DAFTAR PUSTAKA
Buku

Berridge, G. R., James, Alan. 2012. A Dictionary of Diplomacy, 2nd Edition. New York:
Palgrave Macmillan.

Couloumbis, Theodore, Wolfe, James. 2004. Pengantar Hubungan Internasional Keadilan

dan Power. Jakarta : Putra Abardin.

Cummings, Jr Milton C. 2003. Cultural Diplomacy and the United States Government: A
Survey. Washington, D.C: Center for Arts and Culture.

Darmayadi, Andrias, Dewi Triwahyuni, Budi Mulyana, dan Sylvia Octa Putri. 2015.

Mengenal Studi Hubungan Internasional. Bandung: Zavara.

Djelantik, Sukawarsini. 2017. Diplomasi Antara Teori Dan Politik. Yogyakarta: Graha

IImu.

Jackson dan Sorensen. 2009. Introduction to International Relations: Theories and

Approach. Oxford. Oxford University Press.
Johari, J.C. 2009. Principles of Modern Political Science. New Delhi: Sterling Publisher.
Moleong, Lexy J. 2012. Metodologi Penelitian Kualitatif. Bandung: Remaja Rosdakarya.
Nye, Joseph Samuel Jr. 2008. Soft Power and Higher Education. Harvard University

Robinson, Nick. (2012) Have You Won the War on Terror? Military Videogames and the
State of American Exceptionalism. Millennium 43(2): 450-470.

Roy. S.L, 2006. Diplomasi 4th edition. Jakarta: Rajawali Press.

Shoelhi, Mohammad. 2018. Diplomasi: Praktik Komunikasi Internasional. Bandung:

Simbiosa Rekatama Media.

Warsito, Tulus, Kartikasari, Wahyuni. 2007. Diplomasi kebudayaan: konsep dan relevansi

bagi negara berkembang: studi kasus Indonesia.Yogyakarta: Ombak.

Jurnal dan Karya lImiah

111



112

Cao, Yong, dan John D.H. Downing. 2008. The Realities of Virtual Play: Video Games
and Their Industry in China. Media, Culture & Society. 30(4), 515-529.

Chadijah Isfariani Igbal. 2016. Budaya Populer Game Pokemon GO Sebagai Soft
Diplomacy Jepang. Melalui http://ejournal.undip.ac.id/index.php/izumi

Dewi, T, M, Yanyan. 2018. Dampak Pembangunan Cyberpower Tiongkok Terhadap
Kepentingan Amerika Serikat. Melalui
https://ojs.unikom.ac.id/index.php/jipsi/article/view/883

Ding, Sheng. 2014. Chinese Soft Power and Public Diplomacy. An Analysis of China’s
New Diaspora Engagement Policies in the Xi Era. Bloomsburg University of

Pennsylvania

Fitriani, E. 2018. Indonesian perceptions of the rise of China: dare you, dare you not. The
Pacific Review. 31(3): 391-405.

Flew, Terry. 2016. Entertainment media, cultural power, and post-globalization: The case

of China’s international media expansion and the discourse of soft power.

Melalui https://journals.sagepub.com/doi/full/10.1177/2059436416662037

Gough, C. 2019. Number of gamers worldwide 2021. Melalui

https://www.statista.com/statistics/748044/number-video-gamers-world/

Greenfield, G. 2004. Writing the history of the future: The killing game. The Asia-Pacific
Journal: Japan Focus. Melalui http://apjjf.org/-Gerard-
Greenfield/2130/article.html

Gurung A, Prater E. 2006. A Research Framework for the Impact of Cultural Differences
on IT Outsourcing. J. Glo. Info. Technol

Herlijanto, Johanes. 2017. Public Perceptions of China in Indonesia: The Indonesia
National Survey. ISEAS, 89.

Lee HW. 2006. International human resource management can be achieved through

cultural studies and relevant training. The Business Review, 5(2): 95.
Leonard, Mark. 2002. Public Diplomacy. London. Foreign Policy Center

Puji, Wishnu. 2019. Soft Power Jepang Di Dalam Anime Samurai Champloo Sebagai

Bentuk Diplomasi Kebudayaan.


http://ejournal.undip.ac.id/index.php/izumi
https://ojs.unikom.ac.id/index.php/jipsi/article/view/883
https://journals.sagepub.com/doi/full/10.1177/2059436416662037
https://www.statista.com/statistics/748044/number-video-gamers-world/
http://apjjf.org/-Gerard-Greenfield/2130/article.html
http://apjjf.org/-Gerard-Greenfield/2130/article.html

113

Robinson, Nick. (2012) Have You Won the War on Terror? Military Videogames and the
State of American Exceptionalism. Millennium 43(2): 450-470.

