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Abstract: Historical buildings contain elements of art in the city of Tangerang, which have good potential to become a 
tourist destination, but they must be appropriately managed to generate a source of income for the region. The 
diversity of ethnicities, races, and religions is an important supporting factor in influencing the diversity of 
artistic values. One of them is the Lenggang Cisadane Dance which is typical art of Tangerang City. And 
many historical buildings such as the Thousand Doors Mosque, Fortress Museum, Kalipasir Mosque, Al-
Adzhom Mosque, etc. Every historical asset needs to be introduced to the public, and this is the authority of 
the Communication and Information Technology Office (DisKomInfo). However, the information media used 
is still very minimal. Therefore, a study was conducted using the KPM method, which outputs video using 
the Adobe Creative Suite. The media needed to maximize promotion and information is the Video Art, 
Tourism, and Historic Buildings, with an informative and practical display. The beauty of Tangerang City 
holds history and high artistic value, so it is hoped that this research can increase public interest in studying 
history and doing tourism.

1 INTRODUCTION 

In the preliminary research, it will be explained about 
Tangerang City Overview describing the city of 
Tangerang with all its diversity, then an explanation 
of the Office of Communication and Information 
(DisKomInfo) Tangerang City Overview which has 
the authority to promote art assets and historic 
buildings in the city of Tangerang, as well as an 
explanation of the current problems at DisKomInfo in 
terms of promoting these art assets and historic 
buildings. 

1.1 Tangerang City Overview 

Tangerang City is located in Banten Province 
(Husnayain, 2020), Indonesia. The name Tangerang, 
comes from Sundanese which means "Sign". The city 
of Tangerang was once the Tangerang Regency, 
along with the growth of the region, the Government 
through Law Number 22 of 1999 made changes from 
the Regency to the City of Tangerang. The city of 
Tangerang is very strategically located because it is 
directly adjacent to the National Capital of Indonesia, 

namely Jakarta. The city of Tangerang has an area of 
184.24 square kilometers which is divided into 13 
districts and is the largest city in Banten Province, 
Indonesia. Currently Tangerang City is led by Mayor 
Mr. H. Arief .R.Wismansyah, B.Sc, M.Kes. This area 
that has a Long History (Priyanka and Rayikumar, 
2017) holds various potential Historical and Artistic 
Buildings (Xu, 2017) which are interesting to be used 
as Tourist Destinations (Hatami et al., 2020). The 
discussion about the art and historical buildings of the 
city of Tangerang turned out to be no less interesting 
for its Diversity (Ian and Eibe, 2005). On average, the 
majority of the community itself has a variety of 
different ethnic, racial and religious groups ranging 
from the Betawi, Sundanese, Javanese, to Chinese, as 
well as the diversity of Religions (Nayak, 2019). The 
people of Tangerang City have a quite rich diversity 
of religions that are dominated by Muslims followed 
by Christians, Catholics, Buddhists and finally 
Hindus. This is very influential especially on the 
values of art and local historic buildings. Talking 
about the diversity of typical art and historical 
buildings of Tangerang City, there are several types 
of Distinctive Art (Jia and Wang, 2018) from the City 
of Tangerang, including: Cisadane Lenggang Dance, 
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Barongsai, Peh Cun and Beksi martial arts. In 
addition to art, Tangerang City is also rich in tourism 
and historic buildings such as: Thousand Doors 
Mosque Building, Boen Tek Bio Temple Building, 
Benteng Museum Building, Kalipasir Mosque 
Building, Al-Azhom Mosque Building and Water 
Dam 10. 

