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ABSTRAK

Makanan tradisional tidak hanya digunakan untuk memenuhi kebutuhan
makan, tetapi juga mencerminkan identitas serta nilai-nilai budaya dari masyarakat.
Namun, perkembangan gaya hidup modern membuat generasi muda semakin tidak
memahami arti dari budaya makanan tradisional, seperti getuk. Penelitian ini
bertujuan membuat skenario film animasi 3D berjudul "Thuk" yang membawa nilai
budaya dan sejarah getuk dengan cara menceritakan kisah secara naratif. Metode
yang digunakan adalah metode pembuatan karya sesuai dengan pendekatan
Gustami, yang terdiri dari tiga tahap yaitu eksplorasi, perancangan, dan
implementasi. Pengumpulan data dilakukan melalui studi literatur, observasi
langsung, serta wawancara dengan pihak terkait. Penulisan naskah menggunakan
struktur Kishotenketsu agar cerita bisa berjalan dengan terorganisasi. Hasil
penelitian berupa naskah film animasi 3D berjudul "Thuk" yang menampilkan nilai
budaya getuk melalui cerita utama yang menjelajahi peran dalam memahami
warisan budaya keluarganya.

Kata kunci: Getuk, Makanan Tradisional, Animasi 3D, Naskah Film,
Kishotenketsu, Nilai Budaya,

ABSTRACT

Traditional food is not only used to fulfill nutritional needs, but also reflects the
identity and cultural values of the community. However, the development of modern
lifestyles has made the younger generation increasingly less aware of the meaning
of traditional food culture, such as getuk. This study aims to create a 3D animated
film script entitled "Thuk"” which conveys the cultural and historical values of getuk
by telling a narrative story. The method used is the method of creating works in
accordance with Gustami's approach, which consists of three stages: exploration,
design, and implementation. Data collection was carried out through literature
studies, direct observation, and interviews with related parties. The script writing
uses the Kishotenketsu structure so that the story can flow in an organized manner.
The result of the study is a 3D animated film script entitled "Thuk" which displays
the cultural values of getuk through the main story that explores the role of the
community in understanding the cultural heritage of its family.

Keywords: Getuk, Traditional Food, 3D Animation, Film Script, Kishotenketsu,
Cultural Values,
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