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ABSTRAK

Dalam skripsi ini dibahas tentang tanda-tanda vang terdapat pada sampul depan
Playstation 2. Tanda yvang ada dibagi atas dua macam vaitu linguistik dan non linguistik.
Kedua tanda tersebut dijabarkan menurut fungsinva dengan merujuk kepada disgram
segitiga semiotik vang dikemukakan oleh Charles Sander Peirce. Tujuan penulisan
skripsi ini adalah untuk mendeskripsikan kaidah semiotik vang terdapat pada sampul
depan game-game Playstation 2 vang disampaikan melalui penggunaan tanda dan bahasa.

Data diambil dari internet sebanyak 8 sampel dalam bentuk gambar (image).
Kemudian analisis data dilakukan dengan menggunakan metode padan referensial dan
distribusional. Selanjutnya penelitian ini menggunakan teori diagram segitiga semiotik
vang dikemukakan oleh Charles Sander Peirce. Dalam hal ini Peirce mengemukakan
bahwa ada 3 faktor pembentuk interpretasi dari sebuah tanda vaitu, sign (1anda), object
(objek), interpretant (interpretasi). Seterusnya penulis menjabarkan makna denotaif
(denotative meaning) dan konotatif' (connotative meaning) vang disampaikan melalui
tanda-tanda linguistik (linguistic signs) maupun tanda-tanda non-linguistik  (non-
linguistic signs) dengan menggunakan teori Roland Barthes, Makna denotatil’ mencakup
makna kamus atau makna dasar dari sebuah tanda. Makna konotatif mencakup makna
tambahan yang melekat pada makna denotasi yang dipengaruhi oleh faktor emosi,
sejarah, dan budaya. Makna konotatif dari sebuah produk dianalisa dengan melihat
hubungannya dengan makna tanda-tanda yang lain melalui tabel tahapan signifikasi
(order of signification).

Dari analisis makna dan tanda pada sampul Playstation 2, diketahui bahwa
sampul-sampul pada game Playstation 2 menciptakan makna konotatil terhadap produk
vang dihasilkan dengan cara mengaitkan produk tersebut pada makna tanda-tanda lain
vang berkaitan dengan kode-kode budava tertentu fcultural codes) sehingga tercipta suatu
pesan bahwa produk tersebut bagian dari kode budaya tersebut.
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CHAPTER I

INTRODUCTION

1.1 Background of the Study
Language in terms of communication takes many forms, such as
communications of human language, animal language, body language. computer
language, and also video games languages as far as it is being used for
communication. Video games delivers sophisticated ol communicating ways by
means of processing significant data and its way of communicating with others
to persuade people to use (play) the game through its own language. As the
video game industry continues to be successtul and the consumption ol games is
largerly unexplored, increasing resources and experiences have enabled game
developer to develop impressively more complex sames.
Generally, the consumers tend to see the package {cover) at glance, so that
they can visualize what genre of games il is. that is by looking at the design ol
the pame cover before they play it. As Franck Cochoy (2004) states: “packaging is
probably one of the most important and powerful mediators in the building of
consumer choices.” (p.205-206). It means that packages have to capture and
visually communicate on a very limited space the essence of an entire product.
The cover design can be with words, signs, sentences or symbols and it
has a different tvpe and function as directive and informative terms. Directive
terms are a term which has certain function as an order to atlract people lo play
the games and informative terms used to inform the choice of games pursuant to

the linguistics attibutes. This research concerns on how language is used in form
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of images or pictures, Both of them have meanings based on the image
represented. To analyze and uncover it, semiotics 1s considerably a good approach
deals with this kind of circumstances. Schroeder in Visual Compsumtion states
that semiotics is a good tool for this kind of image analysis as it provides a
framework for both the construction and decoding of meaning in images (2002),

General definition of semiotics 15 simply a study ol signs, One ol
definitions comes from the Swiss linguist. Ferdinand de Saussure. Saussure stated
that language is a syvstem of signs that expresses ideas. and is therelore
comparable to a system of writing, the alphabet of deaf~mutes, symbolic rites,
polite formulas, military signals. etc. Tt is the most important of all these systems
(Saussure, in Danesi. 2004:8). Semiotics involves the study not only of what is
refered to “signs’ in evervday speech, but of anvthing which “stand for’ something
else. In a semiotic sense. signs take the form of words, images. sounds, gesture
and objects (Chandler, 2002:2). Contemporary studies of semiotics tend to study
signs not in isolation but as part of semiotics “sign system’ (such as a medium or
genre): they also involve the study of how meanings are made and how realities
are represented, Semiotics can be applied to any kind of texts such as television,
radio, film. music. game, advertisement. photography. painting and so on.

Based on the explanation above. the writer tries to explore how pame
covers, and its particular covers, allude to semiotics point of view that appears in
some cover of video games package that using words. images, photographs.
symbols, ete. Packages have to capture and visually communicate the essence of

entire products within very limited spaces. In this research, the writer focuses on

analvzing Playstation 2 front covers packages. Consequently. the primary locus s




placed on designing a message that induces consumer purchases. This approach
might be [Tuitful from a retailing or product-marketing point of view, but it does
not address the broader cultural implications ol its consumption. Similar
approaches are scarce. with Cochoy’s (2004} work on package design and
Schroeder’s (2002) work on advertising as few exceptions. the writer attempts to
analyvze how game covers, and in particular covers, refer to broader cultural
frameworks in order to communicate through visual representations.

The signs. words or pictures appear in the cover have a meaning, but not
all consumer know it. In this research, the writer analvzes the meaning of the

signs by identifying the linguistic sign and non-linguistic signs. as example below:

Cover Medal of Honor Vanguard

Cover 1.1 First Person Shooter
fSource: hnp./www, gamespotl.com/pages/image fps/boxshorphp?pid=933291)
Above image is represented a First Person Shooter game (FP5). The cover
contains linguistic and non linguistic form. The cover entitled "MEDAL OF
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CHAPTER 4

CONCLUSION

After analyzing the data, the writer found hnguistic and non linguistic
signs in the front covers of Playstation 2 packages. The linguistic signs arc
identified from the words. sentences. and texts in the cover. The non linguistic
signs are identified through the sign of the covers.

Linguistics signs are formed in written text; gives an explanation ahout the
goal of the cover itself. Since designer rather uses short sentences or phrases o
contribute their information, linguistic signs become ambiguous and difficult w
understand. In order to make it clear, the advertiser combines it with non linguistic
signs. Non linguistic signs are added in form ol pictures. People can understand it
clearly because through picture meaning can be conveyed. In this phenomenon the
writer concludes that the signs with linguistic sign helps the reader and the user to
understand the sign more easier. So the signs with combination of linguistic signs
and non linguistic signs more easier to understand than signs only with non-
linguistic signs.

It the consumers know the signs through the linguistics and non-linguistics
sign in general, the meanings of signs can not be defined fully by it. Based on
Roland Barthes, meaning includes denotation and connotation. hoth of meaning as
order signification. The writer found the meanings of signs in these covers which
have important roles, because the factor that influences the consumers choose the

game is based on the meaning of these signs, especially the connotative meaning.
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