
 

 

 

 

38 
Perwujudan Visual Transformasi…, Raquel Valens, Universitas Multimedia Nusantara 

 

6. DAFTAR PUSTAKA 

Aisha, Toksanbayeva. (2024). Game characters as a narrative tool: an analysis of the 

influence of visual design on the development of the storyline in the game. 

Инженерлік графика мен кәсіби білім проблемалары, 73(2):57-66. doi: 

10.32523/2220-685x-2024-73-2-57-66 

Dwan, Kumara, Tyagi., Fitri, Murfianti. (2021). Analisis visual karakter sri asih 

celestialgoddess dengan teori manga matrix. doi: 

10.33153/sanggitarupa.v1i2.4169 

Egri, L. (1972). The Art of Dramatic Writing: Its Basis in the Creative Interpretation 

of Human Motives. New York: Touchstone. 

Hentilä, A. (2019). Designing Fantasy Creatures for a Visual Novel. (Skripsi 

Sarjana, South-Eastern Finland University of Applied Sciences, 2019) 

Islam, Md., Nahiduzzaman, K., Why, Y. P., & Ashraf, G. (2010). Learning character 

design from experts and laymen. In Proceedings of the 2010 International 

Conference on Cyberworlds (CW 2010) (pp. 134-141). IEEE. 

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

Iqbal, M., & Patria, A. (2023). Analisis karakter game Honkai Impact 3rd Darkbolt 

Jonin: Yae Kasumi. BARIK - Jurnal S1 Desain Komunikasi Visual, 5(1), 

276–286. 

Jean, d'Amour, Muziki. (2022). Figure. doi: 10.6084/m9.figshare.21405087 

Maliyyaa, H., Fami, A., Paramita, A. G., & Valentina, S. D. (2024). Analisis desain 

karakter dalam ebook Desa Sambeng menggunakan metode Manga Matrix. 

DeKaVe, 17(1), Januari–Juni 2024. 

Muhdaliha, B., & Arlena, W. M. (2017). Malay, China, and India ethnicities 

representation (Case study: Etnography and manga matrix analysis, on Upin 

Ipin animation character). WACANA: Jurnal Ilmiah Ilmu Komunikasi, 

16(1), 15-26. https://doi.org/10.32509/wacana.v16i1.10 



 

 

 

 

39 
Perwujudan Visual Transformasi…, Raquel Valens, Universitas Multimedia Nusantara 

 

Nasution, U. K., Nasrullah, M. F. A., Prasetyaningsih, S., & Rahmi, A. (2023). 

Pembuatan desain karakter animasi 2D “Terjebak Hoaks” dalam bentuk 

vektor. Journal of Applied Multimedia and Networking (JAMN, 7(1), 73. 

http://jurnal.polibatam.ac.id/index.php/JAMN 

Prasetya, X. F. S., & Anggapuspa, M. L. (2022). Analisis visual desain karakter Xiao 

dalam game Genshin Impact. BARIK - Jurnal S1 Desain Komunikasi Visual, 

4(2), 185-198. 

Sevim, Karaalioğlu., Z., Sayın. (2022). Investigation of character designs in context 

of visual impact item. The Turkish Online Journal of Design, Art and 

Communication, 12(3), 856-869. doi: 10.7456/11203100/020 

Smithsonian National Air and Space Museum. (n.d.). Breeches, dress, Regia 

Aeronautica (Felice Figus). Smithsonian Institution. Retrieved December 

21, 2024, from https://airandspace.si.edu/collection-objects/breeches-dress-

regia-aeronautica-felice-figus/nasm_A20110384000 

Smithsonian National Air and Space Museum. (n.d.). Trousers, flying, Regia 

Aeronautica. Smithsonian Institution. Retrieved December 21, 2024, from 

https://airandspace.si.edu/collection-objects/trousers-flying-regia-

aeronautica/nasm_A19790118000 

Stead, L., Reall, P., Goulev, P., Evans, C., & Mamdani, E. (2004). The emotional 

wardrobe. Personal and Ubiquitous Computing, 8(3-4), 282–290. 

https://doi.org/10.1007/s00779-004-0289-4 

Tillman, B. (2011). Creative character design. Focal Press. 

Yu, K. L., & Tsao, Y. C. (2022). A study of character design method. The 

International Journal of Organizational Innovation, 15(1), 75. 

https://www.ijoi-online.org/ 

  

  

https://airandspace.si.edu/collection-objects/breeches-dress-regia-aeronautica-felice-figus/nasm_A20110384000
https://airandspace.si.edu/collection-objects/breeches-dress-regia-aeronautica-felice-figus/nasm_A20110384000
https://airandspace.si.edu/collection-objects/trousers-flying-regia-aeronautica/nasm_A19790118000
https://airandspace.si.edu/collection-objects/trousers-flying-regia-aeronautica/nasm_A19790118000
https://airandspace.si.edu/collection-objects/trousers-flying-regia-aeronautica/nasm_A19790118000

