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INTISARI

Penelitian ini bertujuan untuk memperkenalkan Warisan Budaya Takbenda
di bidang kuliner Kabupaten Sleman melalui media video dengan pendekatan visual
yang menarik dan informatif. Warisan kuliner merupakan bagian dari budaya yang
melekat dalam kehidupan masyarakat dan terus berkembang seiring waktu. Namun,
seiring dengan perkembangan zaman, banyak kuliner tradisional mulai
terpinggirkan akibat perubahan gaya hidup dan meningkatnya popularitas makanan
modern.

Berdasarkan hasil wawancara dengan kepala seksi Warisan Budaya
Takbenda Dinas Kebudayaan Sleman, beberapa makanan khas Sleman mengalami
penurunan popularitas karena kurangnya promosi dan minat generasi muda. Oleh
karena itu, penelitian ini menggunakan kombinasi teknik Live Shoot dan Motion
Graphic untuk menghasilkan video yang menampilkan keunikan kuliner tradisional
secara langsung serta memperjelas informasi melalui elemen grafis yang dinamis.
Live Shoot digunakan untuk menangkap keaslian proses pembuatan dan penyajian
makanan, sedangkan Motion Graphic memperkuat penyampaian narasi agar lebih
menarik dan mudah dipahami.

Dengan adanya video ini, diharapkan masyarakat semakin mengenal dan
mengapresiasi kekayaan kuliner lokal sebagai bagian dari identitas budaya daerah
serta meningkatkan kesadaran akan pentingnya pelestarian kuliner tradisional.

Kata kunci: Live Shoot, Motion Graphic, Warisan Budaya, Kuliner.
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ABSTRACT

This research aims to introduce intangible cultural heritage in the culinary
field of Sleman Regency through video media with an interesting and informative
visual approach. Culinary heritage is part of the culture inherent in people's lives
and continues to develop over time. However, along with the times, many
traditional cuisines have begun to be marginalized due to lifestyle changes and the
increasing popularity of modern food.

Based on an interview with the Head of the Intangible Cultural Heritage
Section of the Sleman Cultural Agency, some of Sleman's culinary specialties have
declined in popularity due to a lack of promotion and interest from the younger
generation. Therefore, this research uses a combination of Live Shoot and Motion
Graphic techniques to produce a video that showcases the uniqueness of traditional
culinary directly and clarifies information through dynamic graphic elements. Live
Shoots are used to capture the authenticity of the process of making and serving
food, while Motion Graphics strengthen the delivery of the narrative to make it
more interesting and easy to understand.

With this video, it is hoped that the public will get to know and appreciate
the richness of local culinary as part of the regional cultural identity and increase
awareness of the importance of traditional culinary preservation.

Keyword: Live Shooting, Motion Graphics, Cultural Heritage, Culinary.
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