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MOTTO 

“Revenge is a best dish eaten.” 

(Margravore) 

“Guess we can’t be friends now!” 

(John Marston) 

“Forgive me if I slip and stab you in the face.” 

“Be loyal to what matters.” 

(Arthur Morgan) 

“I can’t take much more of this.” 

(Alan Wake) 

“Hidey-ho…..Gottchya!” 

(Chucky) 

“Haven’t you been training at all?” 

(Boruto) 

“Guess that’s not a surprise.” 

“For All Times. Always” 

(Kang The Conqueror) 
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RINGKASAN 

Gim merupakan salah satu produk serta industri kreatif  di dunia yang terus 

berkembang dan berinovasi dengan teknologi yang juga semakin canggih dan 

modern. Visual pada karakter di suatu gim dapat menunjang sebuah cerita serta 

memengaruhi persepsi dan pengalaman bermain pada pemain gim. Resident Evil 

merupakan gim ciptaan Capcom yang semenjak kemunculan awalnya, terus 

memiliki sekuel gim yang semakin inovatif, menantang, serta unik. Hal ini 

meningkatkan antusiasme para penggemar Resident Evil di seluruh dunia. Salah 

satu gim terbarunya adalah Resident Evil 8. Dengan tema gotik horor di latar 

belakang kawasan Eropa yang terpencil akan menampilkan karakter baru yang 

beragam, menarik serta menakutkan. Dengan menggunakan metode penelitian 

deskriptif kualitatif serta pendekatan semiotika Roland Barthes untuk 

menganalisis visual karakter di gim ini, maka penulis dapat menggali makna dan 

pesan tersembunyi dalam suatu karakter baik protagonis, antagonis, dan tritagonis 

serta menawarkan pendekatan dengan segi dan sudut pandang yang unik dan 

komprehensif serta dapat meningkatkan apresiasi audiens terhadap gim tersebut. 

Kata Kunci: Analisis, Makna, Gotik, Karakter, Gim, Resident Evil 8  
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ABSTRACT 

Games are products and creative industries that continue to develop and 

innovate with sophisticated and modern technology in the world. Visuals on 

game characters can support a story and influence game players' perceptions 

and gaming experiences. Resident Evil is a game created by Capcom. It 

continues to have game sequels that are increasingly innovative, challenging, 

and unique. This increases the enthusiasm of Resident Evil fans around the 

world. One of the newest games is Resident Evil 8. The gothic horror theme with 

a remote European setting features diverse, interesting, and scary new 

characters. By using qualitative descriptive research methods and Roland 

Barthes' semiotic approach in the visual analysis of the characters in this game, 

the author can explore the intended meanings and messages in a character, both 

protagonist, antagonist, and tritagonist, as well as offer an approach with a 

unique and comprehensive point of view and can increase audience appreciation 

towards the game. 

Keywords: Analysis, Meaning, Gothic, Characters, Game, Resident Evil 8.    
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