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ABSTRAK 

 

Penelitian penciptaan ini mengolah simbol-simbol Gunung Tangkuban Parahu menjadi 

film eksperimental mitopoetik melalui perancangan topeng dan kostum yang 

merepresentasikan hutan gunung tersebut. Berangkat dari dekonstruksi mitos 

Sangkuriang, dua simbol kunci yaitu “perahu terbalik” dan sosok jin diinterpretasi 

ulang menjadi karakter Guriang, dengan ritual Ngertakeun Bumi Lamba sebagai 

penguat representasi hubungan sakral manusia dan alam. Eksperimentasi performatif 

menghasilkan narasi non-verbal berstruktur tiga bagian: realitas manusia, jembatan 

ritual, dan ruang mitos. Guriang Gunung merevitalisasi fungsi purba mitos sebagai 

pengingat sekaligus kritik ekologis di era kontemporer.  

 

Kata kunci: film eksperimental, mitopoetik, topeng, kostum, Gunung Tangkuban 

Parahu 
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ABSTRACT 

 

This practice-based research transforms the symbols of Mount Tangkuban Parahu into 

a mythopoetic experimental film through the design of masks and costumes that 

represent the mountain forest. Departing from the deconstruction of the Sangkuriang 

myth, two key symbols: “the overturned boat” and the jin figure are reinterpreted into 

the character Guriang, with the ritual Ngertakeun Bumi Lamba reinforcing the sacred 

relationship between humans and nature. Performative experimentation generates a 

non-verbal narrative structured in three parts: human reality, the ritual bridge, and 

the mythic realm. Guriang Gunung revitalizes the ancient function of myth as both a 

reminder and an ecological critique in the contemporary era. 

 

Keywords: experimental film, mythopoetic, mask, costume, Mount Tangkuban Parahu 
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