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ANALISIS VISUAL DESAIN KARAKTER VTUBER 

BERTEMA BUDAYA INDONESIA DALAM VIDEO  

FOLK MEDLEY HOLOLIVE INDONESIA 

 (Rachael Sita Dewanti) 

ABSTRAK 

 

Penelitian ini mengkaji representasi visual budaya Indonesia dalam desain karakter 

Virtual Youtuber Hololive Indonesia, khususnya dalam video Folk Medley 

Hololive Indonesia. Latar belakang penelitian ini berangkat dari meningkatnya 

popularitas VTuber di Indonesia serta strategi Hololive Indonesia dalam 

memadukan unsur budaya lokal ke dalam desain karakternya. Tujuan utama 

penelitian ini adalah menganalisis bagaimana pakaian adat Indonesia diadaptasi ke 

dalam desain karakter VTuber, serta memahami bagaimana elemen pakaian 

tradisional diadaptasi dengan gaya visual anime. Penelitian ini menggunakan 

pendekatan kualitatif, dengan teknik pengumpulan data berupa observasi visual 

terhadap desain karakter dalam video, wawancara dengan ilustrator, serta kajian 

literatur terkait. Hasil penelitian menunjukkan bahwa aspek fisiologis karakter tetap 

mempertahankan ciri khas VTuber Jepang, namun unsur budaya Indonesia 

ditonjolkan melalui kostum tradisional, warna, dan motif daerah. Pendekatan teori 

Three-Dimensional Character dan Costume Matrix digunakan untuk menganalisis 

dimensi fisiologis, sosiologis, dan psikologis serta kostum dari tiap karakter dalam 

video tersebut. Penelitian ini menyimpulkan bahwa Hololive Indonesia mampu 

menampilkan budaya lokal secara visual dan naratif dan menggabungkannya 

dengan budaya Jepang.  

 
Kata kunci: Desain Karakter, Virtual Youtuber, Pakaian Adat 
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VISUAL ANALYSIS OF VTUBER CHARACTER DESIGN WITH 

INDONESIAN CULTURE THEME IN FOLK MEDLEY VIDEO 

HOLOLIVE INDONESIA 

 (Rachael Sita Dewanti) 

ABSTRACT 

 

This study examines the visual representation of Indonesian culture in the character 

designs of Virtual Youtuber Hololive Indonesia, especially in the Folk Medley 

Hololive Indonesia video. The background of this study is based on the increasing 

popularity of VTubers in Indonesia and Hololive Indonesia's strategy in integrating 

local cultural elements into its character designs. The main objectives of this study 

are to analyze how Indonesian traditional clothing is adapted into VTuber 

character designs, as well as to understand how traditional clothing elements are 

adapted to anime visual styles. This study uses a qualitative approach, with data 

collection techniques in the form of visual observation of character designs in 

videos, interviews with illustrators, and related literature reviews. The results of 

the study show that the physiological aspects of the characters still maintain the 

characteristics of Japanese VTubers, but elements of Indonesian culture are 

highlighted through traditional costumes, colors, and regional motifs. The Three-

Dimensional Character and Costume Matrix theory approach is used to analyze 

the physiological, sociological, and psychological dimensions as well as the 

costumes of each character in the video. This study concludes that Hololive 

Indonesia is able to present local culture visually and narratively and combine it 

with Japanese culture.  

 

Keywords: Character Design, Virtual Youtuber, Traditional Clothing 
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