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ABSTRACT

The development of merchandise in today’s music industry no longer functions
solely as a promotional medium, but also as a form of visual communication capable of
building emotional connections between bands and audiences. The Sigit is known for its
strong visual identity through physical releases and distinctive merchandise illustrations.
However, based on observations and questionnaire results, most band merchandise still
focuses only on logos and general visual identities, while song lyrics are rarely explored as
the main source of meaningful visual representation. In fact, 91.43% of respondents stated
that they were interested in merchandise that visually represents their favorite songs.
Therefore, this project aims to design a promotional medium that translates song lyrics into
emotional, interactive, and exclusive visual works.

This project uses a mixed-method approach through qualitative and quantitative
research methods. Data were collected through interviews, observations of official
merchandise, documentation, and questionnaires distributed to The Sigit fan community
known as “Insurgent Army.” Additional analyses including SW+1H, consumer insight,
consumer journey, existing studies, and data synthesis were conducted to formulate the
visual concept and design strategy.

The final outcome of this project is an illustration boxset titled “Anthem ”, consisting
of five editions based on five popular songs by The Sigit: All The Time, Black Amplifier,
Conundrum, Horse, and Owl and Wolf. The design applies Charles Sanders Peirce’s
semiotic theory through the use of icons, indexes, and symbols to translate song lyrics into
surreal illustrations while maintaining The Sigit’s visual identity. The boxset is supported
by additional media such as posters, visual books, t-shirts, tote bags, guitar picks,
keychains, and Augmented Reality (AR) features to create a more interactive experience.

This project is expected to become an innovative promotional medium that enhances
audience appreciation of The Sigit’s song meanings while strengthening the emotional
connection between the band and its fans through interactive and exclusive visual
experiences. Furthermore, this project is expected to serve as a reference for the

development of creative merchandise in Indonesia’s independent music industry.

Keywords: Boxset, song illustration, Charles Sanders Peirce semiotics, merchandise, The

Sigit, Visual Communication Design.
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CHAPTER |

INTRODUCTION

1.1 Background

According to (Jaya, 2023, p. 6), music is something that can be heard but has no
physically visible form. When music is represented through language or written description, it
does not stand alone as a physical object but becomes part of a medium or other object that
supports its representation. According to the Kamus Besar Bahasa Indonesia (Great Dictionary
of the Indonesian Language), music is the science or art of arranging notes or sounds in
sequence, combining them, and connecting them temporally to form a composition that
possesses unity and continuity, as well as containing rhythm, melody, and harmony, using

instruments that produce sound.

As human civilization has evolved, music has undergone significant changes. While
music was once used as part of rituals and the spread of religion, it has now become an
inseparable part of human life. Music is inseparable from culture, as it has evolved into an art

form that provides pleasure and entertainment for its listeners (Siswantoro, 2021)

Music is one of the creative economy subsectors that continues to grow with significant
potential and rapid expansion. The Ministry of Tourism and Creative Economy
(Kemenparekraf)/Baparekraf of the Republic of Indonesia stated on Tuesday, April 4, 2023, on
its official news portal that the music creative economy industry contributed Rp 5.98 trillion to
the national GDP in 2021, with the number of workers in the music subsector reaching 62,479
people. Therefore, the Minister of Tourism and Creative Economy encourages young
Indonesian talent to continue innovating, adapting, and collaborating to capitalize on
opportunities within the domestic music industry. Previously, on Thursday, March 9, 2023, the
Ministry of Tourism and Creative Economy/Baparekraf also stated that current advancements
in technology and the internet have greatly facilitated local musicians in creating musical works.
Musicians can now produce high-quality songs anywhere and share them with a wide audience
simultaneously. Technology offers convenience in various aspects, including creating works,
producing music independently, and distributing it widely without having to rely on others.
This has also supported the emergence of many indie bands in Indonesia, as more opportunities

and support for local musicians’ creativity have opened up..



