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ABSTRAK

in the middle of globalization, which has diminished the younger generation’s
interest in local culture, the live dance drama program “Rukestra Budaya” offers
a solution through a contemporary and collaborative television format. The
purpose of this paper is to apply text animation that supports the delivery of
information in a way that is communicative, engaging, and easy for the audience to
understand. During production, a problem was identified: the presentation of visual
information in the live performance program did not fully support the delivery of
information to the audience. This is in line with Isroni’s (2022:2) theory of
typography, which states that “typography is the art and technique of selecting and
arranging letters in a visually appealing way, so that readers feel comfortable when
viewing and reading the text.” The data collection methods used in this study—
including observation and a literature review of journals and books on the roles of
editors and typography—aimed to strengthen the implementation of typography-
based text animation. The results showed that the application of typography-based
text animation successfully overcame these technical obstacles, ensuring that all
visual elements ran smoothly during the real-time broadcast. Thus, the editor’s role
in implementing typography-based text animation has proven to contribute to the
smooth running of the broadcast and the success of the “Rukestra Budaya”
program in presenting dance-drama performances.

keywords: Editor, Text Animation, Typography, Live Broadcast, Dance Drama,
Vmix, Local Culture

Di tengah arus globalisasi yang menurunkan minat generasi muda terhadap budaya
lokal, program live pertunjukan sendratari "Rukestra Budaya" hadir sebagai solusi
melalui kemasan televisi kontemporer dan kolaboratif. Tujuan penulisan ini untuk
menerapan text animation yang mendukung penyampaian informasi yang
komunikatif, menarik, dan mudah dipahami oleh penonton. Dalam produksinya,
ditemukan permasalahan yaitu dalam menyampaian informasi visual pada program
live pertunjukan belum sepenuhnya sebagai pendukung penyampaian informasi
kepada penonton, dengan mengacu pada teori tipografi Isroni (2022:2) yang
menyebutkan bahwa "tipografi adalah seni dan teknik memilih serta menata huruf
secara visual menarik, sehingga pembaca merasa nyaman saat melihat dan
membaca teks.". Melalui Metode pengumpulan data yang digunakan dalam
penulisan ini dengan observasi serta studi pustaka dari jurnal dan buku terkait peran
editor dan tipografi guna memperkuat dalam menerapkan fext animation berbasis
tipografi Hasilnya, penerapan fext animation berbasis tipografi berhasil mengatasi
hambatan teknis tersebut sehingga seluruh aset visual berjalan stabil selama siaran
real-time. Dengan demikian, peran editor dalam menerapkan text animation
berbasis tipografi terbukti berkontribusi terhadap kelancaran siaran dan
keberhasilan program "Rukestra Budaya" dalam menyajikan pertunjukan
sendratari.

Kata Kunci: Editor, Text Animation, Tipografi, Live Broadcast, Sendratari,
Vmix, Budaya Lokal
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