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ANALISIS RESEPSI VIEWERS PADA GIMMICK PROMOSI GAME 

ONLINE “PIKABUU STOP” DI LIVE STREAM 

YOUTUBE @WINDAHBASUDARA 

HEGEL PRANDIKA 

 

ABSTRAK 

Perkembangan industri game online dan live streaming menuntut content 

creator menciptakan promosi yang unik. Windah Basudara memanfaatkan gimmick 
dalam livestream-nya untuk mempertahankan identitas sekaligus mempromosikan 
game. Penelitian ini bertujuan mengkaji penerapan strategi promosi melalui 
gimmick serta kontribusinya dalam membentuk kesadaran dan resepsi penonton. 
Kajian teori menggunakan tahapan content marketing Kotler dan metode analisis 
resepsi stuart hall encoding-decoding. pendekatan kualitatif diterapkan dengan 
wawancara mendalam pada enam informan subscribers setia kanal Youtube 
@WindahBasudara. Analisis data mengacu pada model Miles dan Huberman, 
dengan keabsahan data melalui triangulasi sumber. Hasil penelitian menunjukkan 
gimmick berperan efektif sebagai strategi promosi yang membangun kesadaran dan 
loyalitas penonton. Resepsi terbagi dalam tiga posisi: dominan (menerima gimmick 
sebagai hiburan dan promosi), negosiasi (menerima pesan namun terhambat pada 
tahap untuk bermain), dan oposisi (menolak gimmick sebagai hiburan dan promosi). 
Gimmick juga memperkuat penyampaian pesan sosial dalam game "Pikabuu Stop" 
serta meningkatkan engagement dan jangkauan konten. 

 

Kata kunci: Analisis Resepsi, Gimmick, Windah Basudara, 
Promosi Game, Live streaming. 
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ANALYSIS OF VIEWER RECEPTION  ON  THE ONLINE GAME  

PROMOTION GIMMICK "PIKABUU STOP" ON YOUTUBE LIVE STREAM 

@WINDAHBASUDARA 

HEGEL PRANDIKA 

 

ABSTRACT 

The development of the online gaming and live streaming industry  requires 

content creators to create unique promotional. Windah Basudara uses gimmicks in  

his livestream to maintain his identity while promoting the game. This study aims 

to examine the application of promotional strategies through gimmicks and their 

contribution in shaping audience awareness and reception. The theoretical study 

used Kotler's content marketing stages  and the stuart hall encoding-decoding 

reception analysis method. The qualitative approach was applied with in-depth 

interviews with six informants who were loyal subscribers of  the 

@WindahBasudara Youtube channel. Data analysis refers to the Miles and 

Huberman model, with the validity of the data through source triangulation. The 

results show that gimmicks play an effective role as a promotional strategy that 

builds audience awareness and loyalty. Reception is divided into three positions: 

dominant (accepting gimmicks as entertainment and promotion), negotiation 

(received a message but was hampered at the stage to play), and opposition 

(rejecting gimmicks as entertainment and promotion). Gimmick also strengthens 

the delivery of social messages in the game "Pikabuu Stop" and increases 

engagement and content reach. 

 

Keywords: Reception Analysis, Gimmick, Windah Basudara, Game 

Promotion, Live streaming. 
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