DAFTAR PUSTAKA

Absor, Nur Fajar, Arief Hidayat, and Rahayu Permana. “Kebangkitan Tiongkok
Sebagai Raksasa Baru Dunia Tahun 1976-2013” 11, no. 1 (2022): 16-34.

Adifulloh, Sofyan. “Upaya Diplomasi Publik Indonesia Pada Pegelaran Motorcycle
Grand Prix (MotoGp) Mandalika Tahun 2022,” no. April (2022).

Ahmad Rifki Rizenda Rahmanto, “Perkembangan Game Online Mobile Legends Di
Indonesia,” Lead, 2023.

Airlangga, Universitas. “Kebangkitan Tiongkok Dan Relevansinya Terhadap
Indonesia,” no. 2 (2015): 31-44.

Andreas Nugroho, “Era Baru Kerjasama Indonesia dan China”, October 02, 2013,
https://www.bbc.com/indonesia/berita_indonesia/2013/10/131002_investasi_c

ina_indonesia, diakses 20 Juni 2024.

Angga Nurdin Rachmat et al., “Hubungan Diplomasi Publik Tiongkok Dan Jepang
Melalui Perkembangan Game Online” 5, no. 1 (1972): 1-20.

Antaranews. “South China Sea: Indonesia asks China to honor UNCLOS” October 9,
2020 https://en.antaranews.com/amp/news/153350/south-china-sea-
indonesiaasks-china-to-honor-unclos

Akhlas, A. W, The Jakarta Post,” TikTok plans to cash in on advertising business in
Indonesia”, April 11, 2021
https://www.thejakartapost.com/news/2019/10/04/tiktok-plans-to-cash-inon-
advertising-business-in-indonesia.html

Arfianda, Muhammad Rheza, and Denada Faraswacyen L Gaol. “Kebijakan Luar
Negeri Tiongkok Terhadap Pengembangan Industri Game Online Di Kawasan
Asia Tenggara 2014 — 2018 Soft Power Tiongkok Dalam Industri Game
Online,” 2018.

Arini Aula, “Hubungan Indonesia-China Pasca Normalisasi Tahun 1990,” Jurnal
Analisis  Hubungan Internasional 3, no. 1 (2014): 94,
http://journal.unair.ac.id/downloadfull/JAH17191-1f715c1fb3fullabstract.pdf.

Aula, Arini. “Hubungan Indonesia-China Pasca Normalisasi Tahun 1990.” Jurnal


https://www.bbc.com/indonesia/berita_indonesia/2013/10/131002_investasi_cina_indonesia
https://www.bbc.com/indonesia/berita_indonesia/2013/10/131002_investasi_cina_indonesia

Analisis  Hubungan Internasional 3,  no. 1 (2014): 94
http://journal.unair.ac.id/downloadfull/JAH17191-1f715c1fb3fullabstract.pdf.

Batubara, Hamdan Husein. “Penggunaan Google Form di Prodi PGMI UNISKA
Muhammad Arsyad Al Banjari"”, 8, no. 2 (n.d.).

Brathwaite, B. dan Schreiber, 1., 2009. Challenges for game designers. Nelson
Education.

Brenda Brathwaite,”Challenges for Game Designers”,
https://www.amazon.com/Challenges-Game-Designers-Brenda-
Brathwaite/dp/158450580X, diakses 22 Juni 2024.

Damayanti, Febrina, Noviar Indira M P, Retno Sri Wahyuni, M Rahadi, and Giovani
Kevin N W. “ASEAN Di Tengah Rivalitas AS Dan Cina : Kerja Sama ASEAN

Dengan RCEP Dalam Men - Gurangi Dampak Perang Dagang” 3, no. 2 (2018):
145-58.

Dea, Putu, Ranudhara Ratnanggana, Sukma Sushanti, Putu Titah, and Kawitri Resen.
“REPRESENTASI DIPLOMASI PUBLIK INDONESIA MELALUI
CULTURAL EXCHANGE SEBAGAI SARANA,” 2018, 1-11.