1.2 Department of Communication and 
Information (DisKomInfo) 

The Office of Communication and Information 
(DisKomInfo) of Tangerang City is the office that has 
the authority to Promote (Shokouhyar et al., 2018) art 
assets and historic buildings in the City of Tangerang. 
The service is located in the Central Government 
Building Lt. 4 address at Jl. Satria Sudirman Kota 
Tangerang. This office is led by a Head of Office, and 
there is 1 (one) Secretariat and 3 (three) fields, 
including: Post and Telecommunications, Telematics, 
Data and Information Processing. The Office of 
Communication and Information (DisKomInfo) 
continuously organizes and promotes art assets and 
historic buildings in the city of Tangerang as part of 
efforts to improve the welfare of Citizens (Rahardja 
et al., 2019) Tangerang City and increasing the Role 
of City (Muslim et al., 2018) Tangerang in the 
concentration of art and national historic buildings. 
But along with the development of information about 
art and historical buildings, the Office of 
Communication and Information (DisKomInfo) 
needs Media (Nyo and Hein, 2019) Information 
(Hariguna et al., 2019) appropriate to the 
development of the City of Tangerang, so that with 
Media Information (Henderi et al., 2020), (Pah and 
Utama, 2020) the right people or tourists more 
familiar with art and historic buildings in the city of 
Tangerang, as well as increasing the source of 
Regional Revenue (Rahardja et al., 2019), where the 
art sector and historic buildings as one of the Foreign 
Exchange hulls (Zhuo and Bai, 2020) that have values 
with High Expectations (Indra et al., 2019). 
Therefore, in order to convey more complete 
information about the latest art destinations and 
historic buildings that are more effective to the Public 
(Pradipta et al., 2019), (Aini et al., 2020) and Tourists 
(Wang et al., 2020), then at least, the Office of 
Communication and Information (DisKomInfo) must 
have information media that can support the 
promotion of art and historical buildings in the city of 
Tangerang. 
 
 
 

1.3 Problems That Occur 

At present the problem that occurs at the Office of 
Communication and Information Technology 
(DisKomInfo) is that it does not yet have information 
media that can attract tourists to see art and historical 
buildings directly in the city of Tangerang, so that 
people do not know much about the arts and historic 
buildings in the city of Tangerang. Because of this 
problem, this research was conducted, with the aim of 
Optimizing Information (Tarigan and Rini, 2019) 
from DisKomInfo by making information media in 
the form of tourism Videos (Asyary and Venuswati, 
2020) which would later be expected. Tourism 
(Rahardja et al., 2020) can be seen by the wider 
community through the YouTube (Aini et al., 2020) 
channel media, Facebook (Rahardja et al., 2019) and 
Website (Rahardja et al., 2019) Tangerang City to 
attract more Local and Foreign Tourists (Aini et al., 
2020) and Local Investors (Rahardja et al., 2019), and 
to increase local revenue sources. 

2 THEORETICAL FOUNDATION 

Theoretical foundations in this study have a close 
relationship with each other and support each other. 
We need to know about information, because the 
development of increasingly advanced times must be 
in line with the right information, for that we need the 
media to convey that information, the media used 
must also be in accordance with their needs, such as 
the use of video media. The video referred to here 
means a video that contains about tourism (Rahardja 
et., 2019), especially tourism in art and special 
historic buildings in the city of Tangerang, which of 
course the public and tourists need to know about 
Heritage Documentation to get accurate information 
about art and historic buildings owned by the city of 
Tangerang The following below is a complete 
description of what is information, media, video, 
tourism, art and historic buildings and heritage 
documentation (Rahardja et al., 2019). 

2.1 Information 

Information is a matter that greatly influences the 
development of technology and the development of 
human resources in order to gain knowledge so that 
they can keep up with the development of 
increasingly modern and advanced times. 
Technology continues to develop with a variety of 
developments and continues to innovate with a 
variety of Inventions (Apriani et al., 2021). 
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2.2 Media 

A user device that can record image, audio, and/or 
video information and upload information to a 
matching service that is able to use matching 
technology to identify the media and provide 
supplemental content or information to the user 
(Maulani et al., 2020). 

2.3 Video 

From the perspective of media richness theory, that 
the different kinds of videos had quite similar effects 
in terms of triggering behavioral changes. However, 
the mechanisms explaining why triggers were present 
differed for each video. The consumer's position in 
the information search process was the most 
significant reason for the triggering of any kind of 
effect. In addition, the instructionally designed videos 
were able to exert an affective triggering effect: the 
more participants liked the video, the more it affected 
their participation intention and recall scores. The 
effects of media richness can vary within technically 
similar videos, as they form different logical 
connections among non-verbal visual cues related to 
a video's storyline (Rahardja et al., 2019; Aini et al., 
2021). 

