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ABSTRAK 

Penelitian ini mengeksplorasi Persona 3: Reload melalui lensa psikosemiotik, yang 

menggabungkan teori semiotika dan psikoanalisis untuk menginterpretasikan representasi 

simbolis dari kematian dan identitas. Sebagai remake dari game klasik tahun 2006, game ini 

menggunakan simbolisme visual dan naratif yang kuat seperti penggunaan tema biru, protagonis 

yang diam, dan simbol mitos seperti Evoker untuk merefleksikan makna psikologis yang 

mendalam. Dengan menggunakan teori mitos Roland Barthes dan psikologi arketipe Carl Jung, 

penelitian ini menyelidiki bagaimana mekanisme dan penceritaan game ini menginterpretasikan 

tema-tema kematian, transformasi, dan realisasi diri. Metode deskriptif kualitatif digunakan dan 

melibatkan analisis mendalam terhadap teks dan dialog game. Temuan menunjukkan bahwa 

Persona 3: Reload menawarkan sebuah narasi di mana konflik internal dan refleksi eksistensial 

dieksternalisasi melalui elemen-elemen permainan. Penelitian ini akan menyoroti peran video 

game sebagai media untuk aspek psikologis dan terobosan budaya. 

Kata kunci: persona 3, psychosemiotic, identitas, mortalitas. 

  

ABSTRACT  

This study explores Persona 3: Reload through a psychosemiotic lens, combining semiotic theory 

and psychoanalysis to interpret symbolic representations of mortality and identity. As a remake 

of the 2006 classic, the game employs powerful visual and narrative symbolism such as the use 

of blue themes, silent protagonists, and mythic symbol like the Evoker to reflect deep 

psychological meaning. Using Roland Barthes’ theory of myth and Carl Jung’s archetypal 

psychology, this research investigates how the game's mechanics and storytelling interpret themes 

of death, transformation, and self-realization. A qualitative descriptive method is used and 

involving deep analysisof game texts and dialogues. Findings reveal that Persona 3: Reload offers 

a narrative where internal conflicts and existential reflections are externalized through gameplay 

elements. This research will highlights the role of video games as mediums for psychological 

aspects and cultural breakthrough. 

Keywords: persona 3, psychosemiotic, identity, mortality. 

 

INTRODUCTION 

Pop culture and technological advancement has been around in almost a century. 

Entertainment industries is now one of the biggest business category in the world, this 

including video game industries. The first video game is "Tennis for Two," created by 

physicist William Higinbotham in 1958, which was a simple two-player tennis simulation 

displayed on an oscilloscope. Video games used to be simple and fun, it was intended to 

entertain the players and usually didn’t have any meaningful storyline. According to USA 

Today, Atari introduced an at-home version of the “Pong” game in 1975 in the Sears 

Catalog, and also considered the first video game to capture “wide-scale public attention”. 
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The game mimics Ping-Pong, hence the name, and appeared first in coin-operated arcade-

style form at bars and restaurants.  Now video games has reached its fullest potential, 

serving realistic graphics and impactful storyline, some of video games even has multiple 

endings. 

Over the past few decades, video games have evolved from simple amusements to 

complex narrative experiences that reflect deep cultural and psychological concerns. No 

longer just entertainment, games are increasingly studied as cultural texts that engage 

with identity, morality, and human consciousness (Apperley & Walsh, 2021; De Wildt & 

van Es, 2022; Park & Kim, 2021). This paradigm changes went together with the 

development of games like Persona 3: Reload, which challenges players to confront 

themes of mortality, trauma, and individuation. As digital media evolves, narrative-heavy 

games like Persona 3: Reload become strong texts that allow players to delve into 

profound human experiences such as mortality, sadness, and self-realization. 

