
DAFTAR PUSTAKA 

BUKU 

Barthes, Roland (2013). Mythologies: The Complete Edition with New Translation. Hill & 

Wang: New York City. 

Cavallaro, Dani (2010). Anime and the visual novel: narrative structure, design and play at the 

crossroads of animation and computer games. McFarland & Company. pp. 78–79 

Chandler, Daniel. (2002). Semiotics : the Basics. London: Routldge. 

De Saussure, Ferdinand. (2013). Course in General Linguistics. Bloomsbury Academic: 

London. 

Lebowitz, Josiah; Klug, Chris (2011). Interactive Storytelling for Video Games: a Player-

Centered Approach to Creating Memorable Charactrs and Stories. Burlington, MA. Pg 192. 

Vera, Nawiroh. (2014). Semiotika dalam Riset Komunikasi. Bogor: Ghalia Indonesia. 

 

JURNAL/SKRIPSI 

Agos Jr., Celso T., C. Mark. (2013). Game Development of Ibong Adarna Visual novel. 

International Journal of Scientific and Technology Research, Vol. 2 Issue 9, pg 259-266. 

Asrofah. (2014). Semiotik Mitos Roland Barthes Dalam Analisis Iklan di Media Massa. Jurnal 

SASINDO Vol. 2 No. 1 

Darojah, Inarotuzzakiyati. (2013). Nilai-nilai Moral Dalam Novel 5 CM (Kajian Semiotik 

Roland Barthes). E-prints Universitas Islam Negeri Wali Songo: Semarang 

Higuchi, Masataka; Isobe, Mayumi. (2001). Effects of Rhetorical Tactics in the Declaration of 

Love on the Development of Romantic Relationship. Hiroshima Psychological Research. Pg 

53-68. 

Iswidayati, Sri. (2006). Roland Barthes dan Mitologi. Imajinasi Volume 2 hlm 24-34 

Kojima, Nanae; Ota, Makoto. (2006). Factors Influencing Success and Failure of Confessing 

One’s Love. Hiroshima Psychological Research, Issue 6. Pg 71-85. 

Mariyanto, Tri; Jacky, M. (2014). Mitos dan Kritik dalam Iklan 3 (Analisis Semiologi Roland 

Barthes terhadap Mitos Kritis Iklan 3 Indie+). Paradigma Volume 2, Nomor 3. 

Okuda, Shigeto; Emi, Keiji. (2016). About the Market Extension of Novel Game and Related 

Game Made As E-book.  

Pah, Jemmy. (2018). Mitos Seksualitas dalam Iklan. Nyimak Journal of Communication Vol. 

2, No. 1.  

Pratiwi, Trieska; Sugandi, Mohammad. (2015). Analisis Semiotika Roland Barthes Terhadap 

Logo Calais Tea. E-Proceeding of Management, Vol 2 No 3. 

Kokuhaku dalam Visual Novel Sanoba Witch : Sebuah Analisa Semiotika
RONALDO ELEVIERY A, Robi Wibowo, S.S., M.A.
Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/



Rajiyem; Setianto, Widodo. (2004). Konstruksi Budaya Dalam Iklan: Analisis Semiotik 

terhadap Konstruksi Budaya dalam Iklan “Viva Mangir Beauty Lotion”. Jurnal Humaniora 

Volume 16, No. 2, halaman 155-167. 

Riwu, Asnat; Pujiati, Tri. (2018). Analisis Semiotika Roland Barthes Pada Film 3 Dara 

(Kajian Semiotika). DEIKSIS, Vol 10 No 03. 

Septiana, Rina. (2019). Makna Denotasi, Konotasi, dan Mitos dalam Film Who am I Kein 

System Ist Sicher (Suatu Analisis Semiotik). Universitas Sam Ratulangi: Manado. 

Sudarto, Anderon; Senduk, Jhony. (2015). Analisis Semiotika Film “Alangkah Lucunya 

Negeri Ini”. Journal “Acta Diurna” Volume IV No. 1. 

 

SITUS INTERNET 

[1]Asano, Vie. (2014). Mengenal Seni dan Fakta Seputar Kokuhaku, Budaya Menyatakan Cinta 

di Jepang. Diakses melalui https://japanesestation.com/lifestyle/life-relationship/mengenal-

seni-dan-fakta-seputar-kokuhaku-budaya-menyatakan-cinta-di-jepang. Diakses pada 18:22, 23 

Oktober 2020 

Fadly, Akhmad. (2009). Semiotika(?). Diakses melalui 

https://binus.ac.id/malang/2020/10/semiotika. Diakses pada 20:03, 23 Oktober 2020 

Japan Info. (2017). Kokuhaku, Seni Mengungkapkan Cinta Orang Jepang!. Diakses melalui 

https://jpninfo.com/id/1149. Diakses pada 18:33, 19 Oktober 2020. 

[2] [3]Kanzaki, Natsume. (2001). 正しい告白とは. Diakses melalui 

https://misyu.jp/love/4818/, diakses pada 19:21, 23 Oktober 2020 

Mui, Alex. (2011). The visual novel medium proves it worth on the battlefield of narrative art. 

Diakses melalui https://www.jhunewsletter.com/article/2011/11/the-visual-novel-medium-

proves-its-worth-on-the-battlefield-of-narrative-arts-16068. Diakses pada tanggal 12 

September 2021. 

Spike Chunsoft, 株式会社スパイク・チュンソフト. Diakses melalui http://www.spike-

chunsoft.co.jp/. Diakses pada 10:03, 1 November 2020 

PERMAINAN/VIDEO GAME 

Sanoba Witch 「サノバウイッチ」. (2015). YuzuSoft. 

Final Fantasy VII. (1997). Square Enix. 

Ren’ai, Karichaimashita. (2019). Asa Project. 

 

Kokuhaku dalam Visual Novel Sanoba Witch : Sebuah Analisa Semiotika
RONALDO ELEVIERY A, Robi Wibowo, S.S., M.A.
Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

https://japanesestation.com/lifestyle/life-relationship/mengenal-seni-dan-fakta-seputar-kokuhaku-budaya-menyatakan-cinta-di-jepang
https://japanesestation.com/lifestyle/life-relationship/mengenal-seni-dan-fakta-seputar-kokuhaku-budaya-menyatakan-cinta-di-jepang
https://binus.ac.id/malang/2020/10/semiotika
https://jpninfo.com/id/1149
https://misyu.jp/love/4818/
https://www.jhunewsletter.com/article/2011/11/the-visual-novel-medium-proves-its-worth-on-the-battlefield-of-narrative-arts-16068
https://www.jhunewsletter.com/article/2011/11/the-visual-novel-medium-proves-its-worth-on-the-battlefield-of-narrative-arts-16068
http://www.spike-chunsoft.co.jp/
http://www.spike-chunsoft.co.jp/

