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ABSTRACT

One of promotions media which is considered to represet all the
multimedia elements and easly digested by the public is video. But the promotion s
conducted by PT. Taman Wisata Candi Borobudur, Prambanan dan Ratu Boko so
for using social media, website and billboards as a media promotions to introduce
the international tourist. That methods are inffactive because only in the form of
text and images, so that information is not delivered properly to the public.

Bases on the issues that it raises the idea to create a video as multimedia
promotion with motion graphic technique. In this video, information of temple will
be combine with graphical elemens.

The promotional video will be show on youtube media. It expected to
attract tourists to come in addition to be promotion and information can be
conveyed properly to the public.

Keyword :Prambanan Temple, Media Promotions, Video, Motion Graphic
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