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ABSTRAK 

 

. 

Penelitian ini bertujuan untuk merancang pergerakan pada tokoh Kain di film 

animasi pendek berjudul white letter. Pergerakan merupakan aspek penting agar 

tokoh terasa nyata dan hidup. Metode penelitian melalui observasi referensi tokoh 

pada adegan film dan perancangan gerakan difokuskan ke Kain sebagai tokoh 

antropomorfis dalam scene 2 shot 29 dan scene 2 shot 61&62. Berdasarkan teori 

antropormorfis, facial expression,  human body language, cat body language, dan 

12 principles animation. Dari hasil penelitian ini, dapat disimpulkan bahwa 

perancangan pada gerakan tokoh Kain dari hasil observasi dan penerapan teori yang 

sudah dianalisa mampu menghidupkan tokoh Kain sesuai dengan 3-dimensional 

character tokoh sehingga penonton bisa memahami dan menikmati film animasi 

White Letter.  

 

Kata kunci: Antropomorfis, Human Body Language, Cat Body Language, Facial 

expression, 12 Principle of Animation 
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MOVEMENT DESIGN OF ANTHROPOMORPHIC 

CHARACTERS IN A SHORT ANIMATED FILM TITLE WHITE 

LETTER 

 (Weely) 

 

ABSTRACT (English) 

This research aims to design the movements of the character Kain in the short 

animated film entitled white letter. Movement is an important aspect of making a 

character feel real and alive. The research method involves observing character 

references in film scenes and designing movements focused on Kain as an 

anthropomorphic character in scene 2 shots 29 and scene 2 shots 61 & 62. Based 

on anthropomorphic theory, facial expressions, human body language, cat body 

language, and 12 principles of animation. From the results of this research, it can 

be concluded that the design of the Kain character movements from the results of 

observations and the application of the theory that has been analyzed can bring the 

Kain character to life by the character 3-dimensional character so that the 

audience can understand and enjoy the animated film white letter.  

 

Keywords: Anthropomorphic, Human Body Language, Cat Body Language, 

Facial expression, 12 Principle of Animation 
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