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PRAKATA  
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karakter tersebut. 
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ABSTRAKSI 

Penguasaan gesture penting bagi animator. Melalui kedua hal tersebut, animator 

dapat menciptakan gerakan yang believeable. Fokus utama penulis adalah 

merancang pergerakan memotong dan tossing pada nasi goreng. Peneliti 

mendapatkan data dari studi pustaka dan studi referensi video akting. Melalui 

tulisan ini penulis dapat menyimpulkan ada banyak faktor yang mempengaruhi 

pergerakan memotong dan tossing. Dengan diketahuinya hal ini, penciptaan 

pergerakan dapat dilakukan dengan lebih efektif. 

 

Kata kunci: gesture, akting, memasak. 
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ABSTRACT 

Gesture mastery is important for animators. Through these two things, animators 

can create a movement that is believeable. The author's main focus is designing 

cutting and tossing movements on fried rice. Researchers get data from literature 

studies and video acting reference studies. Through this paper the author can 

conclude there are many factors that influence the movement of cutting and tossing. 

By knowing this, the creation of movements can be carried out more effectively. 

 

Keywords: gesture, acting, cooking. 
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