DAFTAR PUSTAKA

Aaker, D. (1991). Managing Brand Equity. Free Press.
Aaker, D. (2015). Manajemen Ekuitas Merek. Mitra Utama.
Aaker, D. (2018). Manajemen Ekuitas Merek. Mitra Utama.

Alrasid, A. (2021). Advergames sebagai Peluang Media Komunikasi Pemasaran. Jurnal
Komunikasi Dan Teknologi Informasi, 13.

Aminudin, A. (2018). Audience in Reception Analysis Perspective. The Asian Conference on
Media, Communication, & Film 2018.
https://www.researchgate.net/publication/330497048 Audience_in_Reception_Analysis
_Perspective

Arikunto, S. (2013). Prosedur Penelitian: Suatu Pendekatan Praktik. Rineka Cipta.

Augustine, Y., & Kristaung, R. (2013). Metodologi Penelitian Bisnis dan Akutansi. Dian
Rakyat.

Azkiya, V. (2022). Jumlah Gamers Indonesia Terbanyak Ketiga di Dunia.
https://databoks.katadata.co.id/datapublish/2022/02/16/jumlah-gamers-indonesia-
terbanyak-ketiga-di-dunia

Azman. (2018). Penggunaan Media Massa dan Media Sosial di Kalangan Mahasiswa
Komunikasi. Jurnal Ar-Ranity, 1.

Azwar, S. (2015). Sikap Manusia: Teori & Pengukurannya. Pustaka Pelajar.

Baran, S. J., & Davis, D. K. (2013). Mass Communication Theory: Foundations, Ferment,
and Future (7th editio). Wadsworth Publishing.

Broadbent, S., Bridson, K., Ferkins, L., & Rentschler, R. (2010). Brand Love, Brand Image,
And Loyalty in Australian Elite Sport.

Buccini, M., & Santana, S. (2019). Building Brand Equity Using Advergames Experiences: A
Brazilian Study Case.

Bungin, M. B. (2007). Penelitian Kualitatif Komunikasi, Ekonomi, Kebijakan Publik, dan
IImu Sosial lainnya. Kencana Prenada Media Group.

Cangara, H. (2010). Pengantar llmu Komunikasi. PT Raja Grafindo Persada.

Chuang, Y.-W. (2015). Toward an Understanding of Uses and Gratifications Theory and the
Sense of Virtual Community on Knowledge Sharing in Online Game Communities.
International Journal of Information and Education Technology, 5(6), 472—-476.
https://doi.org/10.7763/ijiet.2015.v5.552

Clement, J. (2022a). Daily active users (DAU) of Roblox games worldwide from 4th quarter
2019 to 3rd quarter 2022, by age group.
https://www.statista.com/statistics/1190309/daily-active-users-worldwide-roblox/

Clement, J. (2022b). Distribution of Video Gamers in 2022, by Age Group.
https://www.statista.com/statistics/189582/age-of-us-video-game-players/#:~:text=As
generations have grown up,are 65 years and older.

99



Clement, J. (2022c). Number of video game users worldwide from 2017 to 2027.
https://www.statista.com/statistics/748044/number-video-gamers-world/#:~:text=In
2022%2C the number of,gamers in the previous year.

Haskins, J., & Kendrick, A. (1993). Successful Advertising Research Methods. NTC Business
Books.

Henry, D. (2013). Pengaruh Advergame terhadap Brand Awareness. Maranatha Repository.
http://repository.maranatha.edu/id/eprint/9685

Idrus, M. (2009). Metode Penelitian lImu Sosial, Pendekatan Kualitatif dan Kuantitatif.
Erlangga.

Indriantoro, N., & Supomo, B. (2013). Metodologi Penelitian Bisnis Untuk Akuntansi &
Manajemen. BPFE.

Isnaini, N. L., Fauziyyah, S., & Firman, R. T. (2017). Peran Digital Marketing terhadap
Brand Equity Produk Pariwisata. 406-410.

Keller, K. L. (2003). Strategic Brand Management: Building, Measuring, and Managing
Brand Equity. Prentice Hall.

Keller, K. L. (2013). Strategic Brand Management: Building, Measuring, and Managing
Brand Equity. Pearson Educatio Inc.

Keller, K. L., & Brexendorf, T. O. (2019). Measuring Brand Equity. Handbuch
Markenfuihrung.

Kotler, P. (2012). Manajemen Pemasaran (13th ed.). Rajawali.
Kotler, P., & Keller, K. L. (2011). Manajemen Pemasaran (13th ed.). Erlangga.

Lipscombe, D. (2021). Nike Meets Roblox in NIKELAND: A Metaverse Leap for the Sports
Brand. https://www.gmw3.com/2021/11/nike-meets-roblox-in-nikeland-a-metaverse-
leap-for-the-sports-brand/

Logomyway.com. (2021). Roblox Logo and the Company’s History.
https://blog.logomyway.com/roblox-logo/

Marques, C., da Silva, R. V., Davcik, N. S., & Faria, R. T. (2020). The Role of Brand Equity
in A New Rebranding Strategy of A Private Label Brand. Journal of Business Research,
117, 497-507. https://doi.org/https://doi.org/10.1016/j.jbusres.2020.06.022.

