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  ABSTRACT 

 

This final project presents a motion graphic video aimed at introducing traditional 

Banten games to teenagers. The video educates the target audience on the cultural 

value and benefits of these games for character building, addressing the issue of 

declining interest among the younger generation due to the prevalence of digital 

entertainment. The author hopes that with this motion graphic video, children in 

Indonesia can be educated with information about the culture of the Banten region, 

building children's moral character, and preserving Indonesia's cultural heritage 

so that it does not become lost or extinct. 

Keywords: Banten, Educational Media, Motion Graphic, Traditional Games, 

Young Generation 

 

ABSTRAK 

 

Perancangan akhir ini menyajikan motion graphic yang bertujuan untuk 

memperkenalkan permainan tradisional Banten kepada remaja. Motion graphic ini 

mengedukasi target audiens tentang nilai budaya dan manfaat permainan ini untuk 

pembentukan karakter, sekaligus menjawab isu menurunnya minat generasi muda 

karena maraknya hiburan digital. Penulis berharap dengan adanya video motion 

graphic ini, anak-anak di Indonesia dapat teredukasi mengenai informasi budaya 

daerah Banten, membentuk karakter moral anak-anak, serta melestarikan warisan 

budaya Indonesia agar tidak hilang atau punah. 

Kata Kunci: Banten, Generasi Muda, Permainan Tradisional, Media Edukasi, 

Motion Graphic 
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