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ABSTRAK

Menurut Outlook Pariwisata & Ekonomi Kreatif 2023/2024, yang menyebabkan sektor
games di Indonesia mengalami laju pertumbuhan hingga mengungguli sektor musik adalah
game indie produksi anak bangsa yang menyita banyak perhatian gamers seperti : DreadOut
dan DreadOut 2, A Space for the Unbound, Coffee Talk, Coral Island serta Troublemaker :
Raise Your Gang yang rilis 2023 lalu.

Game indie merupakan game produksi pengembang independen tanpa naungan penerbit
besar. Tolak ukur kesuksesan setiap indie game developer Indonesia tentunya tidak semata-
mata disebabkan oleh para "gamers Indonesia" yang FOMO (Fear of Missing Off) ingin
memainkan game hasil anak bangsa namun disertai pula dengan motif-motif lainnya.

Penelitian ini memiliki ujuan utama menganalisis pengaruh desain karakter game indie
Troublemaker: Raise Your Gang terhadap motif player memutuskan memainkan game tersebut.
Metode penelitian yang digunakan merupakan metode penelitian gabungan kualitatif dan
kuantitatif. Pengambilan sampel dilakukan melalui teknik non-probability sampling dengan
purposive sampling yaitu secara khusus menganalisa empat karakter pada sampul game
Troublemaker. Data pendukung diperoleh dari dokumen press kit Gamecom Team dan
wawancara dengan narasumber. Adapun teknik wawancara pada penelitian ini menggunakan
teknik in-depth interview.

Hasil penelitian membuktikan bahwa desain karakter game Troublemaker
mempengaruhi motif player melakukan keputusan bermain. Aspek visual yang dinilai paling
menarik oleh player dari desain karakter game Troublemaker adalah subject matter (tema) aksi:
beat ‘em up gelut-nya.

Kata Kunci : Desain Karakter, Game Troublemaker, Game Indie
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ABSTRACT

Based on Outlook Pariwisata & Ekonomi Kreatif 2023/2024, the games sector has
shown a growth rate that surpasses the music sector. One of the reasons behind this growth is
the increasing popularity of indie games, which are developed by independent developers
without the backing of a large publisher. Some examples of successful Indonesian indie games
include DreadOut, DreadOut 2, A Space for the Unbound, Coffee Talk, Coral Island, and
Troublemaker: Raise Your Gang (set to release in 2023). However, the success of indie game
developers in Indonesia is not solely driven by the Fear of Missing Out, but by other motives
as well.

This research aims to analyze the reasons why players choose to play the Troublemaker
game: Raise Your Gang. The research method used is descriptive research with purposive
sampling techniques which focuses on analyzing the four characters on the game cover : Boby,
Budi, Rani, and Zaenal. The supporting data is obtained from Gamecom Team PressKit
documents and interviews.

The research prove that character design is indeed taking a part on players' motives for
playing the game. Furthermore, the player’s motives are mainly influenced by the storyline,
character design, gameplay, and graphics & environment. The game successfully fulfills the

visual aspects that the audience finds most interesting that is the game's theme of fighting.

Keywords : Character Design, Troublemaker Game, Indie Game



