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INTI SARI 

Film Gurda-Gurdi dilatar belakangi oleh tarian Gundala-Gundala yang dipercaya 
mampu memanggil hujan atau disebut ndilo wari udan di Kabupaten Karo, 
Sumatera Utara. Hujan sering kali diartikan sebagai pembawa berkah atau juga 
penerjemah rasa duka (menangis). Berlatar tempat di Karo, masyarakat mengalami 
gagal panen dan mengharapkan hujan datang untuk memberikan berkah dengan 
hasil panen yang baik. Keberkahan yang diharapkan pada 1 kampung Karo berakhir 
dengan duka dan malapetaka bagi salah satu warganya. 
 
Penciptaan karya Gurda-Gurdi ini memiliki tujuan hiburan berupa tarian unsur 
kebudayaan yang dikemas dengan genre horor, melalui genre horor penulis bisa 
menghadirkan berbagai emosi untuk disajikan dalam sebuah film melalui 
penyuntingan gambar. Dalam menciptakan emosi, penulis menggunakan teori Rule 
of Six Editing dalam menyelesaikan karya. Rule of Six merupakan teori Walter 
Murch dalam buku “In The Blink of an Eye”. Pada teori ini elemen editing dibagi 
menjadi 6, diantaranya Emotion, Story, Rythym, Eye Trace, 2D Plane of Screen & 
3D Space. Pada pembagiannya emosi menjadi elemen yang paling penting dan 
diprioritaskan dalam menyunting gambar. 
 
Rule of Six membantu penulis dalam menghadirkan elemen penting dalam 
menyunting gambar. Emosi pada film Gurda-Gurdi  tercipta pada scene yang 
memperlihatkan adegan tokoh berdasarkan gestur badan, ekspresi muka dan 
penceritaan film. Urutan shot dan kecepatan durasi potongan gambar 
mempengaruhi emosi yang hendak diciptakan dalam penyuntingan gambar. Ragam 
emosi yang diperoleh antara lain cinta, jengkel, marah, terkejut, kenikmatan, takut 
dan malu. 
 
Kata kunci: Gurda-Gurdi, rule of six editing, emosi. 
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ABSTRACT 

The background of the Gurda-Gurdi film is the Gundala-Gundala dance, which is 
believed to be able to summon rain, or is called ndilo wari udan in Karo Regency, 
North Sumatra. Rain is often interpreted as a bearer of blessings or as a translator 
of grief (crying). Set in Karo, the community experiences crop failure and hopes 
that rain will come to bring blessings with good crops. Karo village's expected 
blessings resulted in grief and disaster for one of its residents.  
 
The creation of Gurda-Gurdi's work has the goal of entertainment in the form of 
cultural elemental dance packaged with the horor genre. Through the horor genre, 
the author can present various emotions to be presented in a film through image 
editing. In creating emotions, the author uses the Rule of Six Editing Theory in 
completing the work. The Rule of Six is a theory by Walter Murch in the book "In 
the Blink of an Eye." The editing elements are classified into six categories 
according to this theory: emotion, story, rhythm, eye trace, 2D plane of the screen, 
and 3D space. In its distribution, emotion is the most important and prioritized 
element in editing images. 
 
The Rule of Six assists writers in presenting important elements when editing film. 
Emotions in the Gurda-Gurdi film are created in scenes that show of characters 
based on body gestures, facial expressions, and film storytelling. The sequence of 
shots and the speed of the duration of the image pieces affect the emotions that are 
to be created in image editing. The various emotions obtained include love, 
annoyance, anger, surprise, pleasure, fear, and embarrassment. 
 
Keywords: Gurda-Gurdi, rule of six editing, emotion. 


