Pola Konsumsi dan Pen?alaman Virtual In-game Purchase dalam Game Genshin Impact
VIDYA RAMADHANI, Prof. Dr. Irwan Abdullah, M.A.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

DAFTAR PUSTAKA

Adams, E. (2013). Fundamentals of game design (2nd ed). New York: New Riders
Publishing.

Appadurai, A., (1989) “Introduction: Commodities and The Politics of Value” dalam
Arjun Appadurai (ed), The Social Life of Things; Commodities in cultural
Perspective, (Cambridge: Cambridge University Press.

Baglin, S. "Random Numbers and Gaming" ART 108: Introduction to Games Studies
(2017).

Balakrishnan, J., & Griffiths, M.D., (2018), Loyalty towards online games, gaming
addiction, and purchase intention towards online mobile in-game features,
Computers in Human Behavior, doi: 10.1016/j.chb.2018.06.002.

Barker, Chris, (2005), Cultural Studies; Teori & Praktik, penerjemah Nurhadi, Cet.
I1, Yogjakarta: Kreasi Wacana

Baudrillard, J. (2004). Masyarakat Konsumsi. Trj Wahyunto. Yogyakarta: Kreasi.
Wacana

Budiman, K., (2002). Di Depan Kotak Ajaib; Menonton Televisi Sebagai Praktik
Konsumsi.Yogyakarta: Galang Press.

Cleghorn, J., & Griffiths, M. D. (2015). Why do gamers buy 'virtual assets'? An
insight in to the psychology behind purchase behaviour. Digital Education
Review, 27, 85-104.

Creswell, J. W. (2014). Reseach Design: Pendekatan, Kualitatif, Kuantitatif, dan
Mixed. Yogyakarta: Pustaka pelajar.

Cunningham,S., Engelstatter, B., & Ward, M.R., (2016). Violent Video Games and
Violent Crime, Southern Economic Journal, 82(4), 1247-1265 DOI:
10.1002/s0ej.12139.

Drell. L (2013). 9 mobile app KPIs to know. Mashable.com. Retrieved January 4,
2018, from: http://mashable.com/2013/09/04/mobile-app-
metrics/#R8zaxYBQQmay.

Fernback, J., & Thompson, B., (1995). Virtual Communities: Abort, Retry, Failure?
A version of this paper, entitled "Computer-Mediated Communication and

77


http://mashable.com/2013/09/04/mobile-app-metrics/#R8zqxYBQQmqy
http://mashable.com/2013/09/04/mobile-app-metrics/#R8zqxYBQQmqy

Pola Konsumsi dan Pen?alaman Virtual In-game Purchase dalam Game Genshin Impact
VIDYA RAMADHANI, Prof. Dr. Irwan Abdullah, M.A.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

the American Collectivity: The Dimensions of Community Within
Cyberspace,” was presented at the annual convention of the International
Communication Association, Albuquerque, New Mexico, May 1995,
https://www.rheingold.com/texts/techpolitix/ VCcivil.html

Hamari, J, Alha, K., & Kivikangas, J.M., (2017). Why do players buy in-game
content? An empirical study on concrete purchase motivations, Computers in
Human Behavior, Volume 68, March, 538-546,
https://doi.org/10.1016/j.chb.2016.11.045

Hamari, J. (2015). Why do people buy virtual goods? Attitude toward virtual good
purchases versus game enjoyment. International Journal of Information
Management, 35(3), 299-308.

Harambam, J., Aupers, S., & Houtman, D., (2011). Game over? Negotiating modern
capitalism in virtual game worlds, European Journal of Cultural Studies
14(3) 299-319, co.uk/journalsPermissions.nav, DOl:
10.1177/1367549410393232

Hersko, T. (2020). https://www.indiewire.com/2020/12/genshin-impact-video-game-
industry-analysis-1234603048/

Hine, Christine (2000). Virtual Ethnography, London: Sage Publication.

Ho, C. H.,, & Wu, T. Y. (2012). Factors affecting intent to purchase virtual goods in
online  games. International ~ Journal  of  Electronic  Business
Management, 10(3).

Horst, H.A., & Miller, D., (2012), Digital Anthropology. London: Berg

Hsiao, K. L., & Chen, C. C. (2016). What drives in-app purchase intention for mobile
games? An examination of perceived values and loyalty. Electronic
Commerce Research and Applications, 16, 18-29.

Jannah, M., (2016). Remaja dan Tugas-Tugas Perkembangannya dalam Islam, Jurnal
Psikoislamedia, Volume 1, Nomor 1, April, 243-255

King, D. L., & Delfabbro, P. H. (2018a). Video game monetization (eg, ‘Loot
Boxes’): A Dblueprint for practical social responsibility measures.
International Journal of Mental Health and Addiction, 1-14.
https://doi.org/10.1007/s11469-018-0009-3.

Kiraly, O., Nagygyorgy, K., Griffiths, M. D., & Demetrovics, Z. (2014). Problematic
online gaming. In K. P. Rosenberg & L. Curtiss Feder (Eds.), Behavioral

78


https://www.rheingold.com/texts/techpolitix/
https://www.sciencedirect.com/journal/computers-in-human-behavior
https://www.sciencedirect.com/journal/computers-in-human-behavior
https://www.sciencedirect.com/journal/computers-in-human-behavior/vol/68/suppl/C
https://doi.org/10.1016/j.chb.2016.11.045
https://www.indiewire.com/2020/12/genshin-impact-video-game-industry-analysis-1234603048/
https://www.indiewire.com/2020/12/genshin-impact-video-game-industry-analysis-1234603048/
https://doi.org/10.1007/s11469-018-0009-3

Pola Konsumsi dan Pen?alaman Virtual In-game Purchase dalam Game Genshin Impact
VIDYA RAMADHANI, Prof. Dr. Irwan Abdullah, M.A.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

addictions: Criteria, evidence, and treatment (pp. 61-97). Elsevier
Academic Press. https://doi.org/10.1016/B978-0-12-407724-9.00004-5

Li, W., Mills, D., & Nower, L., (2019). The relationship of loot box purchases to
problem video gaming and problem gambling, Addictive Behaviors 97, 27—
34, https://doi.org/10.1016/j.addbeh.2019.05.016.

