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INTISARI 

 

Perkembangan teknologi digital saat ini menuntut inovasi dalam pelestarian 

budaya agar tetap relevan bagi masyarakat luas. Namun, keterbatasan akses 

informasi melalui media konvensional seringkali menjadi kendala dalam 

memperkenalkan nilai-nilai sejarah secara mendalam. Perancangan video company 

profile Museum Tani Jawa Indonesia bertujuan untuk memberikan pengalaman 

visual yang interaktif dan menarik bagi wisatawan. Video ini dirancang agar 

audiens dapat memahami sejarah pertanian tradisional dan filosofi alat tani Jawa 

melalui pendekatan multimedia yang dinamis tanpa harus bergantung pada teks 

informasi yang rumit. Dengan menggabungkan teknik live shoot dan motion 

graphics, video ini menyampaikan pesan edukasi secara bertahap, mulai dari 

pengenalan koleksi hingga aktivitas budaya di museum. Penelitian ini 

menggunakan tahapan sistematis yang meliputi pra-produksi, produksi, dan pasca-

produksi. Pengembangan video dilakukan dengan memadukan rekaman nyata, 

ilustrasi menarik, serta narasi yang mudah dipahami agar sesuai dengan gaya belajar 

masyarakat di era digital. Selain mendukung pengenalan profil museum, karya ini 

juga berfungsi untuk memperkuat citra destinasi wisata Desa Candran. Hasil 

penelitian ini diharapkan dapat dimanfaatkan oleh pengelola museum, instansi 

pariwisata, serta praktisi multimedia sebagai sarana bantu promosi budaya yang 

efektif dan menyenangkan. 

 

Kata Kunci: Museum Tani Jawa Indonesia, Company Profile, Live Shoot, Motion 

Graphics, Skala Likert. 
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ABSTRACT 

 

The rapid development of digital technology demands innovative 

approaches to cultural preservation in order to remain relevant to contemporary 

society. However, limited access to information through conventional media often 

becomes an obstacle in delivering historical values comprehensively. This study 

focuses on the design and production of a company profile video for Museum Tani 

Jawa Indonesia aimed at providing an engaging and interactive visual experience 

for visitors. The video is designed to help audiences understand the history of 

traditional agriculture and the philosophical meaning of Javanese farming tools 

through a dynamic multimedia approach without relying on complex textual 

explanations. By integrating live shooting and motion graphics techniques, the 

video delivers educational messages progressively, starting from the introduction 

of museum collections to cultural activities presented within the museum 

environment. This research applies a systematic production method consisting of 

pre-production, production, and post-production stages. The development process 

combines real footage, illustrative visuals, and clear narration tailored to the 

learning preferences of digital-era audiences. In addition to strengthening the 

museum’s institutional profile, this project also aims to enhance the tourism image 

of Candran Village. The results of this study are expected to serve as a practical 

reference for museum management, tourism institutions, and multimedia 

practitioners in developing effective and engaging cultural promotional media. 

Keywords: Museum Tani Jawa Indonesia, Company Profile, Live Shoot, Motion 

Graphics, Likert Scale. 

 

 

 


