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ABSTRACT

The objective of this research was to study and analyze the cultural circumstance that
influence the emotional body language of characters appearing in Japanese 2D animations .
Subsequently, the knowledge obtained from this study was applied to a 2D animation. The goal
was then to show this animation to an audience who would then be able to understand and

recognize the true meaning of the body language after viewing the 2D animation.

The result of the research found that Japanese 2D animation has different approaches in
design and presentation so that the audience would respond differently to the animation. The body
language of the characters appeared to be the most important of all in the delivery of feelings and
emotions. Thus each actor has its own characteristics and identity. In short the body language of
the characters is affected directly by cultural influences which have been very difficult to
understand and recognize within the context of emotional feelings of the audience towards the
animation produced. The basic universal human emotions are: love, fear, affection, funniness or
comedy. The characters in the animation cannot create these emotions in only one scene.
Therefore, the overall dynamic of the animation in conjunction with the body language of the

performers would have to be appropriate throughout.

In summary, the sequence of the animation and cultural structure scenes factoring in the
audience cultural references is what enhances the body language of the characters and affects the
audience’s emotions and feelings. If this is not discussed or understood the animation would not

be successful in communicating emotions to the audience.