Ménnikko, N., Billieux, J., & Kaéaridinen, M., (2015). Problematic digital gaming
behavior and its relation to the psychological, social and physical health of
Finnish adolescents and young adults, Journal of Behavioral Addictions
4(4), pp. 281-288 (2015) DOI: 10.1556/2006.4.2015.040.

Marcovitz, H. (2012). Online gaming and entertainment. San Diego, CA: Reference
Point Press.

Moeran, B., (2007). A Japanese Advertising Agency, an Anthropology of Media and
Markets, London: Routledge.

Moleong, L.J., (2012), Metode Penelitian Kualitatif, Bandung:PT.Remaja Rosda
Karya

Nieborg, D. (2016). From premium to freemium: The political economy of the app.
Social, Casual and Mobile Games, (The Changing Gaming Landscape),
233-236.

Novak, J. dan Levy, L. (2008). Play the game : The parent’s guide to video games.
Boston : Thomson course Technology PTR

Novrialdy, E., (2019) Kecanduan Game Online pada Remaja: Dampak dan
Pencegahannya, Buletin Psikologi, Vol. 27, No. 2, 148 — 158, DOI:
10.22146/buletinpsikologi.47402.

Novrialdy, E., Nirwana, H., & Ahmad, R. (2019). High school students understanding
of the risks of online game addiction. Journal of Educational and Learning
Studies, 2(2), 113-119

Oblinger, D., & Oblinger, J. L. (2005). Is it age or IT: First step toward understanding
the net generation. In Diana Oblinger & J. L. Oblinger (Eds.), Educating the
net generation. Washington D.C.: Educause.

Panteli, N., (2009). Virtual Social Networks: A New Dimension for Virtuality
Research, in Panteli, N., (edt) Virtual Social Networks, Mediated, Massive
and Multiplayer Sites, New York: Palgrave Macmillan.

79


https://psycnet.apa.org/doi/10.1016/B978-0-12-407724-9.00004-5
https://doi.org/10.1016/j.addbeh.2019.05.016

Pola Konsumsi dan Pen?alaman Virtual In-game Purchase dalam Game Genshin Impact
VIDYA RAMADHANI, Prof. Dr. Irwan Abdullah, M.A.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Petrides, K. V., & Furnham, A. (2000). On the dimensional structure of emotional
intelligence. Personality and Individual Differences, 29(2), 313-320.
Retrieved from www.elsevier.com/locate/paid.

Quandt, T. & Wimmer, J., (2009). The Social Impact of Online Games: The Case of
Germany, in Panteli, N., (edt) Virtual Social Networks, Mediated, Massive
and Multiplayer Sites, New York: Palgrave Macmillan.

Reid, A.J. (2014). Video Games as Popular Culture.  Medium.
https://medium.com/@ajreid93/video-games-as-popular-culture-
49d22adbd091

Roberts, K. (2009) Youth in Transition: Eastern Europe and the West, Palgrave
Macmillan, Basingstoke.

Russoniello, C. V., O’Brien, K., & Parks, J. M. (2009). The effectiveness of casual
video games in improving mood and decreasing stress. Journal of Cyber
Therapy & Rehabilitation, 2 (1), 53-66.

Sagara, S., & Masykur, A.M., (2018), Gambaran Online Gamer, Jurnal Empati,
April, Volume 7 (Nomor 2), halaman 418-424 .

Schweighauser, P., (2009), Doubly Real: Game Studies and Literary
Anthropology;or, Why We Play Games, Eludamos. Journal for Computer
Game Culture, 3 (2), p. 115-132

Soedjatmiko, H., (2008). Saya berbelanja, Maka Saya Ada. Yogykarta dan Bandung:
Penerbit Jalasutra.

Stearns, P.N., (2003). Consumerism in World History : the Global Transformation of
Desire. New York: Routledge.

Strinati, D. (2004). An introduction to theories of popular culture. Routledge.

Suzanne Naafs & Ben White, (2012), Generasi Antara: Refleksi tentang Studi
Pemuda Indonesia, Jurnal Studi Pemuda, Vol. | No. 2 September 2012, Hal:
89 -106.

Vincent Mosco (2009), The Political Economy of Communication, London: Sage
Publication

Yee, N., (2006). The Demographics, Motivations, and Derived Experiences of sers
of Massively Multi-User Online Graphical Environments. Presence, Vol. 15,
No. 3, pp. 309-329.

80


http://www.elsevier.com/locate/paid

Pola Konsumsi dan Pen?alaman Virtual In-game Purchase dalam Game Genshin Impact
VIDYA RAMADHANI, Prof. Dr. Irwan Abdullah, M.A.

Universitas Gadjah Mada, 2022 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Zendle D, Cairns P (2019) Correction: Video game loot boxes are linked to problem
gambling: Results of a large-scale survey. PLOS ONE 14(3):
e0214167. https://doi.org/10.1371/journal.pone.0214167

81


https://doi.org/10.1371/journal.pone.0214167

	DAFTAR PUSTAKA



