LIST OF BIBLIOGRAPHY

Araki Hirohiko. (2017). Manga in Theory and Practice The Craft of Creating Manga.
Chiarello, M., & Klein, T. (2004). DC Comics Guide to Coloring and Lettering Comics.

Gao, H., Guo, R., & You, Q. (2025). Parasocial Interactions in Otome Games: Emotional
Engagement and Parasocial Intimacy Among Chinese Female Players. Media and
Communication, 13. https://doi.org/10.17645/mac.8662

Giles, D. C. (2010). Parasocial relationships. In Characters in Fictional Worlds:
Understanding Imaginary Beings in Literature, Film, and Other Media (pp. 442—456).
De Gruyter. https://doi.org/10.1515/9783110232424.4.442

Hanada, M. (2018). Correspondence analysis of color—emotion associations. Color Research
and Application, 43(2), 224-237. https://doi.org/10.1002/co0l.22171

Hasian, 1., Sakti Mardika, A., & Studi Desain Komunikasi Visual Sekolah Tinggi Media
Komunikasi Trisakti Jakarta, P. (2017). Pengaruh Komik Asing terhadap Visualisasi
Perkembangan Komik di Indonesia (Vol. 1, Issue 01).

Jingyi Mphil, Z. (2024). CATCHING THE UNLIKELY GAMBLER: HOW AND WHY
GACHA GAMES APPEAL TO CONSCIENTIOUS CONSUMERS.

Li, H. (2025). “I quit because I couldn’t get what I wanted” and “I’m back because I want
more”: Chinese women’s unfulfilled romantic desires in Otome gaming practices.
Chinese Journal of Communication. https://doi.org/10.1080/17544750.2025.2488007

McCloud, S. (2006). Making Comics Storytelling Secrets of Comics, Manga and Graphic
Novels.

McCloud, S. (2022). Reinventing Comics How Imagination And Technology Are
Revolutionizing An Art Form.

McCloud, Scott. (2020). Understanding comics : writing and art. Harper Perennial.
M.s Gumelar. (2011). Comic Making (Part 1).

Nie, Y. (2024). Digital Romance: Investigating The Drivers of Otome Games’ Increased
Popularity in China Based On “Undoing Gender.” In Journal of Education, Humanities
and Social Sciences ETEMSS (Vol. 2024).

Putri Harbowo, N. (2024). Hubungan Kesepian dengan Parasocial Relationship pada Dewasa
Awal di Jabodetabek. Jurnal Cendekia Ilmiah, 4(1).

Richard Wohl, R. (2006). Mass Communication and Para-Social Interaction: Observations
on (Vol. 3, Issue 1). https://www.participations.org/volume

Risco, S., & Mills, D. J. (2025). Betting on Connection: How Parasocial Relationships in
Video Games Amplify the Consequences of In-Game Gambling.

Santrock, W. J. (n.d.). John Santrock - Life-Span Development, 13th Edition -McGraw-Hill
Humanities Social Sciences Languages (2010).

109



Wang, Q., & Kang, Z. (2024). A virtual boyfriend accompany with you? How do Otome
games affect female college students’ romantic relationship satisfaction.
https://ssrn.com/abstract=4945332

Wen, G. (2023). Open Regional Studies A Comparative Study of the Webtoon Industry in
Korea and China.

Zahra, N., & Mansoor, A. Z. (2024). COLOR DAN EMOSI UNTUK MEDIA DESAIN
INTERAKTIF: LITERATURE REVIEW COLOR AND EMOTION FOR
INTERACTIVE DESIGN MEDIA: A LITERATURE REVIEW. Jurnal Seni Rupa, 13.

110



