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INTISARI 

 

 
“Implementasi teknik Motion graphic dan Liveshoot pada program acara 

televisi kidhung RBTV” merupakan penelitian yang bertujuan untuk mengetahui 

penerapan liveshoot dan motion graphic dalam meningkatkan kualitas program 

acara kidhung. 

Metode penelitian yang digunakan adalah dengan memberikan beberapa 

pertanyaan dalam bentuk Google Form kepada 42 orang dengan 41 masyarakat 

umum dan 1 orang ahli. 

Hasil penelitian menunjukkan bahwa penerapan motion grafik dan live 

shoot terbukti dapat meningkatkan kualitas program acara kidhung berdasarkan 

data pengujian yang telah dilaksanakan. 

 

 

Kata kunci: Motion Grafis, Liveshoot, Informasi unik, Visualisasi, Program Acara 

Pendidikan 
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ABSTRACT 

 

 

The Kidhung program on the RBTV television station offers a distinctive 

insight into Yogyakarta through an engaging format. In order to enhance the visual 

quality and facilitate audience interaction, this research employs the use of motion 

graphics and live shoot techniques. The objective of this research is to evaluate the 

efficacy of the deployment of motion graphics and live shoot techniques in the 

Kidhung program. The research method employed was an experiment with two 

control groups and two experimental groups. The results demonstrated that the 

implementation of motion graphics and live-shoot techniques markedly enhanced 

visual quality and audience interaction. Motion graphics techniques facilitate the 

visualization of abstract information and enrich program content. The live shoot 

technique provided direct interaction with sources and locations, increasing 

realism and audience engagement. The findings suggest that the combination of 

motion graphics and live shoots can be an effective strategy to increase the appeal 

of educational programs like Kidhung. 

 

Keywords: motion graphics, live shoot, unique information, visualization, 

educational show program 