2.4 Tourism 

Tourism is certainly a very important global industry 
because of its great contribution to the economy. 
Indeed, tourists consume a variegated array of goods 
and services, with linkages to virtually every industry 
in the economy. So, it is usually considered as a 
crucial factor for local development, and great 
attention is devoted to the measurement of its 
economic impact. At the same time, however, the 
‘cultural’ impact and the potential risks generated by 
unsustainable tourism flows are also taken into 
account. Despite facing occasional shocks, over the 
past six decades, the tourism sector has showed 
strength and resilience, with a continuous expansion 
and diversification (Henderi et al., 2020). 

2.5 Heritage Documentation 

Heritage documentation is the systematic collection 
and archiving of both tangible and intangible 
elements of historic structures and environments 
(Aini et al., 2020). The purpose of documentation is 
to supply accurate information that will enable correct 
conservation, monitoring and maintenance for the 
survival of an artefact. Examples of international and 

national standards for collecting and archiving 
information relating to historic structures are detailed 
in national guidelines such as the Historic American 
Building Surveys (HABS) and the English Heritage 
Metric Survey Practice. At an international level 
recording standards have been established by the 
International Council on Monuments and Sites 
(ICOMOS), which is an international non-
governmental organisation of professionals, 
committed to the conservation of the world's historic 
monuments and sites (Watini et al., 2020; Rahardja et 
al., 2020). 

3 RESEARCH METHOD 

The methods used in this study are the methods of 
Data Collection, Media Design Analysis and Media 
Production Concepts (KPM). 

3.1 Data Collection 

Research supporting data collected by:  
1) Observation. Observation is data collection needed 
for the preparation of this research through 
observation and making systematic records of 
elements that have been studied with the aim directly 
at the Department of Communication and 
Information (DisKomInfo) Tangerang City.  
2) Interview. Interview is a method of collecting data 
with questions and answers directly conducted by the 
interviewer to obtain information. The interview 
method is used to get data by asking a few questions 
to Bpk. Tisna Wijaya was the Stakeholder of the 
Office of Communication and Information 
(DisKomInfo) of Tangerang City and also the parties 
related to this research. 3) Literature Study. Literature 
study is to explore sources related to research through 
international journals whose contents are read, related 
to this research and taken by Sunarya (2016) of his 
journal to supplement the relevant data in this study. 

3.2 Analysis of Media Design 

Tourism video information media needed by the 
Office of Communication and Information 
Technology (DisKomInfo) of Tangerang City will be 
created using Adobe Creative Suite (Adobe CS) 
applications and variants, such as: Adobe Premiere 
Pro CS6, Adobe After Effects CS6 and Adobe 
Photoshop CS6.  
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Figure 1: Using Adobe Photoshop CS6 for the Tangerang 
city logo image at the beginning of the video tourism. 

3.3 MAVIB Production Concept 
(KPM) 

 
Figure 2: MAVIB production concept (KPM). 

To be known together, that MAVIB is an abbreviation 
of Multimedia Audio Visual and Broadcasting which 
is one of the preeminent concentrations of the 
Department of Information Engineering at Raharja 
University, Tangerang City. This concentration is 
oriented to the development of creativity in utilizing 
multimedia audio-visual technology and broadcasting 
that produces a global vision of visual communication 
media. 

3.4 Pre-production 

Pre-production is the stage where the idea, planning 
and preparation of the MAVIB Production Concept 
begin. There are 7 (seven) Pre production steps in 
KPM, starting from the ideas outlined systematically, 
then followed by making a Synopsis, Script Writing 
and Storyboard. The last two stages are selecting the 
cast and crew and preparing / setting the equipment. 
All stages must be in accordance with the specified 

Time Schedule. More details can be seen in the 
following picture: 

 
Figure 3: Pre-Production stages in KPM. 

