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“Don’t part with your illusions.
When they are gone you may still exist,
But you have ceased to live.”

—Mark Twain

“Logic will get you from A to B.
Imagination will take you
Everywhere.”

— Albert Finstein
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ABSTRACT

Otome game is one of the Japanese pop-culture’s products. It is one of the
visual novel’s genres, a dating simulation game that player become a heroine of a
romantic based story and build a romantic relationship with the male character in
the game. Because of Japan’s game developer made them in English, woman
around the world can enjoy this game. In Indonesia, otome game is not a new
phenomenon. People not only consume, but also create it. For example the
Mojiken, one of game studio in Surabaya that in progress to make an Indonesian
historical otome game named Tikta Kavya. This research used in-depth interview
method to collects data from Surabaya’s otome game players and analyzed it with
Stuart Hall’s reception theory (encoding-decoding) to explain how the Surabaya
gamers’ reception of Japanese otome game and the way they consume it. As the
result, they already played the game for 3-7 years ago, they have many collection
of otome game. In informant point of view, this hobby is personal excitement. So
that they play it when leisure time or before sleep. For the reception, they are
classified as two group of player based on their perceptions of otome game,
dominant-hegemonic and negotiated group. For dominant-hegemonic, they like
playing otome game on their leisure time, or to reduce stress. When playing the
game, they can find their perfect partner figure called betsu kare in Japan, and
enjoy romantic story with him. Some of them in negotiated group think that they
like playing otome game, but feel upset because otome game nowadays is just
depend on famous voice actor’s rule or fine graphics. They want to play otome
game which not contains only love story, but also fiction, adventure, or mystery
that more interesting.

Keywords: otome game, betsu kare, reception, consumption
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Betsu Kare

Bishoujo Game (Galge)

Heroine

Josei Muke Gemu

Kyun-Kyun, Mune Kyun

Nijikon (2D Complex)

Otome Game (Otoge)

Seiyuu

Shoujo Manga
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DAFTAR ISTILAH

. Pacar laki-laki dari dunia visual seperti karakter
dalam manga, anime atau otome game

. Permainan simulasi kencan, pemain bertindak
sebagai karakter laki-laki yang menjalin hubungan
dengan karakter perempuan dalam game

. Sebutan untuk karakter protagonis perempuan
dalam manga, anime, dan game

Permainan yang ditujukan untuk konsumen
perempuan

: Reaksi senang saat mendapat ungkapan atau
perlakuan manis dari karakter pada heroine

: Kecintaan terhadap karakter dua dimensi
: Permainan simulasi kencan, pemain bertindak
sebagai heroine yang menjalin hubungan dengan
karakter laki-laki dalam game
: Pengisi suara

Jenis komik dengan tema romantis, tokoh

utamanya perempuan muda dan terlibat dalam
cerita percintaan
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