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ABSTRAK 

Propaganda dalam Video Game (Studi Analisis Wacana Kritis Political Video 

Game dalam Call of Duty Modern Warfare 2019) 

Penelitian ini berusaha melihat wacana propaganda dalam Call of Duty 

Modern Warfare 2019. Metode penelitian yang digunakan merupakan analisis 

wacana kritis model Norman Fairclough yang menguraikan analisis wacana 

menjadi tiga bagian dimensi, antara lain teks, discourse practice dan sociocultural 

practice. Hasil dari penelitian ini pada dimensi teks menemukan bahwa Propaganda 

memuat Penggambaran Rusia Sebagai Antagonis Dengan Teknik Propaganda dan 

Heroisme Sebagai Konstruksi Hegemoni Militer Barat. Pada dimensi discourse 

practice menemukan bahwa video game ini berhasil menyampaikan bahwa Call of 

Duty memiliki kemiripan dengan Konflik di Dunia Nyata, selain itu terdapat 

diskursus terkait Political Video Game dan Propaganda Anti-Rusia. Dimensi 

sociocultural terdapat tingkatan analisis yang mencakup Situasional, Institusional, 

dan Sosial yang menemukan bahwa terdapat muatan political video game dan 

propaganda anti-Rusia.   

Kata Kunci: Call of Duty Modern Warfare, Analisis Wacana Kritis, propaganda, 

political video game 

Abstract  

This research examines the propaganda discourse in the Call of Duty 

Modern Warfare 2019. The research method used is a critical discourse analysis 

of the Norman Fairclough model which breaks down discourse analysis into three 

dimensions, including text, discourse practice and sociocultural practice. The 

results of this study on the text dimension found that Propaganda contains Russian 

portrayal as an antagonist with the technique of propaganda and heroism as a 

construction of Western military hegemony. In the discourse practice dimension 

found that this video game succeeded in conveying that Call of Duty has similarities 

with Conflict in the Real World, besides that there are discourses related to 

Political Video Games and Anti-Russian Propaganda. The sociocultural dimension 

is that there are levels of analysis that include Situational, Institutional, and Social 

which find that there is Political Video Games and Anti-Russian Propaganda. 

Keywords: Call of Duty Modern Warfare, Critical Discourse Analysis, 

propaganda, political video games 
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