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ABSTRAK

Budiyanto Lowijaya NRP. 1423019127. PENERIMAAN GAMERS INDONESIA
MENGENAI FITUR LGBT DALAM GAME CORAL ISLAND

Penelitian ini berfokus pada penelitian penerimaan gamers Indonesia terhadap fitur
LGBT dalam game Coral Island. Developer game ini berasal dari Indonesia
sehingga menjadi salah satu hal yang penting untuk dibahas. Peneliti melihat
adanya unsur LGBT dalam fitur game Coral Island tersebut, mulai dari opsi gender
mix dan kustomisasi, bendera pelangi di tengah kota, dan menikah tanpa
memperdulikan gender. Karakteristik informan yang dipilih oleh peneliti adalah
berusia di atas 18 tahun karena dianggap sudah memiliki pemikiran yang lebih
terbuka, suka bermain game dengan genre RPG, tahu tentang game Coral Island,
dan pernah ataupun tidak pernah bermain game Coral Island serta pernah
memainkan game dengan genre LGBT. Kriteria tersebut ditentukan peneliti peneliti
agar mendapatkan jawaban yang beragam berdasarkan field of experience dan
frame of reference masing-masing informan. Penelitian ini menggunakan
pendekatan kualitatif, jenis penelitian deskriptif, metode reception analysis, metode
wawancara in-depth interview, dan paradigma encoding-decoding. Peneliti akan
menggolongkan jawaban informan menjadi tiga kelompok penerimaan yang
dikemukakan oleh Morley, vyaitu: dominant, negotiated, dan oppositional.
Dominant ketika informan menerima bahwa fitur merupakan kelaziman, negotiated
ketika informan menerima tapi dengan ada pendapat lain, dan oppositional ketika
informan tidak menerima bahwa fitur merupakan kelaziman. Secara keseluruhan,
berdasarkan wawancara jawaban informan cenderung berada pada posisi
oppositional yang artinya informan menganggap jika fitur LGBT di game Coral
Island merupakan sebuah kelaziman.

Kata Kunci : Reception Analysis, LGBT, Fitur, Game, Coral Island
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ABSTRACT

Budiyanto Lowijaya NRP. 1423019127. INDONESIAN GAMERS RECEPTION
ABOUT LGBT FEATURES IN THE CORAL ISLAND GAME

This research focuses on research on the reception analysis of Indonesian gamers
towards LGBT features in the Coral Island game. This game developer comes from
Indonesia, so it is one of the important things to discuss. Researchers see that there
are LGBT elements in the Coral Island game features, starting from the gender mix
and customization options, rainbow flags in the middle of the city, and marrying
regardless of gender. The characteristics of the informants chosen by the researcher
were over 18 years old because they were considered to have a more open mind,
like playing games with the RPG genre, know about the game Coral Island, and
have or have never played the game Coral Island and have played games with the
LGBT genre. These criteria were determined by researchers in order to get various
answers based on the field of experience and frame of reference of each informant.
This study used a qualitative approach, descriptive research type, reception analysis
method, in-depth interview method, and the encoding-decoding paradigm. The
researcher will classify the informants' answers into three acceptance groups
proposed by Morley, namely: dominant, negotiated, and oppositional. Dominant
when the informant accepts that the feature is the norm, negotiated when the
informant accepts but with other opinions, and oppositional when the informant
does not accept that the feature is the norm. Overall, based on the interviews, the
informants' answers tended to be in an oppositional position, meaning that the
informants considered that LGBT features in the game Coral Island were
commonplace.

Keywords : Reception Analysis, LGBT, Features, Game, Coral Island
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