
 

87 
Pemaknaan Pemain Game…, Thalia Annisa Humaira, Universitas Multimedia Nusantara 

DAFTAR PUSTAKA 
 
 

 

Afneta, A. P. (2018). Komodifikasi Kebertubuhan Perempuan dalam Wacana 

Erotika dan Pornografi pada Tayangan Televisi. Jurnal Komunikasi Indonesia, 

4(2). https://doi.org/10.7454/jki.v4i2.8892 

Anderson, K. E. (2015). Ask Me Anything: What is Reddit? 

https://doi.org/10.7282/T3D220BR 

Andini, A. N. (2018). Cosplay, Gender Performativity, and Rape Culture: 

Analyzing Female-to-Male Crossplay Practice in Indonesia. 

Aptika Kominfo. (2022). IGDX 2022 Picu Daya Saing Pengembang Game Lokal. 

Behm-Morawitz, E., & Mastro, D. (2009). The effects of the sexualization of 

female video game characters on gender stereotyping and female self-concept. 

Sex Roles, 61(11–12), 808–823. https://doi.org/10.1007/s11199-009-9683-8 

Bloom, J. D. (2017). Global Masculinities Ities S Reading The Male Gaze In 

Literature And Culture Studies In Erotic Epistemology. Retrieved from 

http://www.springer.com/series/15013 

Bogdan, R. C., Biklen, S. K., New, B., San, Y., Mexico, F., Montreal, C., … 

Sydney, T. (2007). Qualitative Research for Education an Introduction to 

Theory and Methods Fifth Edition. Retrieved from www.ablongman.com 

Burnay, J., Bushman, B. J., & Larøi, F. (2019). Effects of sexualized video games 

on online sexual harassment. Aggressive Behavior, 45(2), 214–223. 

https://doi.org/10.1002/ab.21811 

Casanova, E. M. de, Brenner-Levoy, J., & Weirich, C. (2021). All the World’s a 

Con: Frontstage, Backstage, and the Blurred Boundaries of Cosplay. Symbolic 

Interaction, 44(4), 798–818. https://doi.org/10.1002/symb.533 

Clement, J. (2024). Global Genshin Impact app downloads 2020-2024. 

Statista.Com. Retrieved from 

https://www.statista.com/statistics/1251724/genshin-impact-number-of-

downloads-worldwide/ 

Corradini, E., Ursino, D., Virgili, L., & Nocera, A. (2021). Investigating The 

Phenomenon of NSFW Posts in Reddit. 

Creswell, J. W., & Creswell, J. D. (2023). Research Design: Qualitative, 

Quantitative, and Mixed Methods Approaches. 

Crisostomo, L. (2018). Anime Is Culture: What’s The Deal With Fan Service? 

Retrieved from https://otakuohana.com/2018/01/27/anime-is-culture-whats-

the-deal-with-fan-service/ 

Denzin, N. K., & Lincoln, Y. S. (2018). The SAGE Handbook of Qualitative 

Research. Los Angels. 

Dietz, T. L. (1998). An Examination of Violence and Gender Role Portrayals In 

Video Games: Implications For Gender Socialization And Aggressive 

Behavior. Sex Roles, 38(5). 

Dihni, V. A. (2022). Jumlah Gamers Indonesia Terbanyak Ketiga Di Dunia. 

Retrieved from 

https://databoks.katadata.co.id/datapublish/2022/02/16/jumlah-gamers-

indonesia-terbanyak-ketiga-di-dunia 



 

88 
Pemaknaan Pemain Game…, Thalia Annisa Humaira, Universitas Multimedia Nusantara 

Dworkin, S., & Wachs, F. (2009). Body Panic: Gender, Health, and the Selling of 

Fitness. 

Ellsworth, A. (2018). I’m Not Your Waifu: Sexual Harassment and Assault in 

Cosplay, Anime & Comic Conventions Anime & Comic Conventions. 

