
 

 

xiv 
Perancangan Character Designer…, Nicolash T. Napitupulu, Universitas Multimedia Nusantara  

 

DAFTAR PUSTAKA 

 

Auernhammer, J., & Ford, C. (2022). What is Design? The Semantic Core and 

Periphery of Design Definitions.  

 https://www.researchgate.net/publication/359742927_What_is_Design_Th

e_Semantic_Core_and_Periphery_of_Design_Definitions  

Brown, T. (2008). Design Thinking. Harvard Business Review, 86, 84-92. 

https://www.researchgate.net/publication/5248069_Design_Thinking 

Denison, R. (2023). Introduction: The Industrial World of Studio Ghibli. In Studio 

Ghibli: An Industrial History (pp. 1-29). Cham: Springer International 

Publishing. 

 https://scholar.archive.org/work/dlzjpmrlsbfg7ekbpi37isqtia/access/wayba

ck/http://journal.binus.ac.id/index.php/Humaniora/article/download/3093/

2479   

Kuntjara, H., & Almanfaluthi, A. (2021). Character Design in Games Analysis of 

Character Design Theory. 

https://doi.org/10.21512/jggag.v2i2.7197 

Suwason, A., A. (2022). Konsep Art Dalam Desain Animasi. 

 https://doi.org/10.24821/dkv.v10i1.1765 

Suharyanti, C., Murtini, W., & Susilowati, T. (n.d.). Pengaruh Proses Pembelajaran 

dan Program Kerja Praktek Terhadap Pengembangan Soft Skills 

Mahasiswa.  

 https://media.neliti.com/media/publications/118291-EN-pengaruh-proses-

pembelajaran-dan-program.pdf 

 

 


