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[bookmark: _Toc202285068]INTRODUCTION
[bookmark: _Toc190703589][bookmark: _Toc202285069]1.1 	Background of Research
[bookmark: _Hlk200177641]Literature is a reflection of the complexity of human life, which not only conveys the beauty of language but also describes the values, culture, and social dynamics of a society, making it a relevant object of study in understanding the development of thought and civilization. (Minderop, 2016) said, "Literature is a written work that provides entertainment and is delivered in a unique, beautiful, and artistic language and contains life values ​​and moral teachings so that it can arouse: experience, morals, spirituality, and morals, spiritual awareness, emotions of the reader.". (Fananie, 2001) states, "Literary works are works of fiction that are the result of creation based on spontaneous emotional outbursts that can express the ability of aspects of beauty, both based on linguistic aspects and aspects of meaning." Literary works are essentially very close to life because they express the author's ideas related to social environmental conditions, life values, and human existence, including dimensions of humanity, society, culture, morals, divinity, and others. 
Although the form of Video Games is very different from the form of conventional written literary works, this work can still be classified as a literary work. Saptanto discusses the adaptation of a video game titled Assassin's Creed: Brotherhood. Based on his analysis, Saptanto concluded that a video game that has a strong structure and patterned rules is a literary work in a new format
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(Saptanto, 2013). Video games are not just interactive entertainment, but also a medium that often conveys moral values ​​through stories, characters, and the choices players must make during the game. 
[bookmark: _Hlk200720993]Video games have evolved into a powerful and influential medium for storytelling, offering immersive experiences that often reflect complex themes, including moral values. As interactive entertainment, video games uniquely engage players by allowing them to actively participate in narratives, making the exploration of ethical dilemmas and moral lessons more impactful. Resident Evil 6, a prominent entry in the action-survival horror genre, stands out for its intricate storytelling and multi-perspective campaign. The game features four interconnected campaigns, each focusing on different characters: Leon S. Kennedy, Chris Redfield, Jake Muller, and Ada Wong. Through these campaigns, Resident Evil 6 delves into themes such as sacrifice, loyalty, justice, redemption, and the consequences of human ambition, particularly in the context of bioterrorism and the misuse of scientific advancements. As video games continue to grow as a cultural and artistic medium, their potential to convey moral values and influence players’ perspectives has become a significant area of study. Resident Evil 6 serves as an excellent case study for analyzing how moral values are embedded in video game narratives and how they are communicated through gameplay mechanics, character development, and storytelling techniques. By examining the moral dimensions of Resident Evil 6, this study seeks to contribute to the broader understanding of how video games can serve as a platform for exploring and teaching ethical principles, ultimately highlighting their role as a meaningful medium for moral reflection and discourse in modern society. (Cuddon, 2013) states that moral values ​​are lessons that can be learned from a story, poem, fable, drama, or indeed any work that is intended to teach something, either directly or indirectly. Third-person shooter games focus on fast movement, gunfights, and survival from a third-person perspective (Gunawan et al., 2017). Survival horror games, inspired by horror fiction, challenge players to endure fear, while action-adventure games combine physical challenges, puzzles, and storytelling. Resident Evil 6 (2012) is a game that merges these genres, offering an intense experience with four interconnected campaigns. The game presents a bioterrorist conspiracy alongside ethical dilemmas.
The reason researchers are interested in analyzing moral values ​​is that moral values ​​are the basis for acting and behaving by the values ​​of goodness in life, and can live in harmony with others. Researchers chose the video game Resident Evil 6 because this video game is a very popular modern video game. At first glance, this video game is just a shooting game and survival, but this video game contains many moral values ​​and important educational messages. By analyzing moral values ​​in video games, it is expected to build good character in players and be sensitive to moral values ​​in game narratives. Through this research, players are expected to understand that life is a struggle that must be fought for, be sensitive to the dynamics of the real world, improve political literacy, and understand the importance of cooperation and responsibility in facing the global crisis. The researcher hopes that the results of this study can help players to further emphasize the importance of moral values, provide insight into how to make moral values ​​more ethical and civilized in everyday life and society, as well as increase academic studies on moral values ​​in action and horror games.
Analysis of moral values ​​in the video game “Resident Evil 6” is the main topic of this study. Therefore, researchers conducted a study entitled “Moral Values ​​Through The Video Game Resident Evil 6”. Based on the explanation mentioned previously.
[bookmark: _Toc190703590][bookmark: _Toc202285070]1.2 	Identification of Problems
Video games, including Resident Evil 6, not only serve as a medium for entertainment but also convey moral values. The campaign in Resident Evil 6 presents situations that require players to make difficult decisions, face the consequences of their actions, and reflect on individual and collective responsibility. However, in-depth studies on how these moral values ​​are conveyed through the storyline, characters, and player interactions are still limited. This raises questions about what types of moral values ​​exist and how elements in the Resident Evil 6 campaign reflect how these moral values ​​are relevant to the current situation.
[bookmark: _Toc190703591][bookmark: _Toc202285071]1.3 	Limitation of Problems
The limitation of this research is to find out the moral values ​​contained in the Video Game Resident Evil 6. The theory used is the theory of Sulistyorini and Andalas which puts forward moral values ​​and current socio-political relevance.
[bookmark: _Toc190703592][bookmark: _Toc202285072]1.4 	Problem of Research
1. What are the types of moral values in the Video Game Resident Evil 6?
2. How are the moral values ​​in the Video Game Resident Evil 6 relevant to the current social and political context?
[bookmark: _Toc190703593][bookmark: _Toc202285073]1.5 	Objective of Research
1. To identify the types of moral values ​​in the Video Game Resident Evil 6
2. [bookmark: _Toc190703594]To find out the moral values ​​in the Video Game Resident Evil 6 that are relevant to the current social and political context.
[bookmark: _Toc202285074]1.6 	Significances of Research
The importance of this research can be seen from the theoretical and practical aspects discussed below:
[bookmark: _Toc202285075]1.6.1 	Theoretical Benefits
In Theoretical Benefits, Researchers hope that the results of this study can play a role in the formation of moral values ​​in the Video Game Resident Evil 6. Researchers also hope that the results of this study can provide information to readers on how to dig deeper into the moral values ​​that underlie this video game.
[bookmark: _Toc202285076]1.6.2 	Practical Benefits
In terms of Practical Benefits, this research is expected to provide benefits for parties such as: Increasing insight and knowledge about moral values ​​in the Video Game Resident Evil 6. This research is expected to provide information to better understand moral values ​​in the Video Game Resident Evil 6 to students, teachers, and lecturers. Providing reference sources and materials for further research so that it can be developed further.
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