Retrieved from http://library.ucf.edu 

Erdur, N. (2022). Gender in Genshin Impact: A Corpus-Assisted Discourse 

Analysis. Retrieved from 

http://langedutech.comTurkey;https://orcid.org/0000-0002-1429-6725 

Fadhillah, A. N., Hendriani, W., Alfian, I. N., Apsari, D. A., Akbar, M. T., 

Khairunnisa, N., & Maryati, P. (2022). Pengalaman Pelecehan Seksual Laki-

Laki: Studi Fenomenologis Pada Driver Online. Jurnal Diversita, 8(1), 22–

31. https://doi.org/10.31289/diversita.v8i1.5017 

Firdaus, Y., Pebrianti, Y., & Andriyani, T. (2019). Pengaruh Kecanduan Game 

Online Terhadap Perilaku Konsumtif Siswa Pengguna Game Online. Jurnal 

Riset Terapan Akuntansi Politeknik Negeri Sriwijaya. 

Given, L. M. (2008). Qualitative Research Meethods. 

Gray, K. (2015). Let Me Get Something Off My Chest About Boob Physics in Video 

Games. Retrieved from 

https://www.theguardian.com/technology/2015/jan/21/boobs-breasts-

physics-video-game 

Hartarini, Y. M., & Santoso, I. H. (2022). Whistleblowing Pelecehan Seksual Di 

Tempat Kerja: Diferensiasi Antara Pria Dan Wanita, 19(2), 114–126. 

https://doi.org/10.25170/jm.v19i2.3517 

Hernandez, D. B. (2021). Gaze goes beyond. How the male gaze took over modern 

video games. 

Hillman, J. (2000). Sexuality And Aging: Clinical Perspectives. 

Hoyolab.com. (2023). Look So Similar Each Other. 

Hoyoverse. (2020). Genshin Impact Official Website. Retrieved 10/12/2023 from 

https://genshin.hoyoverse.com/en/home 

Hoyoverse. (2023). The Six Faces of Wisdom. Retrieved 04/29/2024 from 

https://act.hoyoverse.com/ys/event/e20230113alhaitham-mayqbr/index.html 

Hoyowiki. (2023). Welcome to Genshin Impact Hoyowiki! Retrieved 05/25/2024 

from 

https://wiki.hoyolab.com/pc/genshin/home?bbs_presentation_style=fullscree

n&utm_source=hoyolab&utm_medium=tools&utm_id=2&lang=en-

us&bbs_theme=dark&bbs_theme_device=1 

Jose, A. (2017). Literary Herald Male and Female Gaze in Bollywood Films Male 

and Female Gaze in Bollywood Films. Retrieved from www.TLHjournal.com 

Komnas Perempuan. (2019). Pernyataan Sikap Komnas Perempuan atas Putusan 

Mahkamah Agung yang Menolak Peninjauan Kembali (PK) Korban 

Kekerasan Seksual. 

Kowert, R., & Quandt, T. (2020). The Video Game Debate 2: Revisiting The 

Physical, Social, and Psychological Effects of Video games. The Video Game 

Debate 2. Routledge. https://doi.org/10.4324/9780429351815 



 

89 
Pemaknaan Pemain Game…, Thalia Annisa Humaira, Universitas Multimedia Nusantara 

Kumoro, N. L. (2017). Representasi Sensualitas Karakter Perempuan Dalam 

Game Online (Analisis Semiotika Tentang Sensualitas Pada Karakter Heroes 

Perempuan Dalam Game Online DOTA 2). 

Kurniasari, N. D. (2015). Sex Role, Bias Gender Dan Pekerjaan, 8(1), 47–54. 

Retrieved from http://journal.trunojoyo.ac.id/pamator 

Lai, Z., & Liu, T. (2024). “Protecting our female gaze rights”: Chinese Female 

Gamers’ and Game Producers’ Negotiations with Government Restrictions on 

Erotic Material. Games and Culture, 19(1), 3–23. 

https://doi.org/10.1177/15554120231151300 

Lehman, P. (2007). Running Scared Masculinity and the Representation of the Male 

Body. 

Lethbridge, S. D. (2022). Level Up: Examining The Effects Of Sexualized Video 

Game Characters Game Characters. Retrieved from 

https://firescholars.seu.edu/honors 

Li, X. (2020). How powerful is the female gaze? The implication of using male 

celebrities for promoting female cosmetics in China. Global Media and China, 

5(1), 55–68. https://doi.org/10.1177/2059436419899166 

Lichtenberg, J. D. (2008). Sensuality and Sexuality Across the Divide of Shame 

(Joseph D. Lichtenberg). 

Lin, Q. (2021). “Nisu” Culture in Chinese Fandom Under the Rise of Female Gaze-

A Word of Honor (2021) Case Study. 