3.5 Production 

Production is the stage of collaboration between the 
players and the crew to realize the script, Storyboard 
and Time Schedule that have been made. At this 
stage, taking pictures / shooting and editing images 
from the results of shooting are carried out. To take 
pictures at the shooting location is done until the 
completion of the Take Script on schedule. 
Processing to mix multimedia, audio, visual and 
broadcasting is made to produce quality tourism 
videos. Here are the pictures of the stages of 
production: 

 
Figure 4: Production stages in KPM. 
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3.6 Post Production 

Post Production is the final stage of the MAVIB 
Production Concept. In Post Production there is a 
distribution of videos made to various media. Post 
Production can be displayed on the Website, 
Facebook, YouTube channel in the form of Video 
Streaming (Sudaryono et al., 2020; Hariguna et al., 
2020) as well as other social media, in addition to 
utilizing the internet it also utilizes technology 
readiness from user intentions in the context of 
creating Tourism Videos (Rahardja et al., 2019; Aini 
et al., 2019; Lukita et al., 2020). Here are pictures 
from Post Production: 

 
Figure 5: Stages of post-production in KPM. 

4 ANALYSIS RESULT 

In this analysis of results, 3 (three) main things that 
have an important position in this research are 
explained, namely Pre-Production, Production, Post 
Production along with their respective steps, along 
with a complete explanation. 

4.1 Pre-production in This Research 

Pre-Production is the starting step of an idea, planning 
and preparation of the MAVIB Production Concept. 
There are several Pre-Production steps in this study, 
namely: Observation, Data collection, Data analysis, 
Ideas that are expressed systematically, 
Storyboarding, Synopsis, Visualization based on 
context, Message delivered, Script Breakdown Sheet, 
Time Schedule and Budget. Following below will 
describe some of them. 

4.1.1 Ideas 

Media Video information is a very effective and 
efficient media to promote a company or agency or 
business, because humans can remember as much as 

80% of what they see, hear and experience 
simultaneously. In its development Tangerang City 
DisKomInfo wants to expand information and 
promotional areas, especially in the field of art and 
historic buildings, from this it creates ideas or ideas 
to have an information media in the form of tourism 
videos about art and historic buildings in the city of 
Tangerang and for this reason this research was 
conducted with the aim of making the tourism video 
referred to above. 

4.1.2 Synopsis / Story 

Synopsis / Story is a summary of a story or film that 
forms the approach of a documentary feature. 
Synopsis is usually limited by the number of  
pages, for example one or two pages, one fifth or one 
tenth of the length of a documentary feature. 
Synopsis of making tourism videos in this study as 
follows: 

"Tangerang City has the potential of 
interesting and prospective art and historic 
buildings, the chain of art objects and historic 
buildings in the City of Tangerang will be one 
of the mainstay sources of regional income as 
well as strategic regional promotion. 
Tangerang City holds a variety of potential 
historical buildings and interesting art to 
become tourist destinations. The city of 
Tangerang has a unique diversity of art and 
historic buildings. There are several types of 
arts typical of the City of Tangerang, 
including: Cisadane Lenggang Dance, Lion 
Dance, Peh Cun and Beksi martial arts. In 
addition to art, Tangerang City is also rich in 
tourism and historic buildings such as: The 
thousand doors Mosque Building, Kalipasir 
Mosque Building, Al-Azhom Mosque 
Building, Boen Tek Bio Temple Building, 
Benteng Museum Building and Water Dam 10 
Buildings." 

4.1.3 Storyboard 

Storyboard (Rahardja et al., 2020) is a sketch of 
images arranged sequentially in accordance with the 
script, with a storyboard we can convey our story 
ideas to others more easily, because we can lead 
someone's imagination to follow the images 
presented, so as to produce the same perception on the 
idea of our story. Below are a few storyboard pictures 
related to research: 
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Figure 6: Historical buildings of Al-Azhom mosque. 

 
Figure 7: Historic Boen Tek Bio temple building. 

