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ABSTRAK 

 

Seiring berkembangnya zaman, industri game juga ikut berkembang pesat. Hal itu 

melahirkan banyak sekali game-game baru yang unik dan diminati banyak orang. Salah 

satu game tersebut adalah Genshin Impact. Pernah mendapatkan beberapa penghargaan 

sekaligus di tahun pertama rilisnya pada 28 September 2020, Genshin Impact memiki 

pemain di seluruh dunia. Dalam game Genshin Impact, karakter adalah aspek paling 

penting untuk keberlangsungan cerita dan konten game itu sendiri. Selain itu, karakter 

juga dapat menunjang popularitas game. Hu Tao adalah salah satu karakter yang ada di 

dalam game Genshin Impact, desainnya yang unik memiliki makna tentang  kematian 

di dalamnya. Dalam penelitian ini, karakter Hu Tao akan dikaji menggunakan metode 

analisis Semiotika Roland Barthes, tujuannya adalah untuk mengurai makna konotasi, 

denotasi, dan mitos dari desain karakter Hu Tao. Penelitian ini bermuara pada konklusi 

bahwa Hu Tao adalah representasi perempuan muda masa kini yang unik, tangguh, dan 

mampu untuk memimpin. Selain menemukan fakta bahwa desain karakter Hu Tao 

mengandung makna tentang kematian di dalamnya, penulis juga mendapatkan konklusi 

bahwa Hu Tao mengiplementasikan isu tentang kesetaraan gender dengan tersitrat. 

 

Kata Kunci : Semiotika, Roland Barthes, Game Online, Genshin Impact 
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ABSTRACT 

 

Along with the development of the times, the game industry is also growing rapidly. 

This gave birth to a lot of new games that are unique and in demand by many people. 

One such game is Genshin Impact. Having received several awards at once in the first 

year of its release on September 28 2020, Genshin Impact has players all over the 

world. In the Genshin Impact game, character is the most important aspect for the 

continuity of the story and the content of the game itself. In addition, the character can 

also support the popularity of the game. Hu Tao is one of the characters in the Genshin 

Impact game, his unique design has a meaning about life and death in it. In this study, 

the character of Hu Tao will be studied using Roland Barthes' Semiotics analysis 

method, the aim is to unravel the connotation, denotation, and mythical meaning of the 

character design of Hu Tao. This research leads to the conclusion that Hu Tao is a 

representation of today's young women who are unique, tough, and able to lead. Apart 

from finding the fact that Hu Tao's character design contains a meaning about death in 

it, the writer also concludes that Hu Tao implements the issue of gender equality 

implicitly. 

Keyword : Semiotics, Roland Barthes, Game Online, Genshin Impact 
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