ABSTRAK

Kompleks Percandian Muara Jambi merupakan kawasan cagar budaya nasional
yang terletak di Kabupaten Muaro Jambi, Kecamatan Maro Sebo. KPM] ini
bercorak budhisme. Dengan luas area mencapai 17,5 KM2yang membentang 7 KM
sepanjang sungai Batanghari dekat Pantai Timur Jambi. KPM] memiliki sembilan
bangunan utama candi, dan berbagai jenis koleksi yang erat hubungannya dengan
nilai sejarah, nilai budaya dan religi. Dalam rangka mendukung keberadaan KPM]
sebagai potensi pariwisata daerah dan nasional sangat diperlukan media promosi
sekaligus media informasi yang berbasis digital (motion graphic) sehingga
mampu menggait dan meningkatkan antusiasme masyarakat untuk berwisata ke
KPM]. Sekaligus mampu memberikan sumbangan pengetahuan dan mengedukasi
masyarakat untuk peduli serta menjaga dan melestarikan peninggalan cagar
budaya. Teori yang digunakan dalam penciptaan motion graphic ini ialah teori
warna, teori motion graphic, narasi, komunikasi, typografi, dan teori wisata cagar
budaya. Metode yang digunakan perancang dalam menciptakan motion graphic
ini adalah 4D (define, design, develop, dan disseminate). Target audience pada
perancangan ini adalah remaja hingga dewasa awal. Media pendukungnya berupa
poster, brosur, stiker, mug, gantungan kunci, tiket masuk, id-card, t-shirt, topi dan

payung.

Kata Kunci: Kompleks Percandian Muara Jambi, Informasi, Promosi, Motion
Graphic



ABSTRACT

Muara Jambi Temple Complex (KPM]) is a national cultural heritage area located in
Muaro Jambi Regency, Maro Sebo District. This KPMJ has a Buddhist pattern. With
an area of 17.5 KMZ2 which stretches 7 KM along the Batanghari River near the East
Coast of Jambi. KPM] has nine main temple buildings, and various types of collections
that are closely related to historical, cultural and religious values. In order to
support the existence of KPM] as a regional and national tourism potential,
promotional media as well as digital-based information media (motion graphics)
are needed so that they are able to attract and increase public enthusiasm for
traveling to KPMJ. At the same time being able to contribute knowledge and educate
the public to care for and maintain and preserve cultural heritage. The theories used
in the creation of this motion graphic are color theory, motion graphic theory,
narration, communication, typography, and cultural heritage tourism theory. The
method used by the designer in creating this motion graphic is 4D (define, design,
develop, and disseminate). The target audience in this design is teenagers to early
adulthood. The supporting media are posters, brochures, stickers, mugs, key chains,
entrance tickets, id-cards, t-shirts, hats and umbrellas.

Keywords: Muara Jambi's Temple Residence, Information, Promotion, Motion
Graphic
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