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New Social Movements and Narrative
Construction through Semiotics in

Video Games

Rungladit Jaturapaisan®

ABSTRACT

This academic article investigates the use of video
games as a medium for narrative construction through
semiotics, with a focus on advancing social issues within
the framework of new social movements. The research
analyzes three video games from distinct genres, including
Detroit: Become Human, Escape Fishstop 3D, and Grand
Theft Auto V (GTA V) online FiveM mode, to examine how
these games utilize semiotic elements to address social
concerns. The analysis is situated within Ludology, a
theoretical perspective in game studies that explores the
interplay between game mechanics and storytelling,

complemented by semiotic analysis and theories of new

3 .
Academic Freelancer
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social movements. The findings indicate that video games
frequently promote community engagement, enabling
players to actively participate in content creation and
communication. As a result, video games emerge as
powerful tools for social expression, employing
communication strategies that draw on real-world social
events and historical contexts. Nevertheless, despite their
perceived autonomy from state control and the creative
liberties granted to players, these communicative
processes remain significantly influenced by game
developers and administrators. Consequently, the reach
of such communication is typically limited to the gaming

community.

Keyword: New Social Movement, Video Games Studies,

Storytelling, Ludology, Semiology
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maden Aliaulddonidunisnisdniuiosesinusiiu
Fudenluaniunisalnng q edauanaidunianisdiiudos
wara1naudanuuana1eiuNInnin 30 wuu Iaduislewny
Uszinniseaulall flannsadusuuli@ensedumedidn vie
Housedumesidniogadftudenvesiduauduld (oo
(Story) vennuazsfuriuszuumsauiiiuiideniawnse

danansenulartunisdndulaluinuniunisiauslazasnudn
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waznadnsAinun inuifivaeneuruiituegiunindenvesy
v dadulaseadne (Structure) voaiy Detroit: Become
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3.2 Escape Fishstop 3D 3flainuuulasidsy Aunis

FULARDUUILAUNIINITHIIDY

2NN 4

AAleLnN Escape Fishstop 3D

e 1) F%\&\% Y

\

fin:
ttps://store.steampowered.com/app/1552680/Escape_Fis
hStop_3D/?l=thai

9NA T 4 Escape Fishstop 3D Juidlewnunauau
e (Single Player) wuvoanlal dad vt uunanesy
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Taluniseenuuuiiion eides (Story) veunuaziuluiinns
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