Dealessandri, Marie. “Pasar Game Tiongkok Mencapai $45,5 Miliar Pada Tahun
2022.” Lurkit, 2023. https://www-gamesindustry-biz.translate.goog/chinas-
games-market-reached-455bn-in-

2022? x_tr_sl=en& x tr tl=id& x_tr_hl=id& x_tr_pto=tc.

Devania, Annesa, “Wawancara mendalam”,
http://www.ut.ac.id/html/teknikwawancara.htm, diakses tanggal 18 Maret
2024.

Doing Business, “Rankings & Ease of Doing Business Score”, from Doing Business,
2017 http://www.doingbusiness.org/en/rankings diakses 10 Juni 2024.

Dr Abdul Fattah Nasution M.Pd. Metode Penelitian Kualitatif, n.d.

Dythia Novianty, ““ Perlu tahu, Mobile Legends Termasuk Jenis Game Apa?”, February
15, 2024,  https://www.suara.com/tekno/2024/02/15/110314/perlu-tahu-

mobile-legends-termasuk-jenis-game-apa, diakses 22 Juni 2024.



https://www.amazon.com/Challenges-Game-Designers-Brenda-Brathwaite/dp/158450580X
https://www.amazon.com/Challenges-Game-Designers-Brenda-Brathwaite/dp/158450580X
https://www.suara.com/tekno/2024/02/15/110314/perlu-tahu-mobile-legends-termasuk-jenis-game-apa
https://www.suara.com/tekno/2024/02/15/110314/perlu-tahu-mobile-legends-termasuk-jenis-game-apa

Effendi, T. D., & Deniar, S,"China’s Image and Public Diplomacy through Cultural
Activity: Case Study on Summer Camp Program by Confucius Institute in
Malang, Indonesia” China’s Image and Public Diplomacy through Cultural
Activity, 2019: 3-4

Effendi, Tonny Dian, and Ghalia Indonesia. “Diplomasi Dalam Hubungan
Internasional,” 2011.

Ellavie Ichlasa Amalia, “ Niko Partners: Jumlah Gamers di Asia-10 akan Tembus 1
Milliar di 2026, November 23, 2022, https://hybrid.co.id/post/niko-partners-
jumlah-gamers-di-asia-10-akan-tembus-1-miliar-di-2026/, diakses 222 Juni
2024.

Ellavie Ichlasa Amalia, “Niko Partners: Kebanyakan Gamers di Asia Tenggara Suka

Game Multiplayer”, August 20,2021, https://hybrid.co.id/post/niko-partners-

kebanyakan-gamers-di-asia-tenggara-suka-game-multiplayer/, diakses 22 Juni
2024.

Farrand, Andi Almer. “Esports Sebagai Alat Diplomasi Publik Oleh Tiongkok™ 616,
no. 1 (2023): 1-8.

Febrina Damayanti et al., “ASEAN Di Tengah Rivalitas AS Dan Cina : Kerja Sama

ASEAN Dengan RCEP Dalam Men - Gurangi Dampak Perang Dagang” 3, no.
2 (2018): 145-5
GosuGamers, “ Mobile Legends is the best online game in southeast Asia”, October,

2021, https://www.gosugamers.net/mobile-legends, diakses 22 juni 2024.

Hilmy Ramadhan Subari, “4 Hero Oriental Fighter Mobile Legends, yang Diambil Dari
Rasi Bintang Tiongkok!”, 2020,

https://duniagames.co.id/discover/article/inilah-4-hero-oriental-fighter-

mobile-legends-hero-yang-diambil-dari-rasi-bintang-tiongkok, diakses 22 Juni
2024.

