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INTISARI 
 

Film merupakan salah satu bagian dari komunikasi massa, yang dapat 

dijadikan sebagai alat untuk menyampaikan pesan, yang ditujukan kepada khalayak 

umum. Salah satu ide atau gagasan yang dapat dikemas dalam film adalah nilai 

sosial. Film Squid Game dipilih karena film tersebut menceritakan tentang 

gambaran kehidupan sosial yang terjadi di Korea Selatan. Penelitian ini bertujuan 

untuk mendeskripsikan nilai sosial pada tokoh Seong Gi-hun pada film Squid 

Game. Seong Gi-hun merupakan tokoh yang digambarkan memiliki kehidupan 

gagal di Korea Selatan. 

Penelitian ini menggunakan pendekatan kualitatif naratif. Sumber data 

diperoleh dari film Squid Game. Objek penelitian ini adalah nilai sosial pada tokoh 

Seong Gi-hun dalam film Squid Game. Teknik pengumpulan data dilakukan dengan 

cara observasi langsung dan studi pustaka. Selanjutnya, teknik analisis data 

menggunakan teknik analisis naratif. Dalam menganalisis data, peneliti 

menggunakan teori naratif model Tzvetan Todorov. 

Hasil penelitian menunjukkan bahwa, tokoh Gi-hun dalam struktur naratif 

film Squid Game karya Hwang Dong-hyuk terdapat lima bentuk nilai sosial, yakni: 

1) kasih sayang Gi-hun kepada orang tua, 2) kasih sayang Gi-hun kepada putrinya, 

3) kesetiaan Gi-hun lebih daripada uang, 4) tanggung jawab Gi-hun kepada orang 

lain, 5) Gi-hun peduli nyawa orang lain. 

 

Kata kunci: Nilai sosial, Film Squid Game, Naratif, Tzvetan Todorov 
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ABSTRACT 

Film is a part of mass communication, which can be used as a tool to convey 

messages aimed at the general public. One of the ideas or ideas that can be 

packaged in a film is social value. The film Squid Game was chosen because the 

film tells about the picture of social life that occurs in South Korea. This study aims 

to describe the social values of Seong Gi-hun's character in the Squid Game film. 

Seong Gi-hun is a character who is described as having a failed life in South Korea. 

This study uses a qualitative narrative approach. The data source was 

obtained from the Squid Game film. The object of this research is the social value 

of Seong Gi-hun's character in the Squid Game film. Data collection techniques 

were carried out by direct observation and literature study. Furthermore, data 

analysis techniques use narrative analysis techniques. In analyzing the data, the 

researcher used Tzvetan Todorov's narrative theory model. 

The results of the study show that the character Gi-hun in the narrative 

structure of Hwang Dong-hyuk's Squid Game film contains five forms of social 

values, namely: 1) Gi-hun's affection for his parents, 2) Gi-hun's affection for his 

daughter, 3 ) Gi-hun's loyalty is more than money, 4) Gi-hun's responsibility to 

others, 5) Gi-hun cares about other people's lives. 

 

Keywords: Social value, Squid Game Film, Narrative, Tzvetan Todorov 
 

  