Shapiro, J. 2014. Here’s how gamer-teachers use video games in the classroom. Melalui

https://www.forbes.com/sites/jordanshapiro/2014/10/29/heres-how-gamer-

teachers-use-video-games-in-the-classroom/?sh=196d59ee6226

Suryadinata, Leo. 2017. The Growing ‘Strategic Partnership’ between Indonesia and
China Faces Difficult Challenges. 15: 17-21.

Valentine, Rebekah. Genshin Impact Made $245m in Its First Month on Mobile Alone.
Melalui https://gamesindustry.biz/articles/2020-10-28-genshin-impact-made-

USD245m-in-its-first-month-on-mobile-alone

Walsham G. 2002. Cross-cultural software production and use: A structurational
approach. MIS Quarterly, 26(4), 359-380.

Dokumen

“ASIA SPOTLIGHT REPORT” Melalui https://nikopartners.com/wp-
content/uploads/2020/03/Asia-Spotlight Indonesia-March-2020.pdf

Website

“About Game” Melalui https://genshin.mihoyo.com/en/game [19/04/2021]

“Adepti” Melalui https://genshin-impact.fandom.com/wiki/Adepti [19/08/2021]

“Chests” Melalui https://genshin-impact.fandom.com/wiki/Chests [28/08/2021]

“Commissions” Melalui https://genshin-impact.fandom.com/wiki/Commissions

23/08/2021

“Constellations ”, melalui https://genshin-impact.fandom.com/wiki/Constellations

[20/08/2021]

“Developer Insight #4: Character Stories (1) - "Vigilant Yaksha" Xiao”. 2021. Melalui
https://genshin.mihoyo.com/en/news/detail/8642 [22/08/2021]

“Dua alasan mengapa Cina perlu memperbanyak bantuan ke Indonesia untuk penanganan

COVID-19”, melalui https://theconversation.com/dua-alasan-mengapa-cina-



https://www.forbes.com/sites/jordanshapiro/2014/10/29/heres-how-gamer-teachers-use-video-games-in-the-classroom/?sh=196d59ee6226
https://www.forbes.com/sites/jordanshapiro/2014/10/29/heres-how-gamer-teachers-use-video-games-in-the-classroom/?sh=196d59ee6226
https://gamesindustry.biz/articles/2020-10-28-genshin-impact-made-USD245m-in-its-first-month-on-mobile-alone
https://gamesindustry.biz/articles/2020-10-28-genshin-impact-made-USD245m-in-its-first-month-on-mobile-alone
https://nikopartners.com/wp-content/uploads/2020/03/Asia-Spotlight_Indonesia-March-2020.pdf
https://nikopartners.com/wp-content/uploads/2020/03/Asia-Spotlight_Indonesia-March-2020.pdf
https://genshin.mihoyo.com/en/game
https://genshin-impact.fandom.com/wiki/Adepti
https://genshin-impact.fandom.com/wiki/Chests
https://genshin-impact.fandom.com/wiki/Commissions
https://genshin-impact.fandom.com/wiki/Constellations
https://genshin.mihoyo.com/en/news/detail/8642
https://theconversation.com/dua-alasan-mengapa-cina-perlu-memperbanyak-bantuan-ke-indonesia-untuk-penanganan-covid-19-136523

114

perlu-memperbanyak-bantuan-ke-indonesia-untuk-penanganan-covid-19-
136523 [25/08/2021]

“Game Regulations in China, Everything You Need To Know” Melalui
https://nikopartners.com/game-requlations-in-china-everything-you-need-to-
know/ [24/04/2021]

“Genshin Impact: The Chinese Game Taking The World By Storm” Melalui
www.thechairmansbao.com/genshin-impact-the-chinese-game-taking-the-
world-by-storm/ [17/06/2021]

“Indonesia gaming industry has great economic potential: Industry group” Melalui

https://www.thejakartapost.com/news/2017/12/18/indonesia-gaming-industry-

has-great-economic-potential-industry-group.html [24/04/2021]

“Indonesia reinforces its command over Natuna waters through military bases”. Melalui

https://www.thejakartapost.com/seasia/2016/09/27/indonesia-reinforces-its-

command-over-natuna-waters-through-military-bases.html [13/09/2021]

“Jiangshi: The terrifying Chinese hopping vampire” melalui

https://www.history101.com/jiangshi-chinese-hopping-vampires/ [20/08/2021]