4.1.4 Equipment Used 

In making this information media in the form of 
tourism video, various equipment is used, such as: 
Canon 760D camera, Sony HD, Slik Tripod, Drone 
Phantom 3 Pro and Shotgun Microphone. In this 
tourism video, equipment is widely used in the 
Outdoor area, accompanied by the use of Drones in 
order to produce better images. 

4.2 Production in This Research 

Production is the process of taking pictures or shooting 
videos with the collaboration between the cast and 
crew to realize the formulation of the pre-production 
stage in the form of scenarios, scripts, and storyboards 
that have been made. At the production stage all 
technical and creative elements such as manuscripts, 
actors, cinematography and sound, join under the 
creative supervision of the Director. In carrying out the 
process of production of shooting or video shooting 
there are several things that must be prepared properly, 
including: production design including storyboards 
that can be a good guide about things that must be done 
during shooting, the crew's readiness in carrying out 
their respective roles and readiness equipment which is 

also the responsibility of each crew. 

4.2.1 Multimedia Planning 

Multimedia planning is a design that combines 3 
(three) elements, namely sound, images and text to 
create dynamic and interactive presentations in video. 
To succeed this multimedia planning requires 3 
(three) systematic stages, starting from the purpose of 
multimedia, multimedia strategies and multimedia 
programs. 

4.2.2 Multimedia Strategies 

Before entering the production process, we first 
formulate a multimedia strategy, the media to be 
designed and prepared at least meet 3 (three) aspects 
of the target, namely: 

a. Geography : Tangerang City Region, 
Indonesia, World. 

b. Demographics : 
Gender  : Male & Female 
Economy Class : Middle 
Ages   : 7 years and above 
Targets  : Community, Local Tourists 
and Foreign Tourists. 

c. Psychography : People and tourists who 
want to find out more detailed information 
and promotions about all art and historical 
buildings in the city of Tangerang. 

4.2.3 Audio Planning 

Audio is an element that must be present at every time 
to display a video, because if there is no audio, the 
video that is displayed will feel less attractive to the 
public, therefore audio planning has an important 
factor in determining whether or not media 
information in the form of video will be produced. 

4.2.4 Audio Program 

Every audio that is applied to fill the sound is taken 
from the video that has been prepared in accordance 
with the needs of the media information that is 
designed, taken from the Mp3 music and look for the 
appropriate sound effects. The editing program makes 
it easy to make audio, then the process of adjusting 
the video design will be made available to the public. 
The previously taken audio is searched accordingly, 
such as for MP3 music audio, the appropriate audio 
capture requires editing from the video cutter and 
adjusting the placement with the displayed image. 
The process of the size of the audio sound is made 
from audio mixing volume.  
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4.2.5 Visual Strategy 

Visual Effects can be created with the help of 
computer technology that has been very advanced 
now, so as to provide a form of real or really real 
imaging of the visualization of the video created. 
Visualization of video display can vary by displaying 
several elements such as: Bumper, opening, etc. 

4.2.6 Visual Program 

In this production process the design of special effects 
is made using applications that are the result of 
technological advancements. Storyboard references 
are changed to animatrix, which is a kind of 
slideshow of storyboards that has been filled with 
unedited dialogs. Below is a Visual Program related 
to research, already in video format:  

 
Figure 8: Lenggang Cisadane dance. 

 
Figure 9: Beksi martial arts. 

 
Figure 10: Beksi martial arts. 

 
Figure 11. Boen Tek Bio temple. 

4.2.7 Broadcasting Program 

The Broadcasting Program is used to display the 
results of the production of audio-visual videos that 
utilize the internet as a facilitator through the 
following media: 

DVDs are roughly the same as CDs but have a 
greater capacity. DVD is usually for video storage 
media that has a large capacity. Forms of format used 
on DVDs can be in any form but to be able to open it 
again is seen from the capacity of the computer in 
question. 

YouTube, an information media in the form of a 
tourism video that is created, is uploaded through the 
YouTube channel, the account must be fulfilled before 
uploading, usually by automatically YouTube will ask 
for an activation account. If you already have an 
account, the upload process is only by browsing where 
the video is stored. The length of the upload process 
depends on the size of the video, the longer the duration 
and the large capacity, the longer the upload process. 

