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INTISARI

Balai   Pelestarian   Cagar   Budaya   (BPCB)   adalal   unit   pelaksana   teknis
Kementerian Pendidikan dan Kebudayaan di bidang pelestarian cagar budaya yang
berada di bawal] dan bertanggung jawab kapada Direktur Jenderal Kebudayaan, BPCB
bertugas melaksanckan pelindungap pengembangan, dan pemanfaatan cagar budaya
dan yang diduga cagar budrya yang berada di wilayah keljanya. Adapun fungsi dari
BPCB  adalch  melaksanakan  penyelamatan  dan  penganLanan,  zonasi,  pemeliharaan,
pengembangan, pemanfaatan, dokunentasi dan publikasi, pelcksanaan kemitrann di
bidang pelestarian cagar budaya dan yang diduga cagar budaya

Candi  Barong merupckan  salah  satu candi  Hindu yang benda di atas bukit
Batur Agung yakni sekitar 199,27 meter di atas pemukaan taut. Secara admihistratif
Candi Barong terletak di Dusun Candisari, Desa Sambirejo, Kecanatan Prambanan,
sedangkan secara astronomis berada pada koordinat 7D46J 16" LS dan 110®29'34" BT.
Keberadaan Candi Barong diketahui berdasarkan catatan Belanda, yang disusun dalam
ROD tahun 1915. Dalam catatan Belandr tersebut Candi Barong disebut dengan nana
"Candi Sari Sorogedug".

Dengan  latar belakang masalch  diatas  tersebut,  penulis membunt  penilitian
berjudul  "Pembuatan  Media  Promosi  Pada  Candi  Barong  Menggunakan  Teknik
Hyperlapse dan Color Grading".

Kate-kunci : Media Promosi, Hyperlap§e, Color Grading.
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ABSTRACT

Bala] Pelestarian Cagar Budaya a3PCB) is the technical implementation unit
OflheMiwistryofEdrcationandcultureinthefieLdofpreservationofoulturalheritage
under  and  responsible  to  the  Director  General  Of Culture.  BPCB  is  tasked  with
carrying  out  the  protection,  development  and  utilization  Of oullural  heritage  and
presumed cultural heritage in its working area. The function Of BPCB is to carry out
the rescue and security, zoning. maintenance, development, utilization, documentation
and publication,  the implenerwhtion Of partnerships  in the field Of preservaton Of
oultwral heritage and presumed cultural heritage.

Barong Temple is one Of the Hindu temples on the hill Of Batur Agung which is
around  199.27 meters above sea level. Administratively Barong Temple is located in
Candisari Hamlet, Sambirejo Village, Pranbanan Subdistrict, while aslronomically
located  at  coordinates  7°46'16  "LS  and  110°29'34"  BT.  The  existence  Of Barong
Temple is known based on Dutch records. which were compiled in the ROD in  1915.
1n the Dutch record, the Barong Temple is called the "Sari Sorogedrg Temple".

Wlth  the  background  Of the  above  problems,  tl.e  author  made  a  research
entitled "Making Pronotional Media at Barong Temple Using Hyperlapse and Color
Grading Techniques".

Eeywoirds : Media Promcition, Hyperlapse, Color Grading.
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