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INTISARI

Kampung Pandeyan terletak di Kecamatan Umbulharjo, Kota Yogyakarta,
kampung Pandeyan selama ini banyak dikenal masyarakat luas karena acara yang
rutin digelar yaitu Bakdo Kupat. Budaya yang beragam pada kampung Pandeyan
dilestarikan dengan dibentuknya kawasan Kampung Wisata. Berbagai upaya
promosi telah dilakukan oleh pihak pengurus kampung wisata. Karena demi
melestarikan sejarah dan budaya, kampung wisata Pandeyan perlu meningkatkan
promosi yang salah satunya melalui Video.

Dalam pembuatan video promosi ini menggunakan animasi 2D dengan
teknik Motion Graphic. Motion Graphic merupakan pengembangan grafis desain
seni yang merupakan kombinasi dari, ilustrasi, tipografi, fotografi dan videografi.
Dengan menggunakan teknik Motion Graphic penyajian promosi jadi lebih
beragam dan menarik.

Dengan video promosi ini, diharapkan dapat mengenalkan dan
mempromosikan kampung wisata Pandeyan kepada seluruh wisatawan baik
wisatawan lokal maupun wisatawan mancanegara yang berkunjung ke Kota
Yogyakarta.

Kata kunci: Pandeyan, Promosi, Motion Graphic.
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ABSTRAK

The village of Pandeyan is located in Umbulharjo Sub-district, Yogyakarta,
Pandeyan village has been widely known because of the event that is routinely held
by Bakdo Kupat. The diverse culture of Pandeyan village is preserved with the
establishment of Kampung Wisata area. Various promotional efforts have been
done by the tourist village manager. Because the sake of preserving the history and
culture, Pandeyan tourism Village need to increase the promotion of one of them
through Video.

In the making of this promotional video use 2D animation with Motion
Graphic technique. Motion Graphic is a graphical development of art design that
is a combination of, illustration, typography, photography and videography. Using
the technigue of Motion Graphic promotional presentation is more diverse and
interesting.

With this promotional video, it is hoped to introduce and promote the village
tourism Pandeyan to all tourists both local tourists and foreign tourists who visit
Yogyakarta city.

Keywords: Pandeyan, Promotion, Motion Graphic.
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