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PERANCANGANGERAKAN TOKOHUNTUKVISUALISASI

EMOSI TAHAPAN KEDUKAAN DALAM ANIMASI 3D

LIFEFORMS AND LEGACY

(Callista Angela Trevina)

ABSTRAK

Penelitian ini membahas perancangan gerakan tokoh dalam film animasi pendek
3D berjudul Lifeforms and Legacy yang berfokus pada pergerakan ekspresi dan
gestur tubuh Annie dalam tahap kedukaan penyangkalan / isolasi dan tahap
penerimaan. Film ini merepresentasikan issue kurangnya apresiasi terhadap
animator dengan pendekatan visual tidak berdialog sehingga penting untuk
menampilkan emosi melalui pergerakan tokoh. Adegan yang dipakai ada dua yaitu
saat Annie lari balik ke rumahnya mengisolasikan dirinya dan saat Annie sudah
dapat menerima kematian Gendi serta menghidupi impiannya. Teori yang
digunakan ada teori method acting, teori lima tahap kedukaan, teori emosi roda,
ekspresi wajah dan gestur tubuh, dan penerapan dua prinsip animasi yaitu
anticipation dan timing. Hasil penelitian menunjukkan dengan adanya teori lima
tahap kedukaan, method acting, prinsip animasi dan teori emosi yang tepat,
pergerakan tokoh Annie berhasil menampilkan emosi yang sesuai dengan tahap
kedukaan penyangkalan / isolasi dan penerimaan secara realis dalam film animasi
3D Lifeforms and Legacy.

Kata kunci: animasi 3D, gerakan tokoh, emosi, eksrepsi wajah, gestur tubuh
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DESIGNING CHARACTER MOVEMENTS FOR VISUALIZING

GRIEF STAGES EMOTIONS IN 3D ANIMATION: LIFEFORMS

AND LEGACY

(Callista Angela Trevina)

ABSTRACT

This research examines the design of character movement in the 3D short animated
film titled Lifeforms and Legacy, focusing on Annie's facial expressions and body
gestures during the denial/isolation stage and the acceptance stage of grief. The
film represents the issue of low appreciation for animators through a non-dialogue
visual approach, making it essential to convey emotions via character movement.
Two scenes are analyzed: Annie running back to her home to isolate herself, and
Annie accepting Gendi's death while pursuing her dreams. The theories employed
include method acting theory, the five stages of grief theory, wheel of emotions
theory, facial expressions and body gestures, and the application of two animation
principles: anticipation and timing. The results demonstrate that, through
appropriate five stages of grief theory, method acting, animation principles, and
emotion theory, Annie's movements successfully depict emotions aligned with the
denial/isolation and acceptance stages realistically in the 3D animated
film Lifeforms and Legacy.

Keywords: 3D animation, character movement, emotions, facial expression, body
gesture
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