Persona 3 was developed by Atlus, a publisher and video game developer from 

Japan for Playstation 2 console. This game was made back in 2006 and has received a lot 

of good review from gamers. The game heavily relying on the concept of Psychoanalysis 

from Carl Jung. Every Persona has its own color theme; Persona 3 use blue, Persona 4 

use yellow and Persona 5 use red. Each game and color represented how the story and 

messages delivered. Persona 5 for example, it conveys a deep related high school story, 

from exposing a pervert PE Teacher to changing the hearts of a big politician. The Persona 

series, especially Persona 3, combines symbolism, psychology, and philosophy in a way 

that doesn't interfere from the gameplay experience. The game employs psychology-

related words like "persona" and "shadow" while also introducing concepts like 

"individuation". Persona 3 introduces the series' trademark blend of social simulation and 

RPG elements, including dungeon crawling. Personas 4 and 5 achieved economic and 

critical success by following a new model. Persona 3 has a death and identity theme – 

making it a deep and most memorable game for people. Rather than presenting characters 

performing stereotypical heroic tasks, Atlus decided to question the existential boundaries 

of the medium in itself. 

Persona 3: Reload, a remake of the 2006 original, shows this narrative change by 

focusing on existential issues rarely dealt with in mainstream video games. Atlus 

developed the game, which follows a high school student who discovers a hidden hour 

between days the "Dark Hour" during which they must battle manifestations of death and 

despair. This idea serves as the framework for a game that dives deep into subjects such 

as mortality, death, identity development, and psychological transformation. 

Persona 3: Reload differs apart from its predecessor or it’s old IP not only for its 

improved graphics, but also for its deeper symbolic and emotional storyline. Colors, 

character arcs, and environmental design are used in the game to convey interior 

psychological states, which may then be interpreted using semiotics and psychoanalysis. 

The frequent use of blue, the protagonist's silence, and death themes all point to a story 

designed to provoke unconscious anxieties and desires (Murray, 2023; De Wildt & van 

Es, 2022). 
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This game focuses on the theme of mortality and identity, which is a rare theme 

compared to other video games. According to Merriam-Webster, mortality is the quality 

or state of being mortal. While identity, the distinguishing character or personality of an 

individual, according to Merriam-Webster. The theme of mortality and identity explored 

in Persona 3: Reload raises critical philosophical and psychological questions regarding 

human existence, particularly among academics. The characters are not just involved in 

external conflicts but are also engaged in internal struggles that reflect crisis of identity 

and the awareness of mortality. These elements position Persona 3 as a rich narrative 

medium suitable for analysis through a psychosemiotic approach, which interprets how 

signs and symbols in a text communicate psychological depth and meaning (Eco, 1976; 

Greimas & Courtes, 1982). 

Danesi (2004) describes psychosemiotic as the combination of semiotic structures 

with psychoanalytic theory to find unconscious meanings in cultural works. In the field 

of video games, this method shows how narrative mechanics, visual symbolism, and 

character development reflect internal psychological emotions. Persona 3: Reload 

provides a unique opportunity to investigate these processes since it openly combines 

Carl Jung's theory of the persona and shadow self psychological constructs that have been 

central to identity theory (Jung, 1953; Cowan, 2010). 

This study examines Persona 3: Reload through the perspective of psychosemiotics, 

a theoretical framework that interprets cultural materials by combining semiotic analysis 

and psychoanalytic theory. Psychosemiotics allows academics to identify not just surface-

level symbols, but also the unconscious meanings behind narrative and aesthetic choices 

(Danesi, 2004; Eco, 1976). The game's visual language, for example, uses a dominating 

blue color palette to imply melancholy and introspection choices that are consistent with 

the game's examination of mortality and inner conflict. The characters' employment of 

"personas"; masks that symbolize aspects of their unconscious is directly related to Carl 

Jung's idea of the persona and shadow self, emphasizing the game's psychological 

underlying themes (Jung, 1953; Cowan, 2010). 

The goal of this research is to discover and examine how Persona 3: Reload conveys 

themes of mortality and identity through story structure, character arcs, symbolic motifs, 

and dialogical aspects. Using a psychosemiotic framework, this study aims to identify the 

deeper meanings hidden in the game and analyze how these meanings influence the 

player's perception and emotional engagement. 

