DAFTAR PUSTAKA

Adam, H., & Galinsky, A. D. (2012). Enclothed cognition. Journal of Experimental
Social Psychology, 48(4), 918-925. https://doi.org/10.1016/1.jesp.2012.02.008

Adams, E. (2014). Fundamentals of game design (3rd ed.). New Riders.

Adams, E. (2009). Fundamentals of game design (2nd ed.). Berkeley, CA: New
Riders.

Aoyama, 1. (2010). Adolescent online social communication and behavior. IGI

Global.

Apperson, J. M. (2024). Emotional design in educational games: How mood and
aesthetic impact learning. Game Studies Quarterly, 11(1), 44-59.

Beck, J. C., & Wade, M. (2004). Got Game: How the Gamer Generation Is

Reshaping Business Forever. Harvard Business School Press.

Barab, S. A., Gresalfi, M. S., & Ingram-Goble, A. (2010). Transformational play:
Using games to position person, content, and context. Educational Researcher,

39(7), 525-536.

Barab, S., Arici, A., & Jackson, C. (2012). Embedded design: Creating games that
fit. In S. Tobias & J. D. Fletcher (Eds.), Computer games and instruction (pp. 305—
328). Charlotte, NC: Information Age Publishing.

Bancroft, T. (2006). Creating characters with personality. Clarkson Potter.

Bishop, R., Boo, S., Cruz, M. R., & Gadea, L. (2020). *Fundamentals of character
designs: How to create engaging characters for illustration, animation and visual

development™.

Carolyn, M. (2018). The psychology of fashion. Routledge.

85


https://doi.org/10.1016/j.jesp.2012.02.008

Chand, A. (2018). Habitus, tacit knowledge and design practice: The context of the

designer as illustrator.

Cohen-Almagor, R. (2021). Bullying, cyberbullying, and parental responsibility.
International Journal of Smart Security Technologies, 8(2), 1-20.

https://doi.org/10.4018/ijsst.2021070101

Cohen, J. (2001). Defining identification: A theoretical look at the identification of
audiences with media characters. Mass Communication & Society, 4(3), 245-264.

https://doi.org/10.1207/S15327825MCS0403_01

Coopersmith, S. (1967). The antecedents of self-esteem. W. H. Freeman.

Cheng, K.-H., & Tsai, C.-C. (2015). Color emotion and meaning in animation
character design. International Journal of Design, 9(2), 33-45.

http://www.1jdesign.org/index.php/lJDesign/article/view/1 860

Davis, G. (2006). Character design. RotoVision.

Dickey, M. D. (2015). Aesthetics and design for game-based learning: The
development of a model. New York, NY: Routledge.

Dwi Rahadianto, 1. (2021). Game simulasi manajemen produksi game dengan

metode agile development.

Dwi Rahadianto, I., & Radinska Deanda, T. (2022). Analisis Merril’s first
principles of instruction pada game edukasi Covid Fighter dengan pendekatan

formal element.

Edyburn, D. L. (2013). Inclusive technologies: Tools for helping diverse learners

achieve academic success. Pearson.

Eiseman, L. (2017). The complete color harmony: Pantone edition. Beverly, MA:
Rockport Publishers.

86


https://doi.org/10.4018/ijsst.2021070101
https://doi.org/10.1207/S15327825MCS0403_01
http://www.ijdesign.org/index.php/IJDesign/article/view/1860

Franco, J. (2020). Props and clothing. Dalam G. Garcia Rizo (Ed.), The
fundamentals of character design: How to create engaging characters for

illustration, animation & visual storytelling (hlm. 92—101). 3dtotal Publishing.

Fullerton, T. (2014). Game design workshop: A playcentric approach to creating
innovative games (3rd ed.). Boca Raton, FL: CRC Press.

Gauntlett, David. 2002. Media, Gender and Identity: An Introduction. London:
Routledge.

Granic, 1., Lobel, A., & Engels, R. C. M. E. (2014). The benefits of playing video
games. American Psychologist, 69(1), 66—78. https://doi.org/10.1037/a0034857

Gregory, J. F., & R. R.-P. (2017). The Cambridge handbook of creativity and

personality research. Cambridge University Press.

