68

DAFTAR PUSTAKA

Afif, R.T., Riza, M.W. and Maulana, M.D. (2024) ‘DesainKarakter untuk Animasi
2D “Galendo” sebagai Media Promosi Makanan TradisionalCiamis’, 6(2),

pp. 165—172. Available at: https://doi.org/10.35134/judikatif.v4i2.1.

Ali, MM. et al. (2022) ‘Metodologi Penelitian Kuantitatif Dan Penerapan Nya
Dalam Penelitian’, Sekolah Tinggi Agama Islam Ibnu Rusyd Kotabumi,
Indonesia, 5(1), pp- 355-370. Available at:

https://doi.org/10.56670/jsrd.v5i1.143.

Alvityantoro, R. (2024) Penyebab Orang Indonesia Suka Anime, Medcom.id.
Available at: https://www.medcom.id/hiburan/film/GbmDLE3N-penyebab-

orang-indonesia-suka-anime (Accessed: 16 April 2025).

Fadli, M.R. (2021) ‘Memahami Desain Metode Penelitian Kualitatif’, Yogyakarta,
Universitas Negeri Yogyakarta, 21(1), pp. 33-54. Available at:

https://doi.org/10.2183 1/hum.v21il.

Farid, 1. et al. (2023) ‘Perkembangan Pendidikan Di Indonesia Dari Masa Ke
Masa’, Lingua Rima: Jurnal Pendidikan Bahasa dan Sastra Indonesia, 12(2),

p. 215. Available at: https://doi.org/10.31000/1grm.v12i2.8850.

Fatharani, N.A. and Yuliana, L. (2024) ‘Analisis Strategi Marketing 4c Pada Bogor

Permai Bakery’, Jurnal Bina Bangsa Ekonomika, 17(1), pp. 830-839.

Felixindo (2024) Fenomena Video Pendek. Kenapa Generasi Modern Lebih Suka



69

Menonton Konten Singkat, Felixindo. Available at:
https://felixindoshops.com/id/blog/news/fenomena-video-pendek-kenapa-
generasi-modern-lebih-suka-menonton-konten-singkat (Accessed: 12 May

2025).

Hendrayani, E. er al. (2024) ‘Strategi Promosi Media Sosial Dan Pengaruhnya
Terhadap Keputusan Mahasiswa Dalam Memilih Institusi Pendidikan
Tinggi1’, Jurnal Manajemen Dan Bisnis, 2(3), pp. 136—146. Available at:

https://doi.org/10.36490/jmdb.v2i3.1143.

Hermanudin, D.C. and Ramadhani, N. (2019) ‘Perancangan Desain Karakter untuk
Serial Animasi 2D Puyu to the Rescue" Dengan Mengadaptasi Biota Laut’,

8(2), pp. 227-233.

Hidayat, D. and Hidayat, Z. (2020) ‘Anime as Japanese Intercultural
Communication: A Study of the Weeaboo Community of Indonesian

Generation Z and Y’, Romanian Journal of Communication and Public

Relations, 22(3), pp. 127-129.

Jacob, J. (2025) AIDA: Pengertian dan Cara Penerapannya dalam Marketing,

TapTalk. Available at: https://taptalk.io/blog/aida (Accessed: 30 June 2025).

Juniardi, W. and Humaira, Z.L. (2023) Caption Text: Pengertian, Fungsi, Jenis,
dan Contoh. Available at: https://www.quipper.com/id/blog/mapel/bahasa-

inggris/caption-text/ (Accessed: 20 May 2025).

Kane, D. and Juliao, D. (2023) Anime | Drawing Style, History & Genre, Study.com.



70

Available at: https://study.com/academy/lesson/anime-history-style.html

(Accessed: 10 March 2025).

Lin Yu, K. and Tsao, Y.-C. (2022) ‘a Study of Character Design Method’, The
International Journal of Organizational Innovation, 15(1), pp. 1-16.

Available at: www.ijoi-online.org/.

Luthfia, S., Susilo, Z. and Permatasari, I. (2024) ‘“Taste Treasure” Concept Design
and Character Design Innovation of “Taste Treasure” Animation’, Jurnal
Titik Imaji, 7, pp- 106-118. Available at:

http://journal.ubm.ac.id/index.php/titik-imayji/.

Naghdi, A. (2021) How character color palette can make or break a character
design, DreamFarm Studio. Available at:
https://dreamfarmstudios.com/blog/color-theory-for-character-design/

(Accessed: 8 March 2025).

Naghdi, A. (2024) How does shape language impact a character design?,
DreamFarm Studio. Available at: https://dreamfarmstudios.com/blog/shape-

language-in-character-design/ (Accessed: 8 March 2025).

Novendawati Wahyu, S. (2022) ‘Mengenal Analisa Konten Dan Analisa Tematik

Dalam Penelitian Kualitatif®, Forum Ilmiah, 19, p. 78.

Sassara, C. (2020) 2D vs. 3D Animation: Pros & Cons for Marketing Videos, VMG
Studios. Available at: https://blog.vmgstudios.com/2d-vs-3d-animation-pros-

cons-marketing-video (Accessed: 27 June 2025).



71

Sya’adah, S.F. (2024) ‘Strategi Promosi Berbasis Digital Marketing dalam
Meningkatkan Minat Calon Peserta Didik Baru di Sekolah’, Jurnal

Pendidikan dan Bahasa, 1(4), pp. 322-333.

Syafira, D. and Akbar, D. (2023) ‘Penggunaan Digital Advertising Dalam Promosi
Championship Event Oleh Myedusolve’, Bisnis Event, 4(13), pp. 1-9.

Available at: https://doi.org/10.32722/bev.v4113.5543.