“Lantern Rite Gameplay Details”, melalui
https://genshin.mihoyo.com/en/news/detail/8598 [19/08/2021]

“Liyue” Melalui https://genshin-impact.fandom.com/wiki/Liyue [24/04/2021]

“MiHoYo” Melalui https://houkai3rd.fandom.com/wiki/MiHoYo [23/08/2021]

“miHoYo” Melalui https://genshin-impact.fandom.com/wiki/MiHoYo [23/08/2021]

“Next Door Land”. Melalui https://agate.id/service/service-2/ [20/04/2021]

“Qixing” Melalui https://genshin-impact.fandom.com/wiki/Liyue_Qixing [20/08/2021]

“Sentimen Anti-China Lebih Seram daripada COVID-19 di Indonesia”. Melalui
https://www.matamatapolitik.com/analisis/sentimen-anti-china-lebih-seram-
daripada-covid-19-di-indonesia-in-depth [13/09/2021]

“Siaran Pers : Menparekraf: Industri Game Jadi Modal Kebangkitan Ekraf di Tengah

Pandemi”  Melalui https://kemenparekraf.go.id/berita/Siaran-Pers-%3A-



https://theconversation.com/dua-alasan-mengapa-cina-perlu-memperbanyak-bantuan-ke-indonesia-untuk-penanganan-covid-19-136523
https://theconversation.com/dua-alasan-mengapa-cina-perlu-memperbanyak-bantuan-ke-indonesia-untuk-penanganan-covid-19-136523
https://nikopartners.com/game-regulations-in-china-everything-you-need-to-know/
https://nikopartners.com/game-regulations-in-china-everything-you-need-to-know/
http://www.thechairmansbao.com/genshin-impact-the-chinese-game-taking-the-world-by-storm/
http://www.thechairmansbao.com/genshin-impact-the-chinese-game-taking-the-world-by-storm/
https://www.thejakartapost.com/news/2017/12/18/indonesia-gaming-industry-has-great-economic-potential-industry-group.html
https://www.thejakartapost.com/news/2017/12/18/indonesia-gaming-industry-has-great-economic-potential-industry-group.html
https://www.thejakartapost.com/seasia/2016/09/27/indonesia-reinforces-its-command-over-natuna-waters-through-military-bases.html
https://www.thejakartapost.com/seasia/2016/09/27/indonesia-reinforces-its-command-over-natuna-waters-through-military-bases.html
https://www.history101.com/jiangshi-chinese-hopping-vampires/
https://genshin.mihoyo.com/en/news/detail/8598
https://genshin-impact.fandom.com/wiki/Liyue
https://houkai3rd.fandom.com/wiki/MiHoYo
https://genshin-impact.fandom.com/wiki/MiHoYo
https://agate.id/service/service-2/
https://genshin-impact.fandom.com/wiki/Liyue_Qixing
https://www.matamatapolitik.com/analisis/sentimen-anti-china-lebih-seram-daripada-covid-19-di-indonesia-in-depth
https://www.matamatapolitik.com/analisis/sentimen-anti-china-lebih-seram-daripada-covid-19-di-indonesia-in-depth
https://kemenparekraf.go.id/berita/Siaran-Pers-%3A-Menparekraf%3A-Industri-Game-Jadi-Modal-Kebangkitan-Ekraf-di-Tengah-Pandemi

115

Menparekraf%3A-Industri-Game-Jadi-Modal-Kebangkitan-Ekraf-di-Tengah-
Pandemi [25/082021]

“Storytelling Traditions Across the World: China”, melalui
https://allgoodtales.com/storytelling-traditions-china/ [14/08/2021]

“Taoism, Daoism”. Melalui
https://www.nationsonline.org/oneworld/Chinese Customs/tacism.htm
[20/08/2021]

“Tea Master Liu Su’, melalui https://genshin-
impact.fandom.com/wiki/Tea_Master_Liu_Su [14/08/2021]

“Xiao Lantern Rite” Melalui https://genshin.mihoyo.com/en/news/detail/8598

[25/04/2021]

Ahda. 2020. Genshin Impact Wins 2 Awards from Google Play Awards 2020 Indonesia.

