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ABSTRAK 

 

Delfi Reza Putri, 202010415349. Pesan Untuk Memperbaiki 

Hubungan Romantis Dalam Game It Takes Two (Analisis Semiotika Roland 

Barthes). 

Fenomena mudahnya perpisahan hubungan romantis pada generasi 

muda sering kali disebabkan oleh kurangnya pemahaman dalam memenuhi 

kebutuhan emosional pasangan. Media baru seperti media sosial dapat 

mempermudah pertemuan individu dan mempermudah perpisahan antar 

individu. Namun media baru seperti video game, dapat berperan penting 

sebagai media pembawa pesan untuk edukasi perbaikan hubungan romantis. 

Penelitian ini bertujuan untuk menganalisis bagaimana game It Takes Two 

merepresentasikan proses perbaikan hubungan romantis melalui simbol dan 

tanda. Penelitian ini menggunakan metode penelitian kualitatif dengan desain 

penelitian deskriptif. Analisis dilakukan menggunakan teori semiotika 

Roland Barthes untuk mengidentifikasi Denotasi, Konotasi, dan mitos pada 

simbol dan tanda dalam game It Takes Two. Teori semiotika Barthes 

menjelaskan bagaimana tanda dan simbol dapat mengandung makna yang 

lebih mendalam, yang dapat dipahami melalui unsur budaya. Hasil penelitian 

menunjukkan bahwa It Takes Two menyampaikan pesan tentang pentingnya 

kolaborasi, komunikasi, dan pengorbanan dalam memperbaiki hubungan 

romantis. Sepuluh cutscene dalam sesi Dr. Hakim Couples Therapy di game 

It Takes Two menggambarkan proses perbaikan hubungan yang mencakup 

introspeksi, pemulihan, dan kesadaran diri. 

Kata Kunci: Hubungan Romantis, Semiotika, Roland Barthes, It Takes Two, 

Dr. Hakim Couples Therapy. 
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ABSTRACT 

 

The phenomenon of the ease of breakups in romantic relationships 

among the younger generation is often caused by a lack of understanding in 

meeting the emotional needs of partners. New media, such as social media, 

facilitates the meeting of individuals and simplifies the process of separation. 

However, new media, like video games, can play a crucial role as a medium 

for conveying messages aimed at educating and improving romantic 

relationships. This study aims to analyze how the game It Takes Two 

represents the process of relationship repair through symbols and signs. The 

research employs a qualitative method with a descriptive research design. 

The analysis is conducted using Roland Barthes' semiotic theory to identify 

the denotation, connotation, and myths in the symbols and signs found within 

It Takes Two. Barthes' semiotic theory explains how signs and symbols can 

carry deeper meanings, which can be understood through cultural elements. 

The findings indicate that It Takes Two conveys messages about the 

importance of collaboration, communication, and sacrifice in improving 

romantic relationships. Ten cutscenes in the Dr. Hakim Couples Therapy 

sessions in It Takes Two illustrate the process of relationship repair, 

encompassing introspection, recovery, and self-awareness. 

Keywords: Message, Romantic Relationship, Semiotics, Roland Barthes, It 

Takes Two, Dr. Hakim Couples Therapy. 
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