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INTISARI

Sebagai salah satu tayangan film, film animasi sering melampaui atau
menentang batas-batas realita dunia nyata. Negara Barat banyak memproduksi
film-film animasi yang dikenal tidak hanya di Amerika tetapi juga di dunia,
sehingga gaya animasinya mendominasi animasi barat. Adapun animasi dari negara
Jepang atau biasa disebut dengan anime, anime Jepang pun memiliki gaya khas
tersendiri yang berbeda dengan animasi Barat. Daya tarik pada film animasi terletak
pada naskah cerita, sedangkan daya tarik pada anime terletak pada gambar
karakternya. Namun bagi penonton karakter tokoh yang mencolok dalam film
animasi akan menarik perhatian penonton. Sifat karakter yang membuat jalan cerita
lebih bebas dan menarik yaitu terdapat 10 pola dasar karakteristik. 10 pola dasar
karakteristik diantaranya pahlawan (hero), pembimbing (mentor), bayangan
(shadow), sekutu (ally), pemicu (herald), penghalang (threshold guardian),
penghibur (trickster), siluman (shapeshifter), orangtua (parent), anak (child).
Alasan peneliti memilih anime Jepang “Owari No Seraph” karena anime memiliki
gaya khas dan daya tarik yang berbeda dengan film animasi Barat maka dari itu
peneliti tertarik melakukan penelitian 10 pola dasar karakteristik pada anime Jepang
“Owari No Seraph”™.

Pada skripsi ini, peneliti menganalisis 10 pola dasar karkateristik pada anime
Jepang “Owari No Seraph” serta menerapkan 10 pola dasar karakteristik ke dalam
naskah cerita yang dibuat peneliti. Peneliti menganalisi dengan cara mengenali
tokoh yang akan dianalisis, menganalisis karakter tokoh per episode, hasil analisis,
dan melakukan penerapan ke dalam naskah cerita yang di buat peneliti. Metode
analisis yang digunakan yaitu metode kualitatif.

Penerapan yang dihasilkan berbentuk naskah cerita, tokoh, serta adegan yang
terdapat 10 pola dasar karakteristik, bahwa 10 pola dasar karakteristik merupakan
konsep dasar yang diperlukan untuk memahami tujuan atau fungsi karakter dalam
naskah cerita. Walaupun terdapat perbedaan diantara anime dan animasi, anime
series Jepang “Owari No Seraph™ terdapat 10 pola dasar karakteristik hollywood.

XVi



ABSTRACK

As one of the film shows, animated films often go beyond or oppose the
realities of reality. Many Western countries produce animated films that are known
not only in America but also in the world, so that the animation style dominates
western animation. As for animations from Japan or commonly called anime,
Japanese anime also has its own distinctive style that is different from Western
animation. The appeal of animated films lies in the story script, while the appeal of
the anime lies in the image of the character. But for the audience the striking
character in the animated film will attract the attention of the audience. Character
traits that make the storyline more free and interesting, there are 10 characteristic
archetypes. 10 characteristic archetypes include heroes (heroes), mentors (mentors),
shadows (shadow), allies (ally), herald (barrier), barrier (threshold guardian),
entertainers (trickster), stealth (shapeshifter), parents (parent) , child (child). The
reason researchers chose the Japanese anime "Owari No Seraph" because anime has
a distinctive style and appeal that is different from Western animated films therefore
researchers are interested in conducting research on 10 characteristic basic patterns
in Japanese anime "Owari No Seraph".

In this thesis, researchers analyzed 10 basic characteristic patterns in the
Japanese anime "Owari No Seraph" and applied 10 characteristic archetypes into
the story script made by researchers. The researcher analyzes by recognizing the
figures to be analyzed, analyzing the character of the characters per episode, the
results of the analysis, and applying it to the story script that is made by the
researcher. The analytical method used is a qualitative method.

The resulting application takes the form of story scripts, characters, and
scenes that have 10 characteristic basic patterns, that 10 characteristic archetypes
are the basic concepts needed to understand the character's purpose or function in
story texts. Despite the differences between anime and animation, the Japanese
anime series "Owari No Seraph" has 10 characteristic patterns of Hollywood.
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