Miles, B. M., & Huberman, M. (1992). Analisis Data Kualitatif. Penerbit Universitas
Indonesia.

Moleong, L. J. (2012). Metodologi Penelitian Kualitatif. PT Remjaa Rosdakarya.
Nike. (2015). https://www.firstversions.com/2015/06/nike-shoes.html
Nurudin. (2009). Pengantar Komunikasi Massa. PT Raja Grafindo Persada.

Pujileksono, S. (2016). Metode Penelitian Komunikasi Kualitatif. Kelompok Intrans
Publishing.

Puspitorini, S. (2018). METODE PENELITIAN [Unika Soegijapranata Semarang]. In
Repsitory Unika. http://repository.unika.ac.id/18946/4/18.D3.0048 SHANTI
PUSPITORINI%2C ST %288.87%29..pdf BAB Il1.pdf

100



Rahardjo, M. (2010). Triangulasi dalam Penelitian Kualitatif. Repository of Maulana Malik
Ibrahim State Islamic University of Malang. http://repository.uin-malang.ac.id/1133/

Roblox. (2022). Roblox Q2 2022 Supplemental Materials.

Sadiman, A. S. (2010). Media Pendidikan: Pengertian, Pengembangan dan Pemanfaatannya.
Rajawali Press.

Salen, K., & Zimmerman, E. (2004). Rules of Play: Game Design Fundamentals. The MIT
Press Cambridge.

Satori, D. (2011). Metode Penelitian Kualitatif. Alfabeta.
Sejarah Perkembangan Brand Nike. (2021). https://sneakers.co.id/sejarah-brand-nike/

Shannon, J. (2021). Gamify’s Top 9 Best Advergames | Gamification Marketing 2021 (video).
https://www.gamify.com/gamification-blog/top-9-best-advergames-gamify-2021

Sobur, A. (2003). Psikologi Umum. Pustaka Setia.

Social, we are. (2022). Digital 2022: Another Year of Bumper Growth.
https://wearesocial.com/sg/blog/2022/01/digital-2022-another-year-of-bumper-growth/

Sugiyono. (2010). Metode Penelitian Pendidikan Pendekatan Kuantitatif, kualitatif, dan
R&D. Alfabeta.

Sugiyono. (2012). Memahami Penelitian Kualitatif. Alfabeta.

Sugiyono. (2015). Metode Penelitian Kombinasi (Mix Method). Alfabeta.
Sugiyono. (2016). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Alfabeta.
Suherman, A. (2020). Buku Ajar Teori-Teori Komunikasi. Deepublish.

Sunyoto, D. (2013). Metode Penelitian Akuntansi. PT. Refika.

Sutcliffe, C. (2022). 21m people have now visited Nike’s Roblox store. Here’s how to do
metaverse commerce right. https://www.thedrum.com/news/2022/09/22/21m-people-
have-now-visited-nike-s-roblox-store-here-s-how-do-metaverse-commerce

Tan, A. M., Lestari, M. T., & Salmiyah, D. (2016). Respon Konsumen pada Strategi
Komunikasi Pemasaran Digital Dinas Pariwisata Ekonomi Kreatif, Pemuda dan
Olahraga di Kawsan Wisata Mandeh Kabupater Pesisir Selatan. 3(2), 2626-2634.

Tighe, D. (2022). Brand value of the sports company Nike worldwide from 2016 to 2022.
https://www.statista.com/statistics/632210/nike-brand-value/

Tina, W., & Buckner, K. (2013). Receptiveness of Gamers to Embedded Brand Messages in
Advergames: Attitudes toward Product Placement. Journal of Interactive Advertising,
7(1). https://doi.org/https://doi.org/10.1080/15252019.2006.10722123

Tjiptono, F. (2017). Manajemen Pemasaran Jasa. PT Indeks Kelompok Gramedia.

Vanwesenbeeck, 1., Ponnet, K., & Walrave, M. (2015). Go with the flow: how children’s
persuasion knowledge is associated with their state of flow and emotions during
advergame play. Journal of Consumer Behaviour. https://doi.org/10.1002/cb.1529

Walgito, B. (2010). Pengantar Psikologi Umum. CV Andi.

101



Wandi, S., Nurharsono, T., & Raharjo, A. (2013). Pembinaan Prestasi Ekstrakulikuler
Olahraga di SMA Karangturi Kota Semarang. Journal of Physical Education, Sport,
Health and Recreations, 2(8), 524-535.

West, R., & Turner, L. (2014). Introducing Communication Theory (Fifth Edit). McGraw
Hill.

Widjaja, M., Wijaya, S., & Jokom, R. (2008). Analisis Penilaian Konsumen Terhadap
Ekuitas Merek Coffee Shops Di Surabaya. Jurusan Manajemen Perhotelan Universitas
Kristen Petra, 3.

Widoyoko, E. P. (2014). Teknik Penyusunan Instrumen Penelitian. Pustaka Pelajar.

Yopi, M., & Wahid, U. (2020). Digital Brand Equity melalui Social Media (Studi Kasus pada
Bagian Pemasaran Sekolah Global Jaya). Jurnal Ilmu Komunikasi, 1(1), 87-106.

Zeithaml, A. V., Bitner, M. J., & Gremler, D. D. (2013). Service Marketing (Sixth). McGraw
Hill.

102