Melalui https://duniagames.co.id/discover/article/genshin-impact-raih-2-

penghargaan-di-google-play-awards-2020-region-asia-tenggara/en

[22/04/2021]

Armughanuddin, MD. 2021. Genshin Impact Leaks: miHoYo planning 10-year roadmap
instead of 5 after massive profits. Melalui

https://www.dualshockers.com/genshin-impact-leaks-mihoyo-planning-10-

year-roadmap-instead-of-5-after-massive-profits/ [23/08/2021]

Basuki, N. 2021. Hubungan Indonesia-China yang Kuat di Atas tapi Rapuh di Bawabh.
Melalui https://aseng.id/esai/2021/05/10/hubungan-indonesia-china-yang-
kuat-di-atas-tapi-rapuh-di-bawah/ [13/09/2021]

Bycer, Josh. 2017. A Look at the Addictive Nature of Gacha Design. Melalui
https://medium.com/@GWBycer/a-look-at-the-addictive-nature-of-gacha-
design-1cecbfb702fa [17/06/2021]

Chan, Margaret. 2009. THE TANG-KI AS COSMIC ACTOR. Melalui
http://www.mysmu.edu/staff/margaretchan/documents/6 the tang-
ki_as_cosmic_actor.pdf [17/06/2021]



https://kemenparekraf.go.id/berita/Siaran-Pers-%3A-Menparekraf%3A-Industri-Game-Jadi-Modal-Kebangkitan-Ekraf-di-Tengah-Pandemi
https://kemenparekraf.go.id/berita/Siaran-Pers-%3A-Menparekraf%3A-Industri-Game-Jadi-Modal-Kebangkitan-Ekraf-di-Tengah-Pandemi
https://allgoodtales.com/storytelling-traditions-china/
https://www.nationsonline.org/oneworld/Chinese_Customs/taoism.htm
https://genshin-impact.fandom.com/wiki/Tea_Master_Liu_Su
https://genshin-impact.fandom.com/wiki/Tea_Master_Liu_Su
https://genshin.mihoyo.com/en/news/detail/8598
https://duniagames.co.id/discover/article/genshin-impact-raih-2-penghargaan-di-google-play-awards-2020-region-asia-tenggara/en
https://duniagames.co.id/discover/article/genshin-impact-raih-2-penghargaan-di-google-play-awards-2020-region-asia-tenggara/en
https://www.dualshockers.com/genshin-impact-leaks-mihoyo-planning-10-year-roadmap-instead-of-5-after-massive-profits/
https://www.dualshockers.com/genshin-impact-leaks-mihoyo-planning-10-year-roadmap-instead-of-5-after-massive-profits/
https://aseng.id/esai/2021/05/10/hubungan-indonesia-china-yang-kuat-di-atas-tapi-rapuh-di-bawah/
https://aseng.id/esai/2021/05/10/hubungan-indonesia-china-yang-kuat-di-atas-tapi-rapuh-di-bawah/
https://medium.com/@GWBycer/a-look-at-the-addictive-nature-of-gacha-design-1cecbfb702fa
https://medium.com/@GWBycer/a-look-at-the-addictive-nature-of-gacha-design-1cecbfb702fa
http://www.mysmu.edu/staff/margaretchan/documents/6_the_tang-ki_as_cosmic_actor.pdf
http://www.mysmu.edu/staff/margaretchan/documents/6_the_tang-ki_as_cosmic_actor.pdf

116

Cook, Sarah. 2020. Recent Wins and Defeats for the CCP’s Global Media Influence
Campaign. Melalui https://thediplomat.com/2020/11/recent-wins-and-defeats-

for-the-ccps-global-media-influence-campaign/ [24/08/2021]

Damar, Agustinus Mario. 2021. Mobile Gamer di Indonesia Tumbuh 2 Kali Lipat Selama

Pandemi. Melalui https://www.liputan6.com/tekno/read/4592979/mobile-

gamer-di-indonesia-tumbuh-2-kali-lipat-selama-pandemi [24/08/2016]

Forde, Matthew. 2020. Genshin Impact's Early Popularity Explodes to 23 Million
Downloads in First Week. Melalui

https://www.pocketgamer.biz/asia/news/74677/genshin-impacts-early-

popularity-explodes-to-23-million-downloads-in-first-week/ [23/08/2021]

Heri CS. 2020. Mencermati Persepsi Orang Indonesia terhadap AS dan China?. Melalui
https://www.radioidola.com/2020/mencermati-persepsi-orang-indonesia-
terhadap-as-dan-china/ [14/06/2021]

Huang, Eustance. 2018. Americans Largely Won't Pay to Win a Video Game - but Chinese
Gamers Will. https://www.cnbc.com/2018/05/30/pay-to-win-video-games-

differences-between-us-and-chinese-gamers.html [24/08/2021]

Jiang, Fercility. 2021. China's Lantern Festival 2022: Traditions, Activities, Places To Go.
Melalui https://www.chinahighlights.com/festivals/lantern-festival.html
[18/08/2021]

