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INTISARI

Wayang merupakan salah satu karya seni tradisional Indonesia. Jenis
wayang sangat beragam ,ada wayang kulit , wayang orang, wayang golek maupun
wayang kreasi baru. Karya seni wayang di Indonesia sangat beragam sesuai
daerahnya ,seperti wayang Surakarta, wayang Jawa Timur, wayang Bali, wayang
sasak (Nusa tenggara Barat), wayang Banjar (Kalimantan Selatan) ,wayang
Palembang (Sumatra Selatan), wayang betawi, wayang Cirebon. Wayang kulit
keberadaanya kini sudah mulai tergerus oleh arus globalisasi. Bahkan generasi
muda sekarang tidak mengenal tokoh-tokoh dalam pewayangan.

Berdasarkan latar belakang permasalahan tersebut penulis merancang
sebuah video dokumenter wayang kulit sebagai media edukasi kelestarian tradisi.
Perancangan video dokumenter ini nantinya akan menggunakan beberapa
software yang diperlukan, diantaranya : Adobe Premier untuk memotong dan
menggabungkan frame setiap gambar, After Effect untuk meggerakan gambar
atau obyek sebagai animasi dan Adobe Audition sebagai sound editor.

Hasil dari pembuatan skripsi ini nantinya berupa sebuah video dokumenter
yang menampilkan beberapa tokoh wayang kulit dan mengenalkan kembali
kepada generasi muda, tokoh-tokoh dalam pewayangan tersebut sebagai media
edukasi kelestarian tradisi.
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ABSTRACT

Puppet is one of Indonesian traditional art. Very diverse types of puppets,
there are shadow puppets, puppet people, puppet show and puppet new creations.
The artwork is very diverse Indonesian puppets in accordance regions, such as
Surakarta puppets, puppets East Java, Bali puppet, wayang Sasak (West Nusa
Tenggara), puppet Banjar (South Kalimantan), puppet Palembang (South
Sumatra), Betawi puppet, puppet Cirebon. Shadow puppets existence now already
eroded by globalization. Even the younger generation does not know the
characters in the puppet.

Based on the background of these problems, the authors designed a puppet
documentary video as a medium for the preservation of traditional education. The
design of this documentary video will be using some of the required software,
including: Adobe Premier to cut and combine each image frame, After Effects for
moving images or objects as animation and Adobe Audition as a sound editor.

The results of this thesis will be the making of a documentary video
featuring some of the puppet characters and reintroduced to the younger
generation, in the puppet characters such as educational media sustainability
tradition.
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