DAFTAR PUSTAKA

Adam, I. A., Sudaryanto, E., Fildzahun, H., & Kusnadi, H. F. N. (2025).
PENGARUH TERPAAN KONTEN INSTAGRAM @ANTONN.SKY
TERHADAP INTENSITAS FOTOGRAFI FOLLOWERS. RELASI:
Jurnal Penelitian Komunikasi, 05(02), 84-89.
https://doi.org/https://doi.org/10.69957/relasi.v5104.2252

An, Y., & Lv, X. (2025). Avatar Identification and Psychological Ownership
of Virtual Items: Key Drivers of Post-Purchase Intention in Otome
Games. Galactica Media: Journal of Media Studies, 7(3), 122—154.
https://doi.org/https://doi.org/10.46539/gmd.v713.590

André, F., Bore, P., Toresson, T., Andersson, M., & Knutsson, E. C. (2024).
The relationship between game genre, monetization strategy and
symptoms of gaming disorder in a clinical sample of adolescents. Upsala
Journal of Medical Sciences, 129, 1-9.
https://doi.org/10.48101/ujms.v129.10386

Anggraini, 1. (2022). Terpaan Media Instagram Pada Followers Klabinaria
Subang. In JPRMEDCOM : Journalism, Public Relation and Media
Communication  Studies  Journal  (Vol. 4, Number 1).
https://journal.unsika.ac.id/index.php/JPRMEDCOM

Anshori, K., & Binastuti, S. (2024). Pengaruh Konten, Terpaan Media dan
Kredibilitas Akun Instagram (@tempodotco terhadap Pemenuhan
Kebutuhan  Informasi  Politik ~ Followers.  1(4), 127-146.
https://doi.org/https://doi.org/10.62383/filosofi.v1i4.369

Ardianto, E., Komala, L., & Karlinah, S. (2019). Komunikasi Massa: Suatu
Pengantar (R. Karyanti, Ed.). Simbiosa Rekatama Media .

Arnett, J. J. (2006). Emerging Adulthood: Understanding the New Way of
Coming of Age. American Psychological Association, 3-19.
https://doi.org/doi.org/10.1037/11381-001

Aryun, A., Nugraha, D. D., Karachi, L. Di, Ruswan, M., & Abdurrahman, N.
(2020). Pengaruh Paparan Iklan Terhadap Brand Awareness Serta
Keinginan untuk Memainkan Game AoV. COMMENTATE: Journal of

Communication Management, 1(1), 95-108.
https://doi.org/10.37535/103001120208

Bismo, A., Prabowo, H., Heriyati, P., & Abdinagoro, S. B. (2023). Exploring
the mediating effect of relational quality on brand advocacy: The role of
parasocial relationship among millennials in Indonesia. International

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 112
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



Journal of Applied Economics, Finance and Accounting, 17(2), 260-266.
https://doi.org/10.33094/ijaefa.v17i2.1130

Buijsman, M. (2025, September 9). Global Games Market to Hit $189 Billion
in 2025  as Growth  Shifts to Console. Newzoo.
https://newzoo.com/resources/blog/global-games-market-to-hit-189-
billion-in-2025

Bungin, B. (2019). Metode Penelitian Kuantitatif: Komunikasi, Ekonomi, dan
Kebijakan Publik serta Ilmu-llmu Sosial Lainnya (2nd ed.).
PRENADAMEDIA GROUP.

Chen, S., Yi, Z., Wang, X., Luo, Y., & Liu, Y. (2022). Competitive game
motivation and trait aggression among Chinese adolescent players of
Glory of the King: The mediating role of avatar identification and game
aggression. Aggressive Behavior, 48(6), 563-572.
https://doi.org/10.1002/ab.22045

Feng, Y. (2024). From Fun to Fantasy: Gaming Experiences, Perceived
Presence, and Adolescent Romantic Parasocial Attachments in Romantic
Video Games. Psychology of Popular Media, 14(2), 256-263.
https://doi.org/10.1037/ppm0000538

Firsta S, N. P. A., & Ambarwati, K. D. (2023). Attachment Styles and
Parasocial Relationships among K-Pop Fans in Indonesia. Bisma The
Journal of Counseling, 7(3), 355-364.
https://doi.org/10.23887/bisma.v7i3.70440

Frater, L. (2024, January 17). Interview: Love and Deepspace developer,
Infold, discusses its visually stunning, upcoming otome game | Pocket
Gamer. Pocket Gamer. https://www.pocketgamer.com/love-and-
deepspace/developer-interview/

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, 1-16.
https://doi.org/10.17645/mac.8662

Ghozali, 1. (2021). Partial Least Squares Konsep, Teknik, dan Aplikasi
Menggunakan Program SmartPLS 3.2.9 untuk Penelitian Empiris (3rd
ed.). BP UNDIP.

Ghozali, 1., & Latan, H. (2015). Partial Least Squares: Konsep, Teknik dan
Aplikasi Menggunakan Program SmartPLS 3.0 Untuk Penelitian Empiris
(2nd ed.). BP UNDIP.

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 113
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



Gong, A. Di, & Huang, Y. T. (2023). Finding love in online games: Social
interaction, parasocial phenomenon, and in-game purchase intention of

female game players. Computers in Human Behavior, 143, 1-14.
https://doi.org/10.1016/j.chb.2023.107681

Green, R., Delfabbro, P. H., & King, D. L. (2020). Avatar identification and
problematic gaming: The role of self-concept clarity. Addictive
Behaviors, 113. https://doi.org/10.1016/j.addbeh.2020.106694

Grimes, A., & Kitchen, P. J. (2007). Researching mere exposure effects to
advertising-theoretical foundations and methodological implications.
International  Journal of Market Research, 49(2), 191-219.
https://doi.org/10.1177/147078530704900205

Hair, J. F., Hult, G. T. M., Ringle, C. M., & Sarstedt, M. (2014). A Primer on
Partial Least Squares Structural Equation Modeling (PLS-SEM). SAGE
Publications.

Hair, J. F., Hult, G. T. M., Ringle, C. M., & Sarstedt, M. (2022). A Primer on
Partial Least Squares Structural Equation Modeling (PLS-SEM) Third
Edition (Third). SAGE Publications.

Hardisman. (2021). Analisis Partