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ABSTRAK 
This research discusses the design of motion graphics for the Vapers gaming channel.
The channel currently lacks an effective introduction video, have no overlays
transition, as well as bumpers and lower thirds that could strengthen its character and
appeal. A descriptive qualitative method is used to understand the visual needs through
observation and interviews with the channel owner. The aim of this study is to design
motion graphic elements to enhance a more attractive visual identity, strengthen
audience engagement, and provide value for the owner by creating a strong impression
of the channel. The hypothesis of this research is that the absence of motion graphic
elements such as an introduction video, bumpers, and lower thirds makes the Vapers
gaming channel less appealing and harder to recognize. The outcome of this study is a
set of motion graphic designs including an introduction video, bumpers, and lower
thirds that help reinforce the identity and improve the attractiveness of the Vapers
gaming channel content. 

Keywords: motion graphic, YouTube channel, Vapers Gaming, desain interaktif, 
identitas visual, konten digital. 
Penelitian ini membahasmengenaiperancanganMotion Graphics untuk vapers gaming
channel. Channel inibelummemilikivideopengenalan yang efektif, Trasition overlay,
belum memiliki bumper,danlowerthirdsyangmampu memperkuat karakter dan daya
Tarik channel tersebut.Metodekualitatifdeskriftifdapat membantu untuk memahami
kebutuhan visual melaluiobservasidenganmewawancarai pemili channel. Tujuan dari
penelitian ini adalahmerancangelemenmotiongrafis untuk meningkatkan identitas
visual yang lebih menarikdanmemperkuatketerlibatan audiens nya dan dapat
memberikan manfaatpadapemilikuntukmemberikan Kesan channel nya pada
audiens. Hipotesis padapenelitianiniadalahbahwa ketiadaan elemen motion grafis
seperti video pengenalan,bumper,danlowerthirds menyebabkan channel Vapers
gaming menjadi kurangmenarikdansulitdikenali. Hasil dari penelitian ini berupa
rancangan elemenMotiongrafisyangmeliputivideoe pengenalan channel, bumper,
dan lower third yangmampumemperkuatidentitas serta meningkatkan daya Tarik
konten dari channelvapersgaming

Kata Kunci: motiongraphic,YouTubechannel,Vapers Gaming, desain interaktif, 
identitas visual, kontendigital,komunitasvapers
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