Theoretically, this study adds to the interdisciplinary discourse between game 

studies, semiotics, and psychology. Psychosemiotics blends semiotic analysis with 

psychoanalytic theory to interpret unconscious meaning in cultural artifacts (Machin & 

Polzer, 2021). This approach is particularly relevant in digital games, where narrative 

mechanics, visual symbolism, and emotional engagement converge. By focusing on 

Persona 3: Reload, this study fills a gap in the literature and provides a fresh viewpoint 

on how games can address very human topics like the fear of death, the search for 

meaning, and identity breakdown. 
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METHOD  

This study applies a qualitative descriptive method with a psychosemiotic 

approach, combining Roland Barthes’ semiotic theory with Carl Jung’s psychoanalytic 

theory to analyze the symbolic and psychological elements in Persona 3: Reload. This 

method is appropriate for interpreting how cultural products such as video games convey 

complex themes like death, identity, and transformation through both visual and narrative 

structures. 

The research is interpretative and textual, focusing on how signs within the game 

structure meaning and how those meanings relate to unconscious psychological 

processes. The primary data source is Persona 3: Reload, with analysis focusing on in-

game narratives, visual elements, character arcs, and dialogue. The psychosemiotic 

method allows the researcher to move beyond the surface-level interpretation and into the 

deeper layers of intrinsic messages and psychological archetypes from the game. 

Qualitative game analysis, particularly in narrative-heavy RPGs, emphasizes 

symbolic interpretation, textual detail, and player perception. The research focuses on 

textual (narrative) and visual elements (color schemes, character design, setting, 

cinematic sequences) using close reading and symbolic deconstruction (Fernández-Vara, 

2022; Call, 2020). Through these methods, the study analyzes how meaning is 

constructed through semiotic layering and psychoanalytic symbolism. 

Jungian psychoanalytic theory provides tools to decode archetypes, shadow 

dynamics, and the process of individuation as experienced through character arcs and 

symbolic events (Casey, 2022; Tan & Richards, 2024). The psychosemiotic method thus 

allows researchers to explore the psychological depth of digital narratives beyond 

surface-level analysis (Call, 2020; Bizzocchi & Tanenbaum, 2021). 

Data were collected through observing of the game’s main storyline, animated 

cutscenes, character interactions, and symbolic visual design. This includes specific 

attention to: 

• Dialogues involving existential or psychological themes 

• Character development and transformation 

• Visual signs (e.g., masks, coffins, clocks, the moon, weapons) 

• Color symbolism and background design 

• Key cinematic sequences such as the opening scene, character awakenings, 

cutscenes, and the ending 

In addition, another sources such as developer commentary, player interpretations 

from online communities and platforms, and existing academic discussions on the 

Persona franchise were used to help analyzing and contextualize findings. 

This study uses an interdisclipinary research: 

• Roland Barthes’ Semiotic Theory: Barthes identifies a two-level model of 

meaning; denotation (literal) and connotation (cultural/symbolic) and a third level 

called myth, where cultural values are naturalized through media. In Persona 3: 

Reload, this is applied to the game's representation of death, where symbols like 

the Evoker (a gun-shaped device to summon Personas) serve as connotative signs 
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of trauma and transformation. Barthes’ framework reveals how the game 

constructs new myths around mortality and identity in a digital age. 

• Carl Jung’s Psychoanalysis: Jung’s theory allows the game to be interpreted 

through archetypal analysis. The characters’ Personas represent psychological 

masks or energies that the unconscious mind externalizes. The confrontation with 

one’s Shadow, and eventual movement toward individuation (the process of 

becoming whole), is central to character development in the game. 

The study follows recent calls in game studies for more complex, multi-theoretical 

analyses of games as narrative systems and psychological experiences (Jørgensen & 

Sandvik, 2023; Bizzocchi & Tanenbaum, 2021). By applying psychosemiotics to Persona 

3: Reload, this research contributes to broader discussions of how interactivity and 

symbolism converge in modern video games to reflect and shape human consciousness. 

 

RESULT AND DISCUSSION 

Semiotic Approach 

This section analyzes 13 key elements from Persona 3: Reload using a 

psychosemiotic approach, integrating Roland Barthes’ semiotic theory (denotation, 

connotation, myth). 