Facebook, like YouTube, Facebook will also ask 
the account to sign in first before uploading. If you 
already have an account, then all you have to do is 
open the video menu on the top right side by side with 
the homepage and profile, the upload process follows 
the instructions on each request. 

Website or more abbreviated as the Web is an 
online communication tool that uses internet media in 
its distribution, the website displays a collection of 
text data, still or motion picture data, animated data, 
sound and video. 

4.3 Post Production in This Research 

Post production stage is the process of finishing a 
work until it becomes a complete video and is able to 
convey a story or message to the audience. In the post 
production process, all images obtained in the 
production process are put together and edited by an 
editor. Video playback and distribution activities are 
also included in the post production process. 
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4.3.1 Digitizing 

The first step taken is digitizing or digitizing the 
results of shooting which are still analogue captured 
through capture cards or firmware then converted into 
digital data files then stored on the hard disk and at 
any time can be recalled if needed. 

4.3.2 Editing 

In this tourism video editing stage, cutting, selecting 
and compiling the results of shooting images 
according to the wishes or ideas of the director in 
accordance with the script and storyboard. At this 
stage Adobe Photoshop CS6 applications for editing 
logos or images are also used. 

4.3.3 Mixing 

Mixing is the stage of mixing between image and 
sound, narration that has been recorded and musical 
illustrations inserted into the image editing results in 
accordance with the script. The balance between the 
original sound, narration, musical illustrations and 
sound effects is very important to be harmonious and 
harmonious and clearly heard. After the mixing 
process is completed, the data is exported to a specific 
file format for broadcasting to the public. 

4.3.4 Finishing 

This finishing stage is the last stage in the process of 
making this information video. At this stage the video 
export process from Adobe Premiere CS6 is made 
into a video format. 

4.3.5 Output Phase (Exporting) 

At this stage of exporting, the results of the rendering 
of all video merging, namely images, text and back 
sound will be exported into a predetermined format, 
MP4 Furthermore, the results of the export video will 
be burned to DVD, then will be uploaded to 
YouTube, Facebook and Website. 

4.3.6 Market Segments 

This stage relates to the marketing target of the 
finished video. Tangerang City DisKomInfo website 
is used to disseminate tourism videos about art and 
historic buildings in the city of Tangerang, with the 
hope that this tourism video can increase the 
percentage of visitors or tourists by 50% from the 
previous year. 

5 CONCLUSION 

The media needed by Tangerang City DisKomInfo in 
informing and promoting art and historic buildings in 
Tangerang City is in the form of media information 
in the form of tourism videos because it presents an 
informative and effective display of the beauty of 
Tangerang City which has a long history and stores a 
variety of potential artistic and historical buildings in 
Tangerang City. This tourism video has already been 
finished and has been made with advantages, namely 
having Voice Over with the delivery of language that 
is clear, straightforward and interesting. Besides, the 
visual appearance is also in harmony with the audio 
and visual effects presented, so that the message 
conveyed is easily understood by the public and 
tourists. Information media in the form of tourism 
videos can attract tourists to visit and get to know the 
diverse potential of art and historic buildings in the 
city of Tangerang. This tourism video is implemented 
through DVDs and various Social Media such as 
YouTube, Facebook, Tangerang City Website and at 
several arts and cultural events. The target to be 
achieved by DisKomInfo through information media 
in the form of video art tourism and historic buildings 
in the city of Tangerang is the increase of tourist visits 
by 50% from the previous year, as well as beneficial 
to increase local revenue sources, so that Tangerang 
City becomes an Investable, Liveable, Visitable City 
and E-City. However, there is still a need for further 
research to develop a tourism video that has been 
made and so that the latest information through this 
tourism video can be accepted by the whole 
community and not only presented on social media, it 
is also necessary to make it into the form of apps, 
which can be obtained by the public and tourists later 
through the app store application or on the playstore. 
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