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PERANCANGAN ENVIRONMENT DALAM 

ANIMASI PAHIT LEGIT 

 Michael Ganiswarna 

ABSTRAK 

 

Environment design berperan besar sebagai alat visualisasi cerita dalam animasi. 
Perancangan environment mengaitkan konteks visual latar dengan perkembangan 
cerita dalam story arc. Dalam film Pahit Legit, story arc man-in-hole digunakan 
sebagai pedoman alur cerita. Story arc ini meliputi kondisi baik diikuti dengan 
kondisi terpuruk dan kembali pada kondisi baik. Alur pada story arc cerita menjadi 
pedoman terhadap perubahan yang terjadi terhadap perancangan environment 
service area Toko Tanuwijaya Kue dalam film. Perubahan ditunjukkan melalui tiga 
fase toko yang didasarkan pada three-act-structure cerita. Tahap ini meliputi 
sebelum kerusuhan, sesudah kerusuhan dan restorasi setelah kerusuhan. Kontras 
perubahan akan muncul pada tekstur dan tata letak service area dengan tujuan 
menggambarkan alur cerita dan perubahan kondisi tokoh melalui environment 
design. Laporan ini membahas tentang perancangan environment design dengan 
menerapkan teori story arc man-in-hole sebagai pedoman visualisasi perubahan 
terhadap toko Tanuwijaya Kue melalui kontras tekstur. 
 
Kata kunci: environment design, man-in-hole, pahit legit, story arc, tekstur  
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VISUALIZING TEMPORAL CHANGES IN THE 

ENVIRONMENT DESIGN OF ANIMATED SHORT FILM 

PAHIT LEGIT 

Michael Ganiswarna 

 

ABSTRACT  

Environment design plays a big role as a story visualization tool in animation. 
Environment design links the visual context of the setting with the development of 
the story arc. In the movie Pahit Legit, the man-in-hole story arc is used as a 
guideline for the story. This story arc includes a fortune followed by misfortune and 
a return to fortunate conditions. The arc in the story guides the changes that occur 
to the environment design of Toko Tanuwijaya Kue’s service area in the movie. The 
changes are shown through three phases of the store based on the three-act-
structure of the story. These phases include before the riot, after the riot and 
restoration after the riot. Contrast changes will appear in the texture and layout of 
the service area with the aim of illustrating the storyline and changes in character 
conditions through environment design. This report discusses the design of the 
environment design by applying the story arc man-in-hole theory as a guideline for 
visualizing changes to the Tanuwijaya Kue store through texture contrast. 
 

Keywords: environment design, man-in-hole, pahit legit, story arc, texture 
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