
 

176 

 

DAFTAR PUSTAKA 

 

Ambrose, G., Harris, P., Ambrose, G., & Harris, P. (2009). The Fundamentals of 

Graphic Design. 

Brown, T. (2008). Design Thinking. Harvard Business Review, 86(6), 84-

92.Ambrose, G., Harris, P., Ambrose, G., & Harris, P. (2009). The 

Fundamentals of Graphic Design. 

Bancroft, T. (2006). Creating Characters With Personality PDF. 

Baskoro, R. M. (2022). Kisah Selera dari Negeri Rempah : Memahami 

Gastrodiplomasi dari Perspektif Indonesia. 7(2), 227–249. 

Dita, M. S., & Santoso, B. (2025). The Influence of The Culinary Tiktok Account 

@Solofoodie on The Culinary Tourism Interest of Followers. 4420–4428. 

Hasso Plattner Institute of Design at Stanford (d.school). (2010). "An Introduction 

to Design Thinking Process Guide" 

Erlanda, E., & Krisnadi, A. R. (2025). PENGARUH PERUBAHAN PREFRENSI 

MAKANAN DAN DAMPAK TREN KULINER TERHADAP MINAT BELI 

MAKANAN TRADISIONAL GENERASI Z DI JAKARTA. Pendas : Jurnal 

Ilmiah Pendidikan Dasar, 10(03), 230–244. 

https://doi.org/https://doi.org/10.23969/jp.v10i03.30741 

Erniwati, S. A. (2024). EKSISTENSI TRADISI MAKAN BAJAMBA PADA 

MASYARAKAT KURAI DI KOTA BUKITTINGGI (1984-2021). 6(4), 268–

278. 

Fardayanti, Y., & Nurman. (2013). EKSISTENSI TRADISI JUADAH DALAM 



 

177 

 

MELESTARIKAN SOLIDARITAS DALAM UPACARA PERKAWINAN. 

Humanus, XII(1), 43–52. 

Laksono, A., & Aryanto, H. (2020). Perancangan Urban Toys Dari Adaptasi 

Karakter Komik Karya Tatang Suhenra. Barik, 1(3), 238–247. 

https://ejournal.unesa.ac.id/index.php/JDKV/article/view/36299%0Ahttps://e

journal.unesa.ac.id/index.php/JDKV/article/download/36299/32276 

Liu, J. (2022). Investigation and Research on Consumer Psychology of Blind Box 

Consumers. 6(1). 

Mccloud, S. (1994). Understanding Comics PDF. 

Najla, A., Adibah, N., Fitria, R., Yan, A., Husna, N., Salsabila, Z. N., & Aulia, S. 

(2025). Nasionalisme Melalui Pelestarian Makanan Tradisional Indonesia. 2, 

1–8. 

Naurasari, Z., Muhammad, B. G., Hamida, I. N., & Septy, D. A. (2025). “ DARI 

DAPUR KE DUNIA : EKSPLORASI PERAN RENDANG DALAM 

DIPLOMASI KULINER INDONESIA .” 640–648. 

Nittono, H., Fukushima, M., Yano, A., & Moriya, H. (2012). The Power of Kawaii : 

Viewing Cute Images Promotes a Careful Behavior and Narrows Attentional 

Focus. 7(9). https://doi.org/10.1371/journal.pone.0046362 

Oktaviani, R. C., & Prasetyawati, Y. R. (2020). Potensi Urban Toys Sebagai 

Reproduksi Komunikasi Budaya. Communicare : Journal of Communication 

Studies, 6(2), 140. https://doi.org/10.37535/101006220193 

Palany, D., Choiriyati, S., & Azizah, M. (2025). POLA KOMUNIKASI REMAJA 

DALAM PELESTARIAN BUDAYA ( S TUDI P ADA A CARA S AMBAYAN B 



 

178 

 

UJANG G ADIS DI P EKON W AYKERAP K ECAMATAN S EMAKA K 

ABUPATEN T ANGGAMUS T AHUN 2024 ). 5(1), 17–25. 

PANAGIOTOU, N., LAZOU, C., & BALİOU, A. (2022). Generation Z: Media 

Consumption and Mil. İmgelem, 6(11), 455–476. 

https://doi.org/10.53791/imgelem.1187245 

Purboningsih, E. R., Massar, K., Hinduan, Z. R., Agustiani, H., Ruiter, R. A. C., & 

Verduyn, P. (2023). Perception and use of social media by Indonesian 

adolescents and parents: A qualitative study. Frontiers in Psychology, 13. 

https://doi.org/10.3389/fpsyg.2022.985112 

Putri, D. M., Said, S. B., & Novesar, M. R. (2025). LintekEdu : Jurnal Literasi dan 

Teknologi Pendidikan LintekEdu : Jurnal Literasi dan Teknologi Pendidikan. 

6(4), 398–407. 

Rubio-Hurtado, M. J., Fuertes-Alpiste, M., Martínez-Olmo, F., & Quintana, J. 

(2022). Youths’ Posting Practices on Social Media for Digital Storytelling. 

Journal of New Approaches in Educational Research, 11(1), 97–113. 

https://doi.org/10.7821/NAER.2022.1.729 

Salsabila, A. A., Hana, K. F., & Kudus, I. (2023). Preferensi Konsumen Muslim : 

Eksistensi Makanan Halal Modern Terhadap Minat Beli Jajanan Tradisional 

pada Generasi Muda 238 | P a g e. 22(2), 238–246. 

https://doi.org/10.32639/fokbis.v22i2.748 

Saputra, R. H., & Kesuma, M. E. (2025). Teori Desain Grafis. 

Sekarayu, D. K., Nisa, D. A., Solicitor, A., Rica, C., & Chidtian, E. (2025). 

Designing Chibi Character Designs for a 2D Animated Video : “ For You Who 



 

179 

 

Love to Daydream .” 14(2), 572–581. 

Solarski, C. (2012). Drawing Basics And Video Game Art PDF. 

Sugiyono. (2025). Metode Penelitian Kuantitatif Kualitatif dan R&D. Penerbit 

ALFABETA. 

Temel, Z. (2025). Tariffs , Toys , and Transnational Youth : An IPE Analysis of Pop 

Mart ’ s. 06, 1947–1964. https://doi.org/10.46609/IJSSER.2025.v10i06.003 

Waryono. (2021). TRADISI DAN MAKNA FILOSOFI KULINER 

MINANGKABAU. 1(November), 65–74. 

Yusrini, F. (2017, February 17). Trending-topic. femina.co.id. Diakses dari 

http://www.femina.co.id/trending-topic/serunya-para-kolektor-berburu-

urban- 

 