Jinwei, Mo. 2012. How 21st-Century China Sees Public Diplomacy As a Path to Soft

Power. Melalui https://www.globalasia.org/v7no3/cover/how-21st-century-

china-sees-public-diplomacy-as-a-path-to-soft-power mo-jinweizhou-gingan
[18/06/2021]

Minter, Adam. 2016. China’s New  Weapon? Video Games. Melalui
https://www.bloombergguint.com/opinion/china-s-new-weapon-video-games
[24/08/2021]

Nye, Joseph. 2004. “The Benefits of  Soft  Power” Melalui
http://hbswk.hbs.edu/archive/4290.html [29/04/2021]



https://thediplomat.com/2020/11/recent-wins-and-defeats-for-the-ccps-global-media-influence-campaign/
https://thediplomat.com/2020/11/recent-wins-and-defeats-for-the-ccps-global-media-influence-campaign/
https://www.liputan6.com/tekno/read/4592979/mobile-gamer-di-indonesia-tumbuh-2-kali-lipat-selama-pandemi
https://www.liputan6.com/tekno/read/4592979/mobile-gamer-di-indonesia-tumbuh-2-kali-lipat-selama-pandemi
https://www.pocketgamer.biz/asia/news/74677/genshin-impacts-early-popularity-explodes-to-23-million-downloads-in-first-week/
https://www.pocketgamer.biz/asia/news/74677/genshin-impacts-early-popularity-explodes-to-23-million-downloads-in-first-week/
https://www.radioidola.com/2020/mencermati-persepsi-orang-indonesia-terhadap-as-dan-china/
https://www.radioidola.com/2020/mencermati-persepsi-orang-indonesia-terhadap-as-dan-china/
https://www.cnbc.com/2018/05/30/pay-to-win-video-games-differences-between-us-and-chinese-gamers.html
https://www.cnbc.com/2018/05/30/pay-to-win-video-games-differences-between-us-and-chinese-gamers.html
https://www.chinahighlights.com/festivals/lantern-festival.html
https://www.globalasia.org/v7no3/cover/how-21st-century-china-sees-public-diplomacy-as-a-path-to-soft-power_mo-jinweizhou-qingan
https://www.globalasia.org/v7no3/cover/how-21st-century-china-sees-public-diplomacy-as-a-path-to-soft-power_mo-jinweizhou-qingan
https://www.bloombergquint.com/opinion/china-s-new-weapon-video-games
http://hbswk.hbs.edu/archive/4290.html

117

Paez, Danny. 2020. HOW GENSHIN IMPACT MADE A DESPISED VIDEO GAME
GENRE IRRESISTIBLE. Melalui https://www.inverse.com/gaming/genshin-
impact-gacha-game-meaning-definition [26/08/2021]

Rakhmat, M. 2020. Rising Anti-Chinese Sentiment In Indonesia. Melalui
https://theaseanpost.com/article/rising-anti-chinese-sentiment-indonesia
[13/09/2021]

Rizkinaswara, Leski. 2021, Industri Game Tumbuh Pesat, Perlu Edukasi Terhadap
Pengguna.  Melalui  https://aptika.kominfo.go.id/2021/05/industri-game-
tumbuh-pesat-perlu-edukasi-terhadap-pengguna/ [25/08/2021]

Ye, Josh. 2020. Beijing Stresses Importance of Games Imparting Chinese Values
at Inaugural Developers Conference, Melalui

https://www.scmp.com/tech/policy/article/3103342/beijing-stresses-

importance-games-imparting-chinese-values-inaugural [17/06/2021]

Yee, Nick. 2019. How Chinese and American Gamers Differ. Melalui
https://venturebeat.com/2019/01/07/how-chinese-and-american-gamers-differ/
[24/08/2021]



https://www.inverse.com/gaming/genshin-impact-gacha-game-meaning-definition
https://www.inverse.com/gaming/genshin-impact-gacha-game-meaning-definition
https://theaseanpost.com/article/rising-anti-chinese-sentiment-indonesia
https://aptika.kominfo.go.id/2021/05/industri-game-tumbuh-pesat-perlu-edukasi-terhadap-pengguna/
https://aptika.kominfo.go.id/2021/05/industri-game-tumbuh-pesat-perlu-edukasi-terhadap-pengguna/
https://www.scmp.com/tech/policy/article/3103342/beijing-stresses-importance-games-imparting-chinese-values-inaugural
https://www.scmp.com/tech/policy/article/3103342/beijing-stresses-importance-games-imparting-chinese-values-inaugural
https://venturebeat.com/2019/01/07/how-chinese-and-american-gamers-differ/

