
86  

 

DAFTAR REFERENSI 

 
Buku 

Puguh, M. Diplomasi Dan Negosiasi. PT. Sonpedia Publishing Indonesia, 2024. 

Strunk, T. Story Mode: Video Games and the Interplay Between Consoles and 

Culture. Los Angeles: Rosebud Academic Publishing, 2021. 

Rawnsley, Gary D. “The Media and Soft Power.” Dalam The Routledge Handbook 

of Soft Power, diedit oleh Naren Chitty, Li Ji, Gary D. Rawnsley, dan Craig 

Hayden, 25–37. London: Routledge, 2017. 

Brislin, Richard W. Understanding Culture's Influence on Behavior. Fort Worth: 

Harcourt Brace Jovanovich College Publishers, 1990. 

Brownlie, Ian. International Law and the Use of Force between States. Oxford: 

Oxford University Press, 1963. 

Morgenthau, Hans J. Politics Among Nations: The Struggle for Power and Peace. 

New York: Alfred A. Knopf, 1948. 

Gu, Xin, Michael Kho Lim, dan Justin O’Connor. Re-Imagining Creative Cities in 

Twenty-First Century Asia. Cham: Palgrave Macmillan, 2020. 

Leonard, Mark. Public Diplomacy. London: Foreign Policy Centre, 2002. 

Otmazgin, Nissim, and Eyal Ben-Ari, eds. Popular Culture and the State in East 

and Southeast Asia. London: Routledge, 2013. 

Kline, Stephen, Nick Dyer-Witheford, and Greig de Peuter. Digital Play: The 

Interaction of Technology, Culture, and Marketing. Montreal: McGill-

Queen’s University Press, 2003. 

Moore, Charles A., ed. The Chinese Mind: Essentials of Chinese Philosophy and 

Culture. Honolulu: University of Hawai‘i Press, 1967. 

Lee, S. J., & Melissen, J. (Eds.). Public diplomacy and soft power in East Asia. 

Palgrave Macmillan, 2011. 

Kałużyńska, Irena. “The Chinese Horoscope and Personal Naming.” In Onomastics 

in Interaction With Other Branches of Science, Vol. 2, 244–248. Warsaw: 

University of Warsaw, 2022. 

Kawashima, Nobuko, and Hye-Kyung Lee, eds. Asian Cultural Flows: Cultural 

Policies, Creative Industries, and Media Consumers. Singapore: Springer, 

2018. 



87  

 

Blackwell, David, and M. A. Girshick. Theory of Games and Statistical Decisions. 

Mineola, NY: Dover Publications, 2012. 

Csikszentmihalyi, Mihaly. Flow: The Psychology of Optimal Experience. New 

York: Harper & Row, 1990. 

Moleong, Lexy J. Metodologi Penelitian Kualitatif. Bandung: PT Remaja 

Rosdakarya, 2018. 

Sugiyono. Metode Penelitian Kuantitatif, Kualitatif Dan R&D, Cetakan Ke-24. So 

 

Jurnal 

 

Assabil, Qonita, and Agung Triyatno. “Diplomasi Budaya Korea Selatan & K-Pop 

Pada 2021 (South Korean Cultural Diplomacy & K-Pop at 2021).” Jurnal 

Sosial Politik Peradaban 4, no. 1 (2023). 

Wang, Jay. “Public Diplomacy and Global Business.” Journal of Business Strategy 

27, no. 3 (2006): 41–49. 

Bao, Y, X Li, T Meng, and Y Peng. “Tencent’s Profit Model in Gaming under the 

Impact of COVID-19.” Clausiuspress.Com, no. Eais (2022): 18–25. 

https://www.clausiuspress.com/conferences/LNEMSS/EAIS 2022/Y0847.pdf 

Mahardika, E Maryani, and E Rizal, “Budaya Korean Wave Sebagai Komoditas 

Industri  Media Indonesia,” Jurnal Ilmiah Ilmu Komunikasi Communique 5, 

no. 1 (2022). 

Muchamad Iqbal Maulana dan Muhammad Riza Hanafi. “Aktualisasi Sumber Daya 

Soft Power Indonesia di Kawasan Oseania dalam Pacific Exposition 2019.” 

Sospol: Jurnal Sosial Politik 9, no. 1 (2023): 100. 

Dewi, R. “Peran Organisasi Model Pbb Dalam Melatih Kemampuan Diplomasi 

Mahasiswa.” DE FACTO: Journal Of International Multidisciplinary Science 

1, no. 1 (2023): 1-9. 

Fajri, Nurul, and Novita Sari. “The Hard Power Dan Soft Power Penyelesaian 

Konflik Aceh (Tahun 1976 – 2005).” Governance, JKMP (Governance, 

Jurnal Kebijakan & Manajemen Publik) 13, no. 1 (2023). 

https://doi.org/10.38156/gjkmp.v13i1.165. 

Fivi Elvira Basri. “E-Sport Dalam Industri Game Menjadi Strategi Soft Diplomacy 

Untuk Memperkuat Pertumbuhan Perekonomian China.” Al-Mutsla 6, no. 1 

(2024): 268–80. https://doi.org/10.46870/jstain.v6i1.1042. 

Habibullah, Ali Zahid, Chandra Purnama, and Teuku Rezasyah. “Public Diplomacy 

Of Indonesian Film Agency Through Film Industry As International Political 

Instruments.” JWP (Jurnal Wacana Politik) 7, no. 2 (2022). 



88  

 

https://doi.org/10.24198/jwp.v7i2.41447. 

Xiang, Jun, and Shaoyu Yuan. “E-sports and Gaming: China’s Quest for Global 

Soft Power.” East Asia. Published online 2025. 

https://doi.org/10.1007/s12140-025-09459-x. 

Junaidi, J, and S Nur. “Hukum Investasi Dan Penanaman Modal Di Indonesia: 

Telaah Terhadap UU No. 25 Tahun 2007 Tentang Penanaman Modal Dan 

Kebijakan Terkait Investasi.” Innovative: Journal Of Social Science Research 

4, no. 4 (2024): 7503–14. 

Oktaviani, K, and W Astuti. “Peranan Kanal Nihongo Mantappu Dengan Japan 

National Tourism Organization Dalam Mempromosikan Wisata Jepang.” 

Jurnal Ilmiah Dinamika Sosial 8, no. 2 (2024): 206–18. 

Que, Y, T de La Hera, and J Jansz. “Dive Into the Past: Chinese Intangible Cultural 

Heritage Represented in Chinese Mobile Games.” Media and Communication 

13 (2025). 

Putu Radar Bahurekso and Sidhi Adnyana, “Video Games as Foreign Policy Tools: 

A Comparative Between Japan and Poland,” Journal of Law, Policy and 

Humanities 5, no. 4 (2025): 2490, https://doi.org/10.38035/jlph.v5i4. 

Kang, Kai. “An Exploration of Cultural Programs Contributing to the Digital 

Conservation of Intangible Cultural Heritage.” Frontiers in Art Research 6, 

no. 8 (2024): 12–17. https://doi.org/10.25236/FAR.2024.060803. 

Rizki, Khairur, Dina Tartila, and Kurnia Zulhandayani Rizki. “Upaya Tiongkok 

Untuk Menjaga Hubungan Bilateral Dengan Jerman Melalui Diplomasi 

Panda” 6 (2017): 58–76. 

Yang, Dan, and Dong-Min Cho. “Research on the Influence of Curiosity on 

MMORPG Grinding Player Experience.” Journal of Multimedia Information 

System 9, no. 2 (2022): 127–36. https://doi.org/10.33851/jmis.2022.9.2.127. 

Skripsi/Tesis 

Abdillah, M. “Diplomasi Publik Qatar Sebagai Upaya Nation Branding Melalui 

Penyelenggaraan Piala Dunia 2022.” Universitas Komputer Indonesia, 2023. 

Afnanda, M. “Analisis E-Sports Sebagai Instrumen Diplomasi Publik Tiongkok Ke 

Indonesia Pada Tahun 2020-2023.” Universitas Islam Indonesia, 2024. 

Herlambang, Sri. “Diplomasi Budaya Antara China Dengan Indonesia Melalui 

Game Online Mobile Legends (2020-2022) .” Universitas Nasional, 2023. 

Kania, H. “Gastrodiplomasi Sebagai Soft Power: Perbandingan Gastrodiplomasi 

Thailand Dan Indonesia Dalam Meningkatkan Pariwisata.” Doctoral 



89  

 

dissertation, Universitas Komputer Indonesia, 2021. 

Putra, M. “Diplomasi Publik Tiongkok Terhadap Indonesia Melalui Unsur Budaya 

Dalam Game Genshin Impact Periode Tahun 2020-2021 .” Universitas 

Pembangunan Nasional Veteran Jakarta, 2024. 

Rosda, D. “Analisis Pemanfaatan Konfusianisme Dalam Strategi Diplomasi Publik 

Tiongkok Di Indonesia Pada Era Xi Jinping.” Universitas Islam Indonesia, 

2022. 

Syahrin, A. “Analisis Turnamen Dota 2 Tahun 2019 Sebagai Bentuk Diplomasi 

Publik Di Tiongkok.” Universitas Islam Indonesia, 2023. 

Syifa, Khairani. “Peran Mobile Legends Dalam Diplomasi Publik Tiongkok Di 

Indonesia.” Universitas Andalas, 2024. 

Trisnawati, I. “Implementasi Multi-Track Diplomasi Jepang Program Anime Spy 

X Family Pada Generasi Z Di Indonesia Tahun 2022-2023 .” Doctoral 

dissertation, Universitas Nasional, 2024. 

Website 

Eraspace.com. “Game Moonlight Blade Mobile Rilis, Sensasi Apa yang 

Ditawarkan?” Eraspace. 21 Mei 2024. https://eraspace.com/artikel/post/game-

moonlight-blade-mobile-rilis-sensasi-apa-yang-ditawarkan. 

Moonlight Blade M. Moonlight Blade M – The Next Gen Fantasy MMORPG. VNG 

Games. Diakses 10 Januari 2025. 

https://moonlightbladem.vnggames.com/id/index.html. 

South China Morning Post. “Tencent’s Answer to World of Warcraft Made US$50 

Million in China in Just One Week.” South China Morning Post. 

Dipublikasikan sekitar 4,8 tahun lalu (sekitar awal 2021). Diakses 4 Januari  

2025. https://www.scmp.com/tech/big-tech/article/3107280/tencents-answer-

world-warcraft-made-us50-million-china-just-one-week 


