
 
 

50 
 

DAFTAR PUSTAKA 
 
 

 
Bourn, J. (2010, November 25). Color Meaning: Meaning of the Color Brown. 

Retrieved January 4, 2020, from bourncreative.com: 
bourncreative.com/meaning-of-the-color-brown 

Cartwright, M. (25, May 2013). Zeus. Retrieved January 3, 2020, from ancient.eu: 
ancient.eu/zeus 

Consalvo, M., & Dutton, N. (2006). Game Analysis: Developing a 
Methodological Toolkit for the Qualitative Study of Games. Retrieved 
December 3, 2019, from gamestudies.org: 
http://gamestudies.org/0601/articles/consalvo_dutton 

Creswell, J. W. (2003). Research Design: Qualitative, Quantitative, and Mixed 
Method Approaches - Second Edition. London: Sage Publications, Inc. 

Daly, K. N. (1992). Greek and Roman Mythology A to Z: Third Edition. New 
York: Chelsea House. 

Dewi S., N. R. (2018). Third Crusade and "Assassin's Creed: Bloodlines" Video 
Game Universe. ICOBEST 2018, 276-279. 

Dewi S., N. R. (2019). Life Reiteration in "Life is Strange" Video Game. 
ICOBEST-HSS 2019, 148-150. 

Domsch, S. (2013). Storyplaying: Agency and Narrative in Video Games. Berlin: 
De Gruyter. 

Fairfield, J. (2005). Virtual Property. Bloomington: Maurer School of Law: 
Indiana University. 

Fandom Inc. (2019, November 29). Tempest Helmet of the Thundergod. Retrieved 
from gamepedia.com: 
https://dota2.gamepedia.com/Tempest_Helm_of_the_Thundergod 

Ferber, M. (1999). A Dictionary of Literary Symbols. New York: Cambridge 
University Press. 

Frasca, G. (2003). Simulation versus Narrative: Introduction to Ludology. New 
York: Routledge. 



51 
 

 
 

Herdiansyah, H. (2010). Metodologi Penelitian Kuantitatif. Jakarta: Salemba. 

Hutcheon, L. (2006). Beginning to Theorize Adaptation. New York: Routledge. 

Lehdonvirta, V. (2009). Virtual Item Sales as a Revenue Model: Identifying. 
Electron Commer, 97-113. 

Martínez, B. R. (2017). Purchasing Behaviour on Aesthetic Items in Online Video 
Games with Real Currency. Uppsala: Uppsala University. 

Montfort, Nick;Perez, Rafael; Harrel, D. Fox; Campana, Andrew. (2013). Slant: A 
Blackboard System to Generate Plot, Figuration, and Narrative Discourse 
Aspects of Stories. Fourth International Conference on Computational 
Creativity (pp. 168-175). Sydney: The University of Sydney. 

Prince, G. (1987). A Dictionary of Narratology. Lincoln: University of Nebraska. 

Ramadhan, A. T. (2016). Narrative Formation Of Mass Effect 3 Video Game: A 
Future Narrative. Bandung: Universitas Komputer Indonesia. 

Reams, J. (2015). Characterization in Fiction. San Marcos: Honors College. 

Rusdiansyah, P., & Dewi S., N. R. (2019). Levelling as Functional Narrative on 
Diner Dash (2004). English Literature and Translation in Multicultural 
Perspectives in the 21st Century. Semarang: UNISSULA Press. 

Sari, H. K. (2017). Heroine Stereotype In Final Fantasy XIII Video Game. 
Bandung: Universitas Komputer Indonesia. 

Sembiring, M. F. (2018). Penelitian Komparatif Pada Visualisasi Karakter Dota2 
Dengan Karakter Makhluk Mitologi Yunani. Bandung: Universitas 
Komputer Indonesia. 

Sugiyono. (2009). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung: 
Alfabeta. 

Valve. (n.d.). Tempest Helm of the Thundergod Listings. Retrieved November 29, 
2019, from steamcommunity.com: 
https://steamcommunity.com/market/listings/570/Tempest%20Helm%20o
f%20the%20Thundergod 

Valve. (n.d.). Zeus. Retrieved November 11, 2019, from dota2.com: 
http://www.dota2.com/hero/zuus 



52 
 

 
 

Van Berlo, K., & Liblik, K.-C. (2016). The Business of Micro Transactions. 
Jönköping: Jönköping University. 

 

 
 


