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INTISARI 
 

Intisari Penelitian ini menganalisis siklus commission mandiri yang dialami 

seniman digital online. Fokus utama adalah bagaimana satu commission awal dari 

luar negeri dapat menciptakan siklus yang berkelanjutan melalui strategi distribusi 

konten di media sosial, sehingga menghasilkan engagement organik dan menarik 

client baru secara terus-menerus. Studi ini menyoroti niche komunitas furry dan 

anime sebagai ekosistem yang sangat mendukung karena permintaan tinggi 

terhadap seni karakter custom serta loyalitas komunitas yang kuat.Dengan 

pendekatan studi kasus dari praktik pribadi sebagai digital artist non-reguler, 

penelitian ini mengidentifikasi teknik distribusi konten yang efektif, pemilihan 

platform, timing posting, serta pentingnya izin client untuk memamerkan hasil 

karya. Hasil menunjukkan bahwa engagement organik dari niche furry-anime 

mampu meningkatkan visibilitas dan permintaan commission tanpa bergantung 

pada iklan berbayar.Penelitian ini memberikan panduan praktis bagi seniman 

digital dalam membangun bisnis commission yang mandiri dan berkelanjutan di 

niche furry-anime. 

 

Kata kunci: siklus commission mandiri, distribusi konten media sosial, 

engagement organik, seniman digital, niche furry-anime 
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ABSTRACT 
 

This research analyzes the Self-Sustaining Commission Cycle experienced by 

online digital artists. The main focus is how one initial overseas commission can 

create a self-perpetuating cycle through strategic content distribution on social 

media, generating organic engagement and continuously attracting new clients. 

The study highlights the furry and anime niches as highly supportive ecosystems 

due to strong demand for custom character art and high community loyalty.Using 

a personal practice case study as a non-regular digital artist, this research 

identifies effective content distribution strategies, platform selection, posting 

timing, and the importance of client permission to showcase commissioned works. 

Findings demonstrate that organic engagement from the furry-anime niche 

significantly increases visibility and commission requests without relying on paid 

advertising.This study provides practical guidance for digital artists seeking to 

build independent and sustainable commission businesses in furry-anime niches. 

 

Keyword: self-sustaining commission cycle, social media content distribution, 

organic engagement, digital artist, furry-anime niche 

 

  