Herlambang, Sri Handoko (2023). Diplomasi Budaya Antara China dengan Indonesia
Melalui Game Online Mobile Legends (2020-2022). Diploma Thesis,

Universitas Nasional.


https://hybrid.co.id/post/niko-partners-jumlah-gamers-di-asia-10-akan-tembus-1-miliar-di-2026/
https://hybrid.co.id/post/niko-partners-jumlah-gamers-di-asia-10-akan-tembus-1-miliar-di-2026/
https://hybrid.co.id/post/niko-partners-kebanyakan-gamers-di-asia-tenggara-suka-game-multiplayer/
https://hybrid.co.id/post/niko-partners-kebanyakan-gamers-di-asia-tenggara-suka-game-multiplayer/
https://www.gosugamers.net/mobile-legends
https://duniagames.co.id/discover/article/inilah-4-hero-oriental-fighter-mobile-legends-hero-yang-diambil-dari-rasi-bintang-tiongkok
https://duniagames.co.id/discover/article/inilah-4-hero-oriental-fighter-mobile-legends-hero-yang-diambil-dari-rasi-bintang-tiongkok

Intan, Novita. “IMF Revisi Pertumbuhan Ekonomi Tiongkok 2023 Dan 2024.”
Republika, 2023. https://ekonomi.republika.co.id/berita/s3sbow502/imf-revisi-
pertumbuhan-ekonomi-tiongkok-2023-dan-2024.

Intelligence, Mordor. “Analisis Ukuran & Pangsa Industri Game Di Tiongkok - Tren
& Prakiraan Pertumbuhan (2024 - 2029).” Mordor Intelligence, 2023.
https://www-mordorintelligence-com.translate.goog/industry-reports/chinese-
gaming-
industry? x_tr_sl=en& X tr_tl=id& x tr_hl=id& x_tr_pto=tc& X tr_hist=tr
ue.

IpinYou. “The 5 Most Important Channels to Market Your Game in The Chinese
Games Market,” 2019.

Irwan Firdaus, “70 Tahun Hubungan Indonesia-Tiongkok™, April 26, 2020,
https://mediaindonesia.com/opini/307777/70-tahun-hubungan-indonesia-
tiongkok diakses 20 Juni 2024.

Igbal, Chadijah Isfariani. “Budaya populer game Pokemon-go Soft Diplomacy Jepang”
5, no. 2 (2018).

Jan Melissen, "The New Public Diplomacy: Soft power in International Relations",
(Palgrave Macmillan), diakses pada 16 Maret 2024.

Jay Wang. "Public Diplomacy and Global Business." Journal of Business Strategy 27
no, 3 (2005) 41-49. diakses pada 17 Maret 2023

“John W. Creswell, Qualitative Inquiry & Research Design Dalam Dr. Eko
Murdiyanto, Metode Penelitian Kualitatif (Teori Dan Aplikasi Disertai Contoh
Proposal) (Lembaga Penelitian Dan Pengabdian Pada Masyarakat UPN
‘Veteran” Yogyakarta Press : 2020), 19.,” n.d.

Johnnatan, Noviano, Peter Koloay, Teknik Elektro, Universitas Sam, and Ratulangi
Manado. “Rancang Bangun Aplikasi Game Japan ’ s Den In Kawangkoan,” n.d.

KEMENLU, “Penandatangan MoU on Grant Assistance in Relation to Economic and
Technical Cooperation dan Exchange of Letters on the Holding of 2 (two)
Workshops in China for Indonesian Officials Using the Grant of the People’s
Republic of China”, Januari 22, 2010


https://mediaindonesia.com/opini/307777/70-tahun-hubungan-indonesia-tiongkok%20diakses%2020%20Juni%202024
https://mediaindonesia.com/opini/307777/70-tahun-hubungan-indonesia-tiongkok%20diakses%2020%20Juni%202024

https://www.kemlu.go.id/id/berita/siaranpers/Pages/Penandatangan-i-MoU-
on-GrantAssistancein-Relation-to-Economic-and-TechnicalCooperation-dan-
Exchan.aspx

Kominfo,"Ini yang Dilakukan Tik Tok untuk Memulihkan Citranya di Indonesia”,
April 10, 2021 https://kominfo.go.id/content/detail/14418/ini-yang-dilakukan-
tik-tokuntuk-memulihkan-citranya-di-indonesia/O/sorotan_media diakses 16
Juni 2024.