Barthes teaches us that every cultural symbol has three layers of meaning: 

• Denotation: literal, surface-level meaning 

• Connotation: cultural or emotional associations 

• Myth: ideologies or universal meanings naturalized through repetition 

Jung’s psychoanalysis explores the unconscious, where symbols represented as 

archetypes that reflect inner truths in ourselves. In Persona 3: Reload, semiotic signs 

often carry myth meanings that align with Jungian psychological structures; showing how 

media reflects and shapes inner life. 

 
1. The Evoker 

• Denotation:  gun-shaped device used to summon Personas. 

• Connotation: Suicide imagery; violent awakening. 

• Myth: Transformation through suffering; rebirth through trauma. 
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• Jungian Bridge: Summoning the Persona (true self) requires symbolically 

killing the ego. The Evoker embodies the Shadow confrontation, a necessary 

step in individuation. 

Persona 3 Reload creates rich symbolic systems that extend beyond literal 

representations into areas of cultural connotation and myth, as stated by Roland Barthes. 

The Evoker, for example, refers to a gun-like device used to call a Persona, but its 

symbolic significance comes from its visual connection to suicide—a strong cultural 

image of despair and transformation. The error that it conveys is that true power can only 

be attained by confronting the defeat of the ego. This myth, strengthened throughout 

games, gets naturalized: anguish transforms into strength, a cultural pattern with 

significant origins in stories about growing up. 

 

 
2. Blue Visual Palette 

• Denotation: The color blue dominates menus, lighting, clothing. 

• Connotation: Calm, isolation, sadness. 

• Myth: Blue becomes the color of introspection and existential depth. 

• Jungian Bridge: Blue symbolize the melancholic phase of individuation, 

where it represents loss and mortality. 

In addition to aesthetic consistency, the blue color scheme implies alienation, 

introspection, and emotional depth. Semiotically, it indicates peace or melancholy. As a 

myth, it encodes existential sadness as a natural element of being human. When blue is 

used repeatedly, it stops being a color and instead becomes a statement about the character 

of the world, which is one of loss and reflection. 
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3. Tartarus (the Dungeon Tower) 

• Denotation: A shifting labyrinth available only during the Dark Hour. 

• Connotation: Chaos, inner struggle, descent. 

• Myth: The climb through Tartarus symbolizes a spiritual journey through 

the unconscious. 

• Jungian Bridge: Each floor represents deeper layers of repression. 

Reaching the top signifies reaching the Self, a complete psyche. 

 

The main dungeon in the game, Tartarus, has three levels. Denotatively, it is a 

towering labyrinth that changes. Connotatively, it conveys feelings of uncertainty and 

loneliness. The belief that enlightenment can be achieved by rising through psychological 

disorder is reinforced by Tartarus's symbolic representation of the inner self, or the 

dungeon of the unconscious, on a mythic level. A common mythic construction in many 

cultures, the labyrinth as mind is reinforced here. 

 

 
4. Nyx (Final Boss) 

• Denotation: A celestial being representing Death. 

• Connotation: Inevitable, cosmic force. 

• Myth: Death is not evil, but a universal truth. 
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• Jungian Bridge: Nyx is the Collective Shadow; the ultimate archetype all 

humans must accept. The final battle is symbolic, not violent: it reflects 

acceptance of mortality. 

The boss Nyx is another powerful sign. While it denotes a cosmic death entity, its 

connotation implies inevitability and the sublime scale of mortality. As myth, Nyx 

naturalizes death not as an antagonist, but a primordial, impersonal force that must be 

accepted. The battle with Nyx, then, functions as a ritual confrontation with the myth of 

death, structured semiotically to shift the player from denial to transcendence. 

 

 
5. Social Links (Friendship Mechanic) 

• Denotation: A system to build relationships and gain power. 

• Connotation: Trust, empathy, growth. 

• Myth: Human connection is the path to self-actualization. 

• Jungian Bridge: Each Social Link is a projection of the Ego interacting 

with archetypes, advancing individuation through mirrored encounters. 

