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ABSTRAK

Ahmad Sholahuddin, 2024 Representasi Politik, Konflik, Dan Ideologi Dalam
Game Assassin's Creed (Analisa Semiotika), Skripsi, Program Studi Pemikiran
Politik Islam Fakultas Ushuluddin dan Filsafat Universitas Islam Negeri Sunan
Ampel Surabaya.

Penelitian ini berjudul "Representasi Politik, Konflik, dan Ideologi Dalam
Permainan Assassin's Creed (Analisa Semiotika)" Penelitian ini bertujuan untuk
menganalisis bagaimana elemen politik, konflik, dan ideologi diwakili dalam
permainan video Assassin's Creed dengan menggunakan pendekatan semiotika.
Ubisoft mengembangkan seri Video game Assassin's Creed, yang berfokus pada
aksi dan petualangan. Dalam game ini, konflik ideologis dan politik terjadi di
berbagai titik waktu dalam sejarah.

Teori semiotika Roland Barthes digunakan sebagai pendekatan penelitian
ini, yang menekankan pada analisis tanda-tanda dan makna yang terkandung dalam
teks serta tampilan visual dalam game, serta bagaimana tanda-tanda tersebut
mewakili ideologi tertentu. Semiotika digunakan sebagai metode penelitian, yang
merupakan teknik membaca dan menggali bahasa, terutama teks visual. Selain itu,
gagasan mitos Barthes digunakan untuk memahami bagaimana elemen-elemen
dalam game mengkomunikasikan ideologi dan prinsip yang lebih luas.

Hasil penelitian menunjukkan bahwa game Assassin's Creed secara
mendalam menggambarkan konflik antara duakelompok utama yakni Assassin dan
Templar yang masing-masing mewakili ideologi kebebasan dan kontrol. Dinamika
konflik antara Assassin dan Templar terlihat dalam narasi, karakter, dan simbol-
simbol yang digunakan dalam game, yang menunjukkan perjuangan ideologis yang
mendalam.

Penelitian ini memberikan wawasan tentang bagaimana media interaktif
seperti Video game dapat berfungsi sebagai media untuk menyampaikan pesan
politik danideologis. Hasilnya diharapkan dapat menjadi referensi bagi peneliti lain
yang tertarik untuk menyelidiki representasi ideologi dalam media digital, serta
bagi pengembang game yang ingin mengetahui bagaimana narasi dan simbol
memengaruhi permainan mereka.

Kata Kunci: Assassin's Creed, Semiotika, Representasi politik, Konflik, Ideologi.
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ABSTRACT

Ahmad Sholahuddin, 2024 Representation of Politics, Conflict, and Ideology in
the Assassin's Creed Game (Semiotic Analysis), Thesis, Islamic Political Thought
Study Program, Faculty of Ushuluddinand Philosophy, Sunan Ampel State Islamic
University Surabaya.

This research is entitled “Representation of Politics, Conflict, and Ideology
in the Assassin's Creed Game (Semiotic Analysis)”. This study aims to analyze how
political elements, conflicts, and ideologies are represented in the Assassin's Creed
Video game using a semiotic approach. Ubisoft developed the Assassin's Creed
Video game series, which focuses on action and adventure. In the game, ideological
and political conflicts occur at various points in time in history.

Roland Barthes' semiotic theory is used in this research approach, which
emphasizes on analyzing the signs and meanings contained in the text as well as the
visual appearance in the game, and how these signs represent certain ideologies.
Semiotics is used as a research method, which is a technique of reading and
exploring language, especially visual texts. Inaddition, Barthes' notion of myth is
used to understand how elements in the game communicate broader ideologies and
principles.

The results show that the Assassin's Creed game deeply depicts the conflict
between the two main groups, Assassins and Templars, which represent the
ideology of freedomand control respectively. The dynamics of the conflict between
the Assassins and the Templars are visible in the narrative, characters, and symbols

used in the game, which show a deep ideological struggle. ' -~ |

This research provides insight into how interactive media such as Video
games can serve as a medium to convey ‘political and ideological messages. The
results are expected to serve as a reference for other researchers interested in
investigating ideological representations in digital media, as well as for game
developers who want to know how narratives and symbols influence their games.

Keywords: Assassin's Creed, Semiotics, Political Representation, Conflict,
Ideology.
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