Kuntjaraningrat, “Pengantar Antropologi Budaya”, Aksara Baru Jakarta 1979:139.

Eka Listiyarini,"Kepentingan Tiongkok dalam Diplomasi Budaya melalui Confucius
Institute di Indonesia”, Skripsi, Jurusan Hubungan Internasional, Universitas
Muhammadiyah Malang, 2012:56

Kusnandar, Viva Budy. “Ini Pertumbuhan Ekonomi Tiongkok Di Era Kepemimpinan
Xi Jinping.” Databoks, 2022.
https://databoks.katadata.co.id/datapublish/2022/10/24/ini-pertumbuhan-
ekonomi-tiongkok-di-era-kepemimpinan-xi-jinping.

Leonard, Mark, Catherine Stead, and Conrad Smewing. Public Diplomacy (London:
Foreign Policy Centre). Search in (2002): 9

Li, A, “Indonesia Miliki Peluang Emas Investasi Seperti Cina pada Tahun 2008 from
Tech in Asia, February 3, 2017

Lexy J. Moleong, Metodologi Penelitian Kualitatif Edisi Revisi, Cetakan Kedua Puluh
Dua (Bandung:Pt. Remaja Rosdakarya Offset, 2006 ):186.

Loban, Rhett. “Digitising Diplomacy : Grand Strategy Video Games as an Introductory
Tool for Learning Diplomacy and International Relations,” 2017.

Mangowal, Stella Edwina. “Globalisasi Dalam Soft Power Negara,” 2010.

Marie Dealessandri, “Pasar Game Tiongkok Mencapai $45,5 Miliar Pada Tahun 2022,”
Lurkit, 2023, https://www-gamesindustry-biz.translate.goog/chinas-games-
market-reached-455bn-in 2022?. Date Access 6 Maret 2024.

Marikxon. (2017, November 27).,"Apa Itu Startup: Pengertian, dan Perkembangan
Bisnis Startup di Indonesia”, from Maxmanroe, November 27, 2017

https://www.maxmanroe.com/apa-itu-startup.html



Matthew Forde, “ Moonton’s Mobile Legends in Indonesia”, January 16, 2020,
https://www.pocketgamer.biz/tags/mobile-legends/, diakses 22 Juni 2024.
Mobile Legends Faandom, “Mobile Legends: Bang Bang in the World”, August, 2020.

https://mobile-legends.fandom.com/wiki/Mobile Legends: Bang Bang,
diakses pada 22 juni 2024.

Monavia Ayu Rizaty, “Pemain Mobile Legend Di Dunia Tahun 2023,” Data Indonesia,
2023, https://dataindonesia.id/varia/detail/pemain-mobile-legends-dunia-
capai-8076-juta-pada-desember-2022

Moonton Indonesia. “Gambaran Umum Shanghai Moonton Technology,” no.
November 2016 (2021): 50-72.

Mordor Intelligence, “Analisis Ukuran & Pangsa Industri Game Di Tiongkok - Tren &
Prakiraan Pertumbuhan (2024-2029),”Mordor Intelligence, 2023, https://www-
mordorintelligence-com.translate.goog/industry-reports/chinese-gaming Date
Access 8 Maret 2024.

Muhammad Rheza Arfianda and Denada Faraswacyen L Gaol, “Kebijakan Luar Negeri
Tiongkok Terhadap Pengembangan Industri Game Online Di Kawasan Asia
Tenggara 2014 — 2018 Soft Power Tiongkok Dalam Industri Game Online,”
2018. Balcony, (2019).

Nur Fajar Absor, Arief Hidayat, and Rahayu Permana, “Kebangkitan Tiongkok
Sebagai Raksasa Baru Dunia Tahun 1976-2013 11, no. 1 (2022): 16-34.