The Social Links mechanic, though mechanical in nature, serves a deeper semiotic 

function. Denotatively, it is a power-building system. Connotatively, it emphasizes 

empathy, human bonding, and emotional intelligence. As myth, it conveys the idea that 

personal growth arises through relationships, a cultural narrative popular in both Eastern 

and Western storytelling. 

 

 
6. Thanatos (Protagonist's Persona) 

• Denotation: A skeletal warrior with chains and a massive sword. 

• Connotation: Death, bondage, power in darkness. 

• Myth: Death is strength, not weakness. 
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• Jungian Bridge: Thanatos represents the integration of Shadow, 

especially the death instinct (Thanatos, in Freudian terms), which once 

faced, becomes a source of inner power. 

Thanatos, the protagonist's Persona, shows how myth evolves through visual code. 

Denotatively a chained skeletal warrior, Thanatos connotes dark power, bondage, and 

death. Mythically, Thanatos transforms death into agency—he becomes not a symbol of 

fear, but of mastery over it. The myth here is that the embrace of darkness yields 

transcendence, a theme common in heroic epics. 

 

 
7. The Dark Hour 

• Denotation: A hidden 25th hour when Shadows appear. 

• Connotation: Hidden reality, suppressed truth. 

• Myth: There is more to the world than what we see—hidden dimensions 

exist. 

• Jungian Bridge: The Dark Hour represents the unconscious mind, where 

one must battle internal demons to awaken consciousness. 

The Dark Hour represents a potent semiotic structure. Denotatively, it is a hidden 

temporal window. Connotatively, it represents hidden reality—what society ignores. 

Mythically, the Dark Hour asserts that beneath social order lies chaos and death, a myth 

that is repeatedly reinforced as players navigate its horrors while others sleep in 

ignorance. 

 
8. Aigis (Emotionless Robot to Human) 

• Denotation: A humanoid machine who evolves emotions. 

• Connotation: Rational vs emotional identity; artificiality vs authenticity. 

• Myth: Humanity is defined not by flesh, but by feeling and choice. 



  

  Caruban Proceeding 2025 

https://carubanproceeding.ipbcirebon.ac.id/  

60  

  

• Jungian Bridge: Aigis undergoes individuation, embracing her Anima—

the emotional, feeling self—completing the psychological Self. 

Aigis, an android character, reflects identity construction through semiotic fluidity. 

While denotatively a machine, her connotation transforms as she develops emotions. She 

eventually connotes humanity—choice, vulnerability, and love. The myth Aigis embodies 

is that humanity lies in the capacity for feeling, not biology—a powerful narrative in our 

post-human age. 

 

 
9. The Full Moon 

• Denotation: Appears regularly and triggers major battles. 

• Connotation: Crisis, transformation. 

• Myth: The moon governs fate and inner tides. 

• Jungian Bridge: Each full moon marks a shadow confrontation, just like 

dreams surface unconscious material cyclically. 

The Full Moon is a recurring motif. Denotatively a celestial phase, it triggers major 

battles. Its connotation is one of transformation and crisis. Mythically, the full moon is 

associated with fate, madness, and hidden truths. Each full moon in the game ritualizes 

conflict and growth, reinforcing mythic structures of periodic transformation. 

 

 
10. Protagonist’s Silence 

• Denotation: He never speaks. 

• Connotation: Ambiguity, universality, inner reflection. 

• Myth: Silence allows full identification and projection. 
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• Jungian Bridge: The silent protagonist functions as a mirror to the 

player’s unconscious, allowing direct transference and projection. 

The Protagonist's silence is a minimalistic signifier. Denotatively, it is an absence 

of dialogue. Connotatively, it reflects openness, universality, and introspection. 

Mythically, silence is wisdom—it enables the player to project meaning. The mute hero 

myth suggests that identity is flexible and that the self is defined by action, not words. 

 
11. Junpei and Chidori’s Storyline 

• Denotation: A love story ending in death and grief. 

• Connotation: Tragedy, growth through love and loss. 

• Myth: Emotional pain refines the soul. 

• Jungian Bridge: Junpei integrates his Shadow of immaturity through 

grief, becoming more conscious and aware. 

