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ABSTRACT 

Utomo, Vindo Putro Cahyo. 2023.Learning Moral, Affective, And Cultural Value 
Through Narrative Driven Video Game (Vampire the Masquerade: 
Bloodlines). Departement of English Language Education. Faculty of 
Tarbiyah. State Islamic Institide of (IAIN) Kediri. 

 Advisors: (1). Bahruddin, S.S., M.Pd (2). Drs. Agus Edi Winarto, 
M.Pd.M.H 

Key Terms: Video Game, Moral, Affective Value, Culture 

   

Video game has become more popular as time progresses but they’re often 
looked down as some seen them as childish or senseless fun. Some video games 
are made to be casual; some are made with intense storytelling and difficult choice 
in their narrative and sometimes could be used as subject of literature analysis. An 
example is Vampire the Masquerade: Bloodlines.  Which lead to these questions; 
first, what are the moral values which could be learnt from the related narrative? 
Second, how much can the players can affect the narrative based on their actions? 
Third, how much can we learn about the culture behind the narrative of video 
game (Vampire The Masquerade: Bloodlines) based on literature standpoint?  

 
This thesis was done using qualitative descriptive analysis method in 

which the result is presented in sentences. The data was acquired from the game’s 
main narrative by summarizing the whole main story, taking the moral value from 
each chapter and entirety of the game, measuring the affective value based on the 
impact of player’s actions and comparing cultural values such as setting and 
references to its real-life counterparts. 

 
The results shows that the game narrative provides moral values related to 

theories employed in the thesis such as empathy, conscience, self-control, respect, 
kindness, tolerance, and justice or fairness, affective value based on how the story 
are affected by player actions and choices, and the culture related to the game’s 
narrative or storyline which was based on real locations and several pop-cultures.   
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