Niko Partners. “Level up : A Guide to Succeed in Asia’ s $ 70B Gaming Market Table
of Contents,” n.d.

Niko Partners “Under The Influence: Peran KOL Di Balik Hit Games SEA.”
Gamescom, 2023. https://nikopartners-com.translate.goog/under-the-
influence-role-of-kols-behind-sea-hit-
games/?_x_tr sl=en& x tr_tl=id& x_tr_hl=id& X tr_pto=tc.

Noviano Johnnatan et al.,, “Rancang Bangun Aplikasi Game Japan * s Den In

Kawangkoan,” n.d.


https://www.pocketgamer.biz/tags/mobile-legends/
https://mobile-legends.fandom.com/wiki/Mobile_Legends:_Bang_Bang
https://www-mordorintelligence-com.translate.goog/industry-reports/chinese-gaming
https://www-mordorintelligence-com.translate.goog/industry-reports/chinese-gaming

Novita Intan, “IMF Revisi Pertumbuhan Ekonomi Tiongkok 2023 Dan 2024,”
Republika, 2023, https://ekonomi.republika.co.id/berita/s3sbow502/imf-revisi-
pertumbuhan-ekonomi-tiongkok-2023-dan-2024 date access 12 Maret 2024.

Nuzuli, Ahmad Khairul, Mike Surya Ningsih, Piyoni Budiya Astri, M Fazli, Nabila
Rezky Palenza, and Ahmad Ghazali. “Gangguan Komunikasi Pada Mahasiswa
Pecandu Game Online Mobile Legend Communication Disorders in Mobile
Legend Online Game Addict Students” 5, no. 2 (2023).

Panji, A., 2018. Di Indonesia, Mobile Legends Dimainkan 8 Juta Pengguna AXktif.
Kumparan TECH, https://kumparan.com/kumparanteach/di-indonesia-mobile-

legends-dimainkan-8-juta-pengguna-aktif, diakses 22 Juni 2024.

Putri, Sindy Yulia, and Dairatul Ma’arif. "Dinamika Hubungan Kerja Sama Indonesia
Cina di Era Pemerintahan Joko Widodo." Jurnal Lemhannas RI 7.1 (2019): 15-
24

Putu Dea et al., “Representasi Diplomasi Publik Indonesia Melalui Cultural Exchange
Sebagai Sarana” 2018, 1-11.

Qiushi, “Enhance China’s Cultural Soft Power,” Qiushi tersedia di:
http://en.qstheory.cn/2020- 11/13/c_607602.htm (Diakses pada tanggal 20 juni
2024).

Rachmat, Angga Nurdin, Jurnal Interdependence, Mike M Mochizuki, and Masaya
Inoue. “Hubungan Diplomasi Publik Tiongkok Dan Jepang Melalui
Perkembangan Game Online” 5, no. 1 (1972): 1-20.

Rahmanto, Ahmad Rifki Rizenda. “Perkembangan Game Online Mobile Legends Di
Indonesia.” Lead, 2023.

Rakhmat, M. Z, The Diplomat,"Chinese Culture Gradually Penetrates Indonesia”,
December 30, 2020  https://thediplomat.com/2019/04/chinese-culture-
gradually-penetratesindonesia/ diakses 15 Juni 2024

Rhett Loban, “Digitising Diplomacy : Grand Strategy Video Games as an Introductory
Tool for Learning Diplomacy and International Relations,” 2017.

Rizaty, Monavia Ayu. “Pemain Mobile Legend Di Dunia Tahun 2023.” Data

Indonesia, 2023. https://dataindonesia.id/varia/detail/pemain-mobile-legends-


https://kumparan.com/kumparanteach/di-indonesia-mobile-legends-dimainkan-8-juta-pengguna-aktif
https://kumparan.com/kumparanteach/di-indonesia-mobile-legends-dimainkan-8-juta-pengguna-aktif

dunia-capai-8076-juta-pada-desember-2022.

