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MOTTO

Nothing is impossible. Anything can happen as long as we believe.

Semakin banyak kita bersyukur, semakin banyak kebahagiaan yang kita dapatkan.

Jadilah dinding yang kuat ketika masa-masa sulit. Jadilah matahari yang
tersenyum, ketika masa-masa indah.

I don't believe that I'm better than anybody, but I do believe that I'll try harder
than most and I hope that people just join me for a little bit of a ride - Tom

Delonge

Bermimpilah setinggi langit. Jika engkau jatuh, engkau akan jatuh di antara
bintang-bintang – Soekarno

Love is a dream. Dreams are good, but do not be surprised if you wake up in tears
– Jim Morrison.
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INTISARI

Teknologi komputer semakin dibutuhkan oleh masyarakat. Salah satu
sektor yang memanfaatkan teknologi komputer adalah sektor industri kreatif.
Periklanan, desain, musik, video, film dan fotografi merupakan sub sektor dari
industri kreatif yang bisa digabungkan pemanfaatannya, seperti penggabungan
musik dan video menjadi video klip.

Behind The Saturday Band adalah grup musik indie yang sedang
berkembang di daerahnya yaitu kota Magelang. Sebagai band yang sedang
berkembang Behind The Saturday membutuhkan upaya untuk memperkenalkan
diri ke masyarakat luas.

Hasil analisis masalah ditemukan banyak hal yang masih perlu
diperhatikan dalam proses publikasi Behind The Saturday Band. Meningkatkan
strategi baru dalam hal publikasi dengan membuat video klip. Video klip
menggunakan animasi 2D dengan menerapkan teknik morphing dan motion
graphic sesuai dengan isi lirik lagu imajinatif.

Kata kunci: Teknologi, Industri Kreatif, Musik, Video, Video Klip, Publikasi,
Animasi, Morphing, Motion Graphic.
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ABSTRACT

Computer technology increasingly needed by society. One of the sectors
that utilize computer technology is the creative industries sector. Advertising,
design, music, video, film and photography is a sub-sector of the creative
industries can be combined utilization, such as the incorporation of music and
video into a video clip.

Behind The Saturday Band is a group of indie music that are developing
in the region is the city of Magelang. As a band that is growing Behind The
Saturday requires an effort to introduce themselves to the wider community.

The results of the analysis of the problem is found a lot of things that still
need to be considered in the process of being published Behind The Band
Saturday. Improving new strategy in terms of publications with a video clip. Video
clips using 2D animation by applying the techniques of morphing and motion
graphics in accordance with the contents of imaginative lyrics.

Keywords: Technology, Creative Industries, Music, Video, Video Clips,
Publications, Animation, Morphing, Motion Graphic.
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