Gotz, K.-P. (2001). The impact of color on emotion. Hannover: University of

Applied Sciences and Arts.

Harder, J. (2023). Creative character design for games and animation: The ultimate

guide to creating unique and memorable heroes, villains, and sidekicks. Routledge.

Halbrook, Y. J., O’Donnell, A. T., & Msetfi, R. M. (2019). When and how video
games can be good: A review of the positive effects of video games on well-being.
Perspectives on Psychological Science, 14(6), 1096-1104.
https://doi.org/10.1177/1745691619863807

Heller, E. (2009). Psychology of color: How colors affect us and how they can be
used profitably. Gottingen: Verlag Hermann Schmidt.

Hem, S. (2020). Gesture and line of action. Dalam G. Garcia Rizo (Ed.), The
fundamentals of character design: How to create engaging characters for

illustration, animation & visual storytelling (hlm. 80-91). 3dtotal Publishing.

87


https://doi.org/10.1037/a0034857
https://doi.org/10.1177/1745691619863807

Holtzman, N. S., & Strube, M. J. (2013). People with dark personalities tend to
create a physically attractive veneer. Social Psychological and Personality Science,

4(4), 461-467. https://doi.org/10.1177/1948550612461284

Horton, D., & Wohl, R. (1956). Mass communication and para-social interaction:

Observations on intimacy at a distance. Psychiatry, 19(3), 215-229.

Islam, Md. T., Nahiduzzaman, K. Md., Why, Y. P., & Ashraf, G. (2010, October
1). Learning character design from experts and laymen. IEEE Xplore.

https://doi.org/10.1109/CW.2010.66

Isbister, K. (2006). Better game characters by design: A psychological approach.

San Francisco, CA: Morgan Kaufmann.

Juul, J. (2010). A Casual Revolution: Reinventing Video Games and Their Players.
MIT Press.

Karen, P. (2014). Mind what you wear: The psychology of fashion. Open University

Press.

Karyanti, M. P., & Aminudin, S. (2019). Cyberbullying & body shaming. Mitra
Media.

Kobayashi, S. (1991). Color image scale. Kodansha International.

Kowalski, R. M., Limber, S. P., & Agatston, P. W. (2012). Cyberbullying: Bullying
in the digital age. Wiley-Blackwell.

MacNeill, A. L., & DiTommaso, E. (2014). The developmental course of a

parasocial relationship.

Mayer, R. E. (2014). The Cambridge Handbook of Multimedia Learning (2nd ed.).

Cambridge University Press.

McKee, R. (1997). Character: The art of role and cast design for page, stage, and

screen. Methuen Publishing Limited.

88


https://doi.org/10.1177/1948550612461284
https://doi.org/10.1109/CW.2010.66

Miles, M. B., & Huberman, A. M. (1994). Qualitative data analysis: An expanded

sourcebook (2nd ed.). Sage Publications.

Morales, J. (2020). Research and reference. Dalam G. Garcia Rizo (Ed.), The
fundamentals of character design: How to create engaging characters for

illustration, animation & visual storytelling (hlm. 60—-69). 3dtotal Publishing.

Nabi, R. L. (2003). Exploring the framing effects of emotion: Do discrete emotions
differentially influence information accessibility, information seeking, and policy
preference? Communication Research, 30(2), 224-247.
https://doi.org/10.1177/0093650202250881

Natalia, E. C. (2016). Remaja, media sosial dan cyberbullying. Komunikatif, 5(2),
119-139. https://doi.org/10.33508/jk.v512.991

Nezlek, J. B., Feist, G. J., Wilson, F. C., & Plesko, R. M. (2001). Day-to-day
variability in empathy as a function of daily events and mood. Journal of Research

in Personality, 35(4), 401-423. https://doi.org/10.1006/jrpe.2001.2332

Patchin, J. W., & Hinduja, S. (2015). Measuring cyberbullying: Implications for
research. Aggression and Violent Behavior, 23, 69-74.
https://doi.org/10.1016/j.avb.2015.05.013

Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of game-based
learning. Educational Psychologist, 50(4), 258-283.
https://doi.org/10.1080/00461520.2015.1122533

Platt, G., & Armstrong, S. (2013). Game-Based Learning: Developing an Integrated
Model for an Engaging Classroom Experience. Miami University e-Learning

Publications.