Sinaga, Lidya Christin, ‘“Hubungan Indonesia-Cina Dalam Dinamika Politik,
Pertahanan Keamanan, Dan Ekonomi Di Asia Tenggara”, open library, 2013:
137

Sugiarto Pramono Yoga Suhaarman, “Strategi Kebangkitan Ekonomi Tiongkok Dan
Pendekatan Long Cycle Transisi Kekuasaan Politik Dunia 17 18, no. 1 (2021):
1-20

Sugiyono. “Skala Pengukuran Dan Instrumen Penelitian,” 2016.

Sutrisno Hadi, Metodologi Research Jilid 11. (Yogyakarta: Andi Offset, 1989), hal.
193.

Telenkaho, Clario. “Pola Interaksi Pemain Game Online ‘Mobile Legends’ (Studi
Deskriptif Kualitatif Interaksi Pemain Dalam Penggunaan Fitur Chatting Game
Online ‘Mobile Legends,’” 2017.

Tonny Dian Effendi and Ghalia Indonesia, “Diplomasi Dalam Hubungan
Internasional,” 2011.

Stella Edwina Mangowal, “Globalisasi Dalam Soft Power Negara,” 2010.

Universitas Airlangga, “Kebangkitan Tiongkok Dan Relevansinya Terhadap
Indonesia,” no. 2 (2015): 31-44.

Urniawan,S,Kontan.co. id, “Xi Jinping: Membuka China ke dunia luar adalah
kebijakan dasar negara” Oktober 10, 2020.

Vika Azkiya Dihni, “10 Negara dengan Pemain Video Game Terbanyak di Dunia”,
February 16, 2022,
https://databoks.katadata.co.id/datapublish/2022/02/16/jumlah-gamers-
indonesia-terbanyak-ketiga-di-dunia, diakses 22 Juni 2024.

Virdika Rizky Utama, “Diplomasi Tiongkok Gusdur membelah arus utama politik
Amerika”, December 17, 2022, https://www.nu.or.id/opini/diplomasi-

tiongkok-gus-dur-membelah-arus-utama-politik-amerika-zU2G4, diakses 20
Juni 2024.

Viva Budy Kusnandar, “Ini Pertumbuhan Ekonomi Tiongkok Di Era Kepemimpinan

Xi Jinping,” Databoks, 2022,


https://databoks.katadata.co.id/datapublish/2022/02/16/jumlah-gamers-indonesia-terbanyak-ketiga-di-dunia
https://databoks.katadata.co.id/datapublish/2022/02/16/jumlah-gamers-indonesia-terbanyak-ketiga-di-dunia
https://www.nu.or.id/opini/diplomasi-tiongkok-gus-dur-membelah-arus-utama-politik-amerika-zU2G4
https://www.nu.or.id/opini/diplomasi-tiongkok-gus-dur-membelah-arus-utama-politik-amerika-zU2G4

https://databoks.katadata.co.id/datapublish/2022/10/24/ini-pertumbuhan-
ekonomi-tiongkok-di-era-kepemimpinan-xi-jinping date access 11 Maret 2024.

Wahyudy, Rizky. “Fenomena game Mobile Legends di Pekanbaru ( Studi
Fenomenologi Pada Komunitas Avatarius Squad ),” n.d.

Wikku D. Nugroho. “Siapa Pembuat Mobile Legends? Semua Pecinta Game Wajib
Tahu!,” n.d. https://www.sportstars.id/read/siapa-pembuat-mobile-legends-
semua-pecinta-game-wajib-tahu-y6nn96.

Xu LI, UK: Lancaster,"Cultural Diplomacy and Social Capital in China”, 2014.

Yogatama, I Ketut Sidharta, Agi Putra Kharisma, and Lutfi Fanani. “Analisis Faktor-
Faktor Yang Memengaruhi Minat Pemain Dalam Permainan MOBA ( Studi
Kasus : Mobile Legends : Bang-Bang !)” 3, no. 3 (2019).



	DAFTAR PUSTAKA