Maria, R. (2015). Representasi Sensualitas Perempuan Dalam Video Game (Studi 

Analisis Semiotika Tentang Representasi Sensualitas Perempuan Dalam 

Video Game Seven Sin). 

McDonald, H. (2017). Digital Love: Romance and Sexuality in Video Games. 

McQuail, D., & Deuze, M. (2020). McQuail’s Media and Mass Communication 

Theory. SAGE Publication. 

Miles, M. B., Huberman, M., & Saldana, J. (2014). Qualitative Data Analysis: A 

Methods Sourcebook. 

Miranti, A., & Sudiana, Y. (2021). Pelecehan Seksual Pada Laki-Laki Dan 

Perspektif Masyarakat Terhadap Maskulinitas (Analisis Wacana Kritis 

Norman Fairclough) Sexual Harassment of Men and Society’s Perspective on 

Masculinity (Norman Fairclough Critical Discourse Analysis). Retrieved 

from http://journal.ubm.ac.id/ 

Mou, Y., & Peng, W. (2009). Handbook of research on effective electronic gaming 

in education. Information Science Reference. 

Mulvey, L. (1973). Visual Pleasure and Narrative Cinema. 

Mulyana, D. (2013). Metodologi penelitian kualitatif : Paradigma baru ilmu 

komunikasi dan ilmu sosial lainnya. 

Mwedzi, D. (2021). On Subversion: A Critical Assessment of the Male Gaze in 

Contemporary Film and Video Games. Liberated Arts: A Journal for 

Undergraduate Research (Vol. 8). Retrieved from 

https://ojs.lib.uwo.ca/index.php/lajur 

Neuman, W. L. (William L. (2014). Social research methods : qualitative and 

quantitative approaches. 



 

90 
Pemaknaan Pemain Game…, Thalia Annisa Humaira, Universitas Multimedia Nusantara 

Novianti, D., Sigit, D., Program, T., Ilmu, S., Upn, K., & Yogyakarta, V. (2015). 

Studi Resepsi terhadap Komersialisasi Perempuan Dalam Industri 

Pertelevisian di Indonesia. 

Pasaribu, A. L., & Pramiyanti, A. (2023). Objektifikasi dan Konstruksi Cantik pada 

Tubuh Perempuan dalam Akun Instagram @ugmcantik dan @unpad.geulis. 

Persada, S. I. P. (2020). Analisis Visual Gim Cuphead. Visualita, 8(2), 61–74. 

https://doi.org/10.33375/vslt.v8i2.2666 

Phinta, S., & Kusciati, K. P. (2019). Running head: Sexualization of Male Body 108 

The Sexualization of Male Body in Perfume Advertisements in the. 

Pilipovic, S. (2022, March 9). How many people play Genshin Impact? — 2024 

statistics. Retrieved 06/06/2024 from https://levvvel.com/genshin-impact-

statistics/ 

Putri, S. W., & Nawangsih, E. (2023). Pengaruh Gaya Kelekatan terhadap Perilaku 

Cybersex pada Emerging Adulthood di Indonesia. Bandung Conference 

Series: Psychology Science, 3(2), 991–997. 

https://doi.org/10.29313/bcsps.v3i2.7612 

Raco, J. R. (2010). Metode Penelitian Kualitatif. 

Ragin, C. C., & Amoroso, L. (2011). Constructing Social Research: The Unity and 

Diversity of Method (2nd ed.). 

Rahardjo, H., Pd, S., & Pd, M. (2021). Different Personality Nuances Caused by 

Translation Differences (Semantic Analysis of Fictional Characters 

Personality Differences Caused By Japanese and English Dialogue 

Translation in Genshin Impact). 

Ramdhani, A., Ramdhani, M. A., & Amin, A. S. (2014). Writing a Literature 

Review Research Paper: A step-by-step approach. Retrieved from 

www.insikapub.com 

Rugg, D. (2010). An Introduction to Triangulation. 

Santika, E. F. (2024). 10 Game Online yang Paling Banyak Dimainkan Gen Z dan 

Milenial Indonesia. Retrieved from 

https://databoks.katadata.co.id/datapublish/2024/06/05/10-game-online-

yang-paling-banyak-dimainkan-gen-z-dan-milenial-indonesia 

Sarkar, S., & Banerjee, S. (2023). Omega Chronicles: Mapping the Landscape of 

Violence in Japanese Manga. Retrieved from 

www.researchgate.net/publication/334416746_Male_Homosexuality_in_Jap

an. 