The story arc of Junpei and Chidori operates semiotically as a tragic love 

narrative. Denotatively, it is a subplot. Connotatively, it explores grief, vulnerability, and 

change. As myth, it expresses that emotional suffering purifies the soul. Love, when 

intertwined with death, becomes a mythic force of rebirth. 

 

 
12. Shadows (Enemies) 

• Denotation: Monsters fought in the Dark Hour. 

• Connotation: Distorted fragments of self. 

• Myth: Evil is within, not outside. 
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• Jungian Bridge: Literally the Shadow archetype—aspects of the psyche 

rejected or hidden. Defeating them represents accepting one's darker nature. 

The Shadows, as enemies, are rich in symbolic resonance. Denotatively, they are 

monsters. Connotatively, they reflect parts of the self that are fractured and repressed. 

Mythically, they affirm the idea that evil resides within. This internalization of conflict 

aligns with modern myths of psychological responsibility over external blame. 

 

 
13. The Final Sacrifice (Protagonist’s Death) 

• Denotation: The protagonist dies to seal Nyx. 

• Connotation: Heroism, transcendence. 

• Myth: Self-sacrifice for greater truth. 

• Jungian Bridge: Final ego “showdown” where he becomes the Self, no 

longer needing identity and flew to heaven for the greater good. 

Finally, the Protagonist’s death at the climax of the story represents the ultimate 

myth-making gesture. Denotatively, it is a narrative conclusion. Connotatively, it 

expresses heroism and transcendence. As myth, it seals the idea that true identity emerges 

through sacrifice. His death constructs a mythos around selfless transformation—

reaffirming the classical heroic arc in a modern digital text. 

Barthes theory of myth, helps proving how certain symbols in the game (e.g., the 

Evoker, masks, the blue theme) naturalize complex ideas such as death, identity, and 

transformation. These mythic constructions are not isolated from the individual psyche 

but rather, they resonate with deeply embedded psychological archetypes, as theorized by 

Jung. For example, the Evoker, denotatively a tool for summoning Personas, carries 

connotations of self-destruction and transformation. On the level of myth, it symbolizes 

rebirth through suffering. Psychoanalytically, it represents an externalization of the ego’s 

confrontation with the Shadow is an essential step in the individuation process. 

The combination of semiotics and psychoanalysis allows a comprehensive point of 

view through that indicates in Persona 3: Reload are more than just a form of 

entertainment, but also symbols of intrapsychic conflict and transformation. While 

Barthes explains the symbolic production of cultural myths, psychoanalysis examines the 

hidden psychological meanings that underpin those structures. The interaction of various 
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views provides a more complete picture of how the game influences complicated human 

experiences like mortality, identity development, and existential crisi 

Psychoanalysis 

Each of the 13 elements can also be analyzed using psychoanalytic theory, 

particularly Jungian and Freudian frameworks, to reveal the unconscious drives and 

archetypal dynamics at play. The Evoker is perhaps the most psychically charged object. 

It dramatizes ego death: using it mimics suicide, but instead of destruction, it releases the 

Persona—Jung's term for the social mask. In this act, the player symbolically confronts 

the Shadow, the unconscious self that must be integrated to achieve individuation. 

The blue color palette aligns with Jung's notion of the melancholic stage in the 

individuation process. Blue induces introspection, signaling the psyche’s immersion into 

emotional depths. It is not just mood-setting—it reflects the journey inward toward 

confronting the anima, the soul-image. Tartarus, the game's dungeon, becomes a psychic 

structure: a projection of the unconscious. As the player ascends its floors, they 

symbolically process repressed material. This vertical movement reflects Jung’s concept 

of depth psychology, where each new floor is a step closer to the Self—the integrated 

totality of the personality. Nyx, as the embodiment of death, represents the Collective 

Shadow—that which the human psyche universally fears and suppresses. The final 

confrontation is symbolic, not merely mechanical; it is a therapeutic engagement with 

mortality itself, and acceptance leads to psychic resolution rather than egoistic victory. 

