, and further developed their portfolio.

Keywords: internship, graphic design, film industry
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