Pratto, F., & Sidanius, J. (1994). Social dominance orientation: A personality
variable predicting social and political attitudes. Journal of Personality and Social

Psychology, 67(4), 741-763.

&9


https://doi.org/10.1177/0093650202250881
https://doi.org/10.33508/jk.v5i2.991
https://doi.org/10.1006/jrpe.2001.2332
https://doi.org/10.1016/j.avb.2015.05.013
https://doi.org/10.1080/00461520.2015.1122533

Putra, S., & Hastjarjo, S. (2022). The psychological meaning of color in character
design: A semiotic analysis. Humaniora, 34(1), 72-83.

https://doi.org/10.22146/jh.v3411.64757

Rogers, S. (2014). Level Up! The Guide to Great Video Game Design (2nd ed.).
Wiley.

Silver, S. (2017). The Silver Way: Techniques, Tips, and Tutorials for Effective
Character Design. Design Studio Press.

Schell, J. (2008). The art of game design: A book of lenses. CRC Press.

Schell, J. (2019). The art of game design: A book of lenses (3rd ed.). Boca Raton,
FL: CRC Press.

Selbo, J. (2016). Screenplay: Building story through character. Routledge.

Sticca, F., et al. (2015). The coping with cyberbullying questionnaire: Development
of a new measure. Societies, 5(2), 515-536. https://doi.org/10.3390/s0c5020515

Squire, K. (2008). Video game-based learning: An emerging paradigm for
instruction. Performance Improvement Quarterly, 21(2), 7-36.

https://doi.org/10.1002/piq.20020

Tanner, G. (2016). Babbling corpse: Vaporwave and the commodification of
ghosts. Zero Books.

Tremblay, K. (2017). Empathy Engines: Designing Characters for Emotional
Engagement, GDC.

Urrahmi, A., Rahmansyah, A., & Radinska Deanda, T. (2023). Perancangan game
edukasi “Probiotics” sebagai media pembelajaran peran probiotik pada kesehatan

sistem pencernaan.

Vandebosch, H., & Van Cleemput, K. (2008). Defining cyberbullying: A
qualitative research into the perceptions of youngsters. CyberPsychology &

Behavior, 11(4), 499-503. https://doi.org/10.1089/cpb.2007.0042

90


https://doi.org/10.22146/jh.v34i1.64757
https://doi.org/10.3390/soc5020515
https://doi.org/10.1002/piq.20020
https://doi.org/10.1089/cpb.2007.0042

Wait, C. (2022, April 7). Video games and mental health: Untapped potential.
FragHero. https://fraghero.com/video-games-and-mental-health/?form=MG0AV3

Whittaker, E., & Kowalski, R. M. (2014). Cyberbullying via social media. Journal
of School Violence, 14(1), 11-29. https://doi.org/10.1080/15388220.2014.949377

Whittaker, R. K. (2015). The Wiley handbook of psychology, technology, and
society. John Wiley & Sons.

Wijayanto, X. A., Fitriyani, L. R., & Nurhajati, L. (2019). Mencegah dan mengatasi
bullying di dunia digital. Deepublish.

Willard, N. E. (2007). Cyberbullying and cyberthreats: Responding to the challenge

of online social aggression, threats, and distress. Research Press.

Yoder, T. (2025, January 30). The psychology of character design. Medium.

https://medium.com/the-psychology-of-character-design

91


https://fraghero.com/video-games-and-mental-health/?form=MG0AV3
https://doi.org/10.1080/15388220.2014.949377
https://medium.com/the-psychology-of-character-design
https://medium.com/the-psychology-of-character-design
https://medium.com/the-psychology-of-character-design

