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ABSTRAK

Aryanoor Ashshadiq. 2026. Analisis Semiotika Representasi Budaya
Indonesia Dalam Visual Game A Space For The Unbound. Pembimbing Ibu
Noviana Sari.

Perkembangan industri game digital menjadikan game tidak hanya
berfungsi sebagai media hiburan, tetapi juga sebagai media komunikasi yang
mampu merepresentasikan budaya. A Space for the Unbound merupakan game
karya pengembang Indonesia yang menampilkan berbagai unsur budaya Indonesia
melalui elemen visual. Oleh karena itu, penelitian ini bertujuan untuk menganalisis
representasi budaya Indonesia dalam visual game A Space for the Unbound
menggunakan pendekatan semiotika Roland Barthes.

Penelitian ini menggunakan metode kualitatif deskriptif. Data diperoleh
melalui observasi terhadap elemen visual dalam game, dokumentasi berupa
tangkapan layar, serta wawancara dengan pemain sebagai data pendukung. Data
kemudian dianalisis menggunakan tiga tingkatan pemaknaan Roland Barthes, yaitu
denotasi, konotasi, dan mitos.

Hasil penelitian menunjukkan bahwa budaya Indonesia direpresentasikan
melalui berbagai unsur visual, seperti lingkungan permukiman, sekolah, warung,
toko kelontong, ruang ibadah, kuliner, pakaian tradisional, aktivitas sosial, dan
tradisi masyarakat. Pada tingkat denotasi, unsur-unsur tersebut menggambarkan
objek dan aktivitas sehari-hari. Pada tingkat konotasi, unsur tersebut
merepresentasikan nilai kebersamaan, identitas budaya, kehidupan sosial,
religiusitas, dan gotong royong. Pada tingkat mitos, game menampilkan budaya
Indonesia sebagai identitas yang hidup, diwariskan, dan tetap bertahan. Dengan
demikian, A Space for the Unbound mampu merepresentasikan budaya Indonesia
melalui elemen visual serta berperan sebagai media komunikasi budaya untuk
memperkenalkan identitas Indonesia kepada masyarakat yang lebih luas.

Kata Kunci: Representasi Budaya, Semiotika Roland Barthes, Game
Digital, A Space for the Unbound, Budaya Indonesia.
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ABSTRACT

Aryanoor Ashshadiq. 2026. Semiotic Analysis of the Representation of
Indonesian Culture in the Visual Elements of the Game A Space for the
Unbound. Supervised by Noviana Sari.

The development of the digital game industry has made games function
not only as entertainment but also as communication media capable of representing
culture. A Space for the Unbound, developed by an Indonesian game developer,
presents various elements of Indonesian culture through its visual elements.
Therefore, this study aims to analyze the representation of Indonesian culture in the
visuals of A Space for the Unbound using Roland Barthes' semiotic approach.

This study employs a descriptive qualitative method. Data were collected
through observation of visual elements in the game, documentation in the form of
screenshots, and interviews with players as supporting data. The data were analyzed
using Roland Barthes' three levels of meaning: denotation, connotation, and myth.

The results show that Indonesian culture is represented through visual
elements such as residential areas, schools, food stalls, grocery stores, places of
worship, culinary traditions, traditional clothing, social activities, and community
traditions. At the denotative level, these elements depict everyday objects and
activities. At the connotative level, they represent togetherness, cultural identity,
social life, religiosity, and mutual cooperation. At the mythological level, the game
presents Indonesian culture as a living identity that is inherited and preserved over
time. The findings indicate that A Space for the Unbound represents Indonesian
culture through visual elements and serves as a medium of cultural communication
for introducing Indonesian identity to a wider audience.

Keywords: Cultural Representation, Roland Barthes Semiotics, Digital
Games, 4 Space for the Unbound, Indonesian Culture.
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