30

BIBLIOGRAPHY

Ambar. (2017, June 8). Teori semiotika Roland Barthes. PakarKomunikasi.com.

https://pakarkomunikasi.com/Teori-Semiotika-Roland-Barthes

Burchansky, C. (2011). The Semiotics of Video Game. Researchgate.
https://www.researchgate.net/publication/315703967_The_Semiotics_of Video
_Games

Chandler, D. (2022a). Semiotics: The basics. New York: Routledge.

Chandler, D. (2022b). Semiotics. https://doi.org/10.4324/9781003155744

Chase, T. (2016, March 3). Joseph Campbell & the hero’s journey. Odyssey Online.
https://odyssey.antiochsb.edulliterary/joseph-campbell-the-heros-journey/

Clement, J. (2024, November 11). Top video game genres worldwide by age 2024.
Statista.  https://www.statista.com/statistics/1263585/top-video-game-genres-
worldwide-by-age/

Damayanti, G. C., & Ardhianto, P. (2023). The Influence of Culture in Character Design
in Open World Games in terms of Roland Barthes’ Visual Semiotic Theory.
TAMA: Journal of Visual Arts, 1(2), 32-41.
https://doi.org/https://doi.org/10.61405/tama.v1i2.818

Daylight, R. (2014, May 26). The passion of saussure. Language and Communication.
https://www.academia.edu/4737659/The_Passion_of Saussure

Diethelm, P., & McKee, M. (2009, January 20). Denialism: What is it and how should
scientists respond?. OUP Academic. https://doi.org/10.1093/eurpub/ckn139

Fassin, D. (2007, March 14). When bodies remember: Experiences and politics of AIDS
in  South  Africa. Los Angeles: University of California Press.
https://books.google.com/books/about/When_Bodies_Remember.html?id=wac
wDwWAAQBAJ

Gillespie, A. (2020). Disruption, self-presentation, and defensive tactics at the threshold
of learning. Review of General Psychology, 24(4), 382-396.
https://doi.org/10.1177/1089268020914258

Godulla, A., Seibert, D., & Klute, T. (2024). What is denialism? an examination and
classification of definitional approaches and relevant actors. Journalism and
Media, 5(1), 135-147. https://doi.org/10.3390/journalmedia5010010

Kahn-Harris, K. (2018). Denial: The unspeakable truth. Kendal: Notting Hill Editions.

Konami. (2001). Silent Hill 2 [Video game]. Konami.

Malinverni, C., & Brigagdo, J. I. (2020). Covid-19: Scientific arguments, denialism,
eugenics, and the construction of the antisocial distancing discourse in Brazil.
Frontiers in Communication, 5. https://doi.org/10.3389/fcomm.2020.582963

Mancini, F., & Gangemi, A. (2021). Deontological and altruistic guilt feelings: A dualistic

thesis. Frontiers in Psychology, 12. https://doi.org/10.3389/fpsyg.2021.651937

= ., September 22). Video games are one of the most important art

history. Time. https://time.com/collection-post/4038820/chris-

‘e-video-games-art/

n.d.-a). Denialism definition & meaning. Merriam-Webster.

nerriam-webster.com/dictionary/denialism

1.d.-b). Video game definition & meaning. Merriam-Webster.

Optimized using erriam-webster.com/dictionary/video%20game
trial version
www.balesio.com




31

Prizeman, K., Weinstein, N. & McCabe, C. Effects of mental health stigma on loneliness,
social isolation, and relationships in young people with depression symptoms.
BMC Psychiatry 23, 527 (2023). https://doi.org/10.1186/s12888-023-04991-7

Ramadany, R., Hasyim, M., & Sukma, S. (2024). Roland Barthes’ semiotics analysis of
characters from Liyue in the game genshin impact. Journal of Maobi, 2(1), 51.
https://doi.org/10.20961/maobi.v2i1.85101

Ratner, A. (2021, August 24). When denial turns deadly: A psychoanalytic perspective.
Psychology Today. https://www.psychologytoday.com/intl/blog/psychoanalysis-
unplugged/202108/when-denial-turns-deadly-a-psychoanalytic-perspective

Schmid, U. (2023). Alcohol and loneliness: Their entanglement and Social Constitution.
Topoi, 42(5), 1211-1227. https://doi.org/10.1007/s11245-023-09945-y

Seraphine, F. J. N. (2016, August 29). The intrinsic semiotics of video-games: In
Search of Games’ narrative potential. Academia.edu.
https://lwww.academia.edu/27918155/The_intrinsic_semiotics_of video_games
_In_search_of_games_narrative_potential

Sontate, K. V., Rahim Kamaluddin, M., Naina Mohamed, |., Mohamed, R. M., Shaikh,
Mohd. F., Kamal, H., & Kumar, J. (2021). Alcohol, aggression, and violence:
From public health to neuroscience. Frontiers in Psychology, 12.
https://doi.org/10.3389/fpsyg.2021.699726

Sui, Y., & Fan, M. (2015). Reinterpreting some key concepts in Barthes theory. Journal
of Media and Communication Studies, 7(3), 59-66.
https://doi.org/10.5897/jmcs2014.0412

Thibault, P. J. (1997). Re-reading Saussure: the dynamics of signs in social life. New
York: Routledge.

Wibowo, I. S. W. (2013). In Semiotika Komunikasi - aplikasi praktis bagi penelitian dan
skripsi komunikasi. Edisi 2 (2nd ed.). Jakarta: Mitra Wacana Media.

Wright, A. (2016, February 7). The myth of the perfect partner & the myth that love
should be easy. Annie Wright - Your Guide To Relational Trauma Recovery.
https://anniewright.com/this-valentines-day-challenging-the-myth-of-the-perfect-
partner-the-myth-of-love-being-easy/

Zahra Demanty, H., & Yudha Wirawanda, M. A. (2019, November 13). Female
masculinity in movie (analysis study of semiotics in Ocean’s 8 movie). UMS
ETD-db. https://eprints.ums.ac.id/78504/

Optimized using
trial version
www.balesio.com