The Social Links echo Jung's idea of projection and mirroring. Each relationship 

helps the protagonist confront parts of himself through the other. The bonds are not merely 

friendship-building—they are mechanisms for ego expansion and archetypal mirroring, 

facilitating the path toward psychological wholeness. Thanatos, representing death, is an 

obvious archetype. It aligns with Freud’s Todestrieb (death drive), the unconscious pull 

toward disintegration. Yet Jung would interpret Thanatos as the dark side of the Self, the 

part of the psyche that, once embraced, provides profound insight and energy for 

transformation. 

The Dark Hour is a manifestation of the unconscious. Its concealment from the 

everyday world mirrors how the unconscious operates in waking life—hidden, but 

influential. Its chaos is a dramatization of the psyche unregulated by ego, requiring 

repeated confrontation for psychic balance. Aigis, as an emotionless being who develops 

feelings, is a case study in Jungian anima/animus integration. Her arc symbolizes the 

emergence of the emotional self from a purely rational identity. She embodies the cyborg 

archetype—the reconciliation of machine logic with human emotion. 

The Full Moon acts as a psycho-symbolic event where latent energies become 

manifest—similar to how dreams erupt from the unconscious. These cyclical moments 

align with archetypal surges, crises that force the characters toward deeper awareness or 

collapse. The silent protagonist becomes a mirror for the unconscious processes of the 

player. Lacan might interpret his silence as a reflection of manque—lack that drives 

desire. Without speech, the protagonist becomes a blank signifier, a vessel for 

unconscious identification. 
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The tragic arc of Junpei and Chidori portrays love and death as intertwined psychic 

processes. Grief becomes a catalyst for individuation—Chidori’s sacrifice forces Junpei 

to shed his immature persona. In Jungian terms, the death of the beloved forces the birth 

of the adult self. The Shadows are literal Jungian Shadows—projections of repressed 

aspects of the self. Combat with them externalizes an internal battle. Each defeated 

Shadow represents not eradication, but symbolic integration of a split-off part of the 

psyche. Lastly, the Protagonist's final sacrifice encapsulates Jung’s idea of the dissolution 

of the ego into the Self. Death is not negation, but transcendence—a symbolic surrender 

of personal identity to join a greater wholeness. The act functions as a psychological 

apotheosis, where mortality is accepted and transformed into meaning. 

 

CONCLUSION 

Persona 3: Reload's psychosemiotic analysis shows how video games may serve as 

multi-layered, rich texts that convey complex philosophical and psychological ideas. This 

study has demonstrated how symbolic components like the Evoker, Shadows, and the 

Dark Hour are more than just aesthetic choices; rather, they serve as significant analogies 

for human inner life through the interaction of Jungian psychoanalysis and Barthes' 

semiotic theory. The characters' battles with death, identity, and metamorphosis with 

universal issues that have a profound emotional and cognitive impact on players are 

externalized through these symbols. 

Persona 3: Reload emphasizes reflection, in contrast to many popular video games 

that place an emphasis on amusement and excitement. In addition to being tools of 

storytelling, the protagonist's silence, the gloomy blue tone, and the frequent encounter 

with death all function as psychological prompts for introspection. Players are prompted 

to consider the limits of self, morality, and meaning as each character arc adds to a larger 

investigation of individuation. 

When compared to the original 2006 version, Persona 3: Reload not only keeps but 

enhances the key psychological concepts with high-definition visuals, enhanced character 

animations, updated voice acting, and more emotionally sophisticated writing. These 

technical and narrative enhancements dramatically improve the game's psychosemiotic 

texture, allowing for more intense psychological interaction with topics such as loss, 

growth, and existential meaning. This remake is more than just a graphical upgrade; it's a 

recontextualization of symbolic structures inside a modern aesthetic that will appeal to 

both returning fans and new audiences. 

This study highlights the importance of psychosemiotic frameworks in 

understanding digital narratives, particularly in games that intentionally put 

psychological and symbolic meaning into gameplay. As gaming develops into a 

significant cultural and intellectual medium, the integration of multidisciplinary 

approaches such as semiotics and psychoanalysis becomes more important. Future study 

could benefit from applying this technique to other heavy-narrative games, such as 

independent titles or experimental formats, and investigating how player agency 

influences the interpretation of psychosemiotic content. 
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