
49 

 

 

DAFTAR PUSTAKA 

36Kr European Central Station. (2025, 11 10). The secrets of the game economy 

behind game exhibitions. Diambil kembali dari 36kr Europe: 

https://eu.36kr.com/en/p/3547154138722434 

4Gamer. (2019, 10 29). 新作「アークナイツ」（明日方舟）の世界を創り上げ

ているのはどんな人たち？ Hypergryphの海猫氏と唯氏がゲームに込

め た 想 い と は. Diambil kembali dari 4gamer.net: 

https://www.4gamer.net/games/442/G044288/20190906113/ 

City News Service. (2021, January 17). Mobile games by Shanghai creators burst 

onto the world scene. Diambil kembali dari City News Service: 

https://www.shine.cn/news/in-focus/2101173334/ 

De Voldere, I., Romainville, J.-F., Knotter, S., Durinck, E., Engin, E., Le Gall, A., . . . 

Hoelck, K. (2017). Mapping the Creative Value Chains: A study on the 

economy of culture in the digital age. European Commission / IDEA 

Consult. 

EEWorld. (2025, 01 21). Hypergryph, the last major second-tier game developer 

"craftsman". Diambil kembali dari EEWorld: 

https://en.eeworld.com.cn/mp/leiphone/a392378.jspx 

Esposito, N. (2005, 01 01). A Short and Simple Definition of What a Videogame Is. 

DiGRA DIgital Library. 

GCORES. (2021, 01 29). 《明日方舟》：依然扬帆远航. Diambil kembali dari 

GCORES: https://www.gcores.com/articles/133550 

GCORES. (2023, 02 12). 《明日方舟》和创造它的人们 CLIPSVOL.12 - 机核 

GCORES. Diambil kembali dari GCORES: 

https://www.gcores.com/radios/161838 

Heinisuo, H. (2022). Gacha Monetization Mechanics: Customizable Simulator for 

Random Draws. Tampere University. 

Hussein, K. (2025). The Psychological, Social, and Economic Impact of Video 

Games on Modern Society. QIT Press - International Journal of Art and 

Design, 1-5. 

Hypergryph. (2022). MONSTER SIREN. Diambil kembali dari 塞壬唱片 MSR: 

https://monster-siren.hypergryph.com/ 

Marera, N., Mulyadi, D., & Sandi, S. P. (2025). The Effect of Character 

Competency and Intensity of Virtual Item Purchases on the Financial 

Management of the Indonesian PUBG Mobile Game. International Journal 

of Economics and Management Research, 493-509. 

Mayer, R. E. (2009). Multimedia Learning. Cambridge University Press. 

Ponte, S., Gereffi, G., & Raj-Reichert, G. (2019). Handbook on Global Value 

Chains. Cheltenham: Edward Elgar Publishing. 

Siregar, K. A., Cahyadi, B., Samosir, L., Azhard, A., & Supiyandi. (2025). 

Sentiment Analysis of Reviews from Google Play: Azur Lane, Genshin 

Impact, Arknights. Proceedings of The International Conference on 



50 

 

 

Computer Science, Engineering, Social Science, and Multi-Disciplinary 

Studies, 1, 203-207. 

Sugiyono. (2019). Metode penelitian kuantitatif, kualitatif dan R&D. Bandung: 

Alfabeta. 

Yang, X., & Sugiura, K. (2023). The perpetual fantasy stories interacting with the 

real world : digital narrative in Nijigen mobile. Keio Associated Repository 

of Academic Resources. Diambil kembali dari 

https://koara.lib.keio.ac.jp/xoonips/modules/xoonips/detail.php?koara_id=

KO40001001-00002023-1032 

Yostar. (2014). Yostar Games. Diambil kembali dari Yostar: https://yo-star.com/en-

us 

YOSTAR. (2019, 08). TERMS AND CONDITIONS OF USE. Diambil kembali dari 

Arknights.global: 

https://www.arknights.global/fankit/precautions#:~:text=A%20non%2Dex

clusive%2C%20limited%2C%20revocable%20license%20to%20use,of%2

0Arknights%20(hereinafter%20referred%20to%20as%20%E2%80%9CAr

twork%E2%80%9D) 

Yostar. (2019). TERMS OF SERVICE. Diambil kembali dari Arknights Global: 

https://www.arknights.global/terms_of_service 

Zhong, K. (2023). Research on the Marketing Strategy of Mobile Game 

Applications in Chinese Game Companies ——Taking miHoYo as an 

Example. Advances in Economics. Management and Political Sciences, 

241-246. 

明日方舟. (2020, 10 26). 《明日方舟》音乐幕后制作记录. Diambil kembali dari 

BiliBili.com: https://www.bilibili.com/video/BV1Hy4y1r7x9/ 

游戏那点事 Gamez. (2020, 5 25). 悠星 CEO 姚蒙：我卖房做了三件事情，解

救公司、拿下《碧蓝航线》、投资成立鹰角｜游戏鹰眼. Diambil 

kembali dari Weixin: 

https://mp.weixin.qq.com/s/SOonUNgfdMy1a_T4sjCy5A 

靈時 Reitoki. (2018, 08 06). 評測／《明日方舟》封測：少女前線原繪師全新

力作 畫風精美的塔防手遊. Diambil kembali dari udn 遊戲角落| 聯合新

聞網: https://game.udn.com/game/story/10451/3292915 

鹰角网络（HYPERGRYPH). (2022, 12 10). 明日方舟音律联觉专场演出-灯下

定 影 2022. Diambil kembali dari bilibili: 

https://www.bilibili.com/bangumi/media/md28344571 

鹰角网络 Hypergryph. (2020, 07 31). 鹰角网络 Hypergryph. Diambil kembali dari 

Bilibili: https://www.bilibili.com/video/BV1Jh411Z7QN/ 

 

 