Sarwono, J. (2006). Metode Penelitian Kuantitatif & Kualitatif. 

Skowronski, M., Busching, R., & Krahé, B. (2021). Predicting Adolescents’ Self-

Objectification from Sexualized Video Game and Instagram Use: A 

Longitudinal Study. Sex Roles, 84(9–10), 584–598. 

https://doi.org/10.1007/s11199-020-01187-1 

Snyder, H. (2019). Literature review as a research methodology: An overview and 

guidelines. Journal of Business Research, 104, 333–339. 

https://doi.org/10.1016/j.jbusres.2019.07.039 

Stake, R. E. (1995). The Art of Case Study Research. 

Sugiyono. (2013). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. 



 

91 
Pemaknaan Pemain Game…, Thalia Annisa Humaira, Universitas Multimedia Nusantara 

Suyanto, B., & Sutinah. (2005). Metode Penelitian Sosial Berbagai Alternatif 

Pendekatan. 

Sylver, M. (1995). Passion, Profit & Power: Reprogram Your Subconscious Mind 

to Create the Relationships, Wealth, and Well-being that You Deserve. 

Tassi, P. (2021). You Think ‘Genshin Impact’ Is Pay-To-Win Gacha Anime Trash; 

You Are Wrong. 

Tjokrodinata, C., Bangun, C. R., Dinansyah, F., & Farmita, A. R. (2022). Gamers 

with Different Ability and the role of EAI (E-Sports Ability Indonesia). Jurnal 

Interaksi : Jurnal Ilmu Komunikasi, 6(1). 

https://doi.org/10.30596/interaksi.v6i1.8162 

Tompkins, J. E., & Martins, N. (2022). Masculine Pleasures as Normalized 

Practices: Character Design in the Video Game Industry. Games and Culture, 

17(3), 399–420. https://doi.org/10.1177/15554120211034760 

Tuchman, G. (1979). Women’s Depiction by the Mass Media. Signs: Journal of 

Women in Culture and Society, 4(3), 528–542. https://doi.org/10.1086/493636 

Valentowitsch, J. (2024). Does sex sell? Gender representation, sexualization, and 

violence on video game covers and their impact on sales, 41(1), 27–42. 

https://doi.org/10.54155/jbs.41.1.27-42 

Vollmer, C., Randler, C., Horzum, M. B., & Ayas, T. (2014). Computer game 

addiction in adolescents and its relationship to chronotype and personality. 

SAGE Open, 4(1). https://doi.org/10.1177/2158244013518054 

Wanderer.moe. (2023). Genshin Impact Splash Art. 

We Are Social. (2022, July 20). Social Media Use Reaches New Milestone. 

Wrona, D. (2018). Cosplay In The Perspective of Rape Culture. Context, Origins 

and Conditions. 

Yin, R. K. (2018). Case Study Research and Applications. Sixth Edition. 

Yuwono, A. I. (2022). Perempuan Dalam Video Gim Representasi Perempuan 

Dalam Dead or Alive 6. Jurnal Ilmu Komunikasi (Vol. 11). 

Zahra, F. A., Putri, T. M., Fadhli, M., & Ikhram, D. (2023). Analisis Karakter 

Raiden Shogun Dalam Game Genshin Impact Melalui Perspektif Male Gaze. 

Seminar Nasional Desain dan Media. 

Zurbriggen, E. L., Collins, R. L., Lamb, S., Tomi-Ann Roberts, E., Tolman, D. L., 

Monique Ward, E. L., & Blake, J. (2007). Report of the APA Task Force on 

the Sexualization of Girls: Executive Summary Report of the APA Task Force 

on the Sexualization of Girls Executive Summary APA Task Force on the 

Sexualization of Girls Members. Retrieved from 

www.apa.org/pi/wpo/sexualization.html 

Zvi, L. (2022). The Double Standard Toward Female and Male Victims of Non-

consensual Dissemination of Intimate Images. Journal of Interpersonal 

Violence, 37(21–22), NP20146–NP20167. 

https://doi.org/10.1177/08862605211050109 

  

  


