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PERAN DESAINER GRAFIS BERGERAK DALAM  

PRODUKSI KONTEN VISUAL PROMOSI DI  

PT ELITE WATCH STUDIO 

 (Jaqline Susanto) 

ABSTRAK 

 

 

Laporan magang ini menggambarkan pengalaman penulis selama menjalani 

program magang sebagai desainer motion graphic di PT Elite Watch Studio, 

perusahaan yang bergerak dalam bidang pemasaran serta distribusi jam tangan. 

Melalui kegiatan magang ini, penulis berkesempatan untuk memahami secara 

langsung bagaimana alur kerja kreatif di industri, sekaligus menerapkan berbagai 

teori yang dipelajari selama perkuliahan mulai dari prinsip desain visual, dasar-

dasar animasi, hingga proses produksi konten digital. Selama periode magang, 

penulis terlibat dalam pembuatan berbagai materi promosi, seperti pengambilan 

foto dan video produk, pengolahan aset visual, perancangan desain, serta 

pembuatan animasi motion graphic yang kemudian digunakan pada platform digital 

perusahaan. Dalam praktiknya, penulis juga menghadapi beberapa tantangan, 

antara lain revisi yang cukup sering, target produksi harian yang tinggi, dan 

keterbatasan waktu pengerjaan. Melalui komunikasi yang efektif dengan supervisor 

serta penyesuaian strategi kerja, berbagai kendala tersebut dapat diatasi sehingga 

seluruh tugas tetap selesai sesuai jadwal. Secara keseluruhan, pengalaman ini 

memberikan pemahaman yang lebih mendalam mengenai peran seorang desainer 

motion graphic dalam mendukung kebutuhan promosi sebuah perusahaan, 

sekaligus menjadi kesempatan berharga bagi penulis untuk mengembangkan 

kemampuan teknis maupun profesional di industri kreatif. 

 

 
Kata kunci: motion graphic, desain visual, konten promosi.  
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THE CONTRIBUTION OF MOTION GRAPHIC DESIGNER TO 

CREATING PROMOTIONAL VISUAL CONTENT AT PT  

ELITE WATCH STUDIO 

(Jaqline Susanto) 

ABSTRACT 

 

This internship report describes the author’s journey while working as a motion 

graphic designer intern at PT Elite Watch Studio, a company that focuses on 

marketing and distributing wristwatches. The internship was designed to give the 

author hands-on experience with real-world creative workflows, as well as an 

opportunity to put university concepts such as visual design principles, introductory 

animation techniques, and digital content production into practice. Throughout the 

program, the author contributed to a wide range of promotional content, including 

product photo and video shoots, preparing visual materials, developing design 

layouts, and creating motion graphic animations that were later published on the 

company’s digital platforms. During the internship, the author also encountered 

several challenges, such as frequent revision cycles, high daily production 

demands, and tight deadlines. With consistent communication with the supervisor 

and adjustments in work methods, these obstacles were successfully managed, 

enabling all tasks to be completed on time. Overall, this internship offered valuable 

insight into the role of a motion graphic designer within a marketing-driven 

environment and provided the author with a meaningful opportunity to strengthen 

both technical abilities and professional skills in the creative industry. 

 

 

Keywords: motion graphics, visual design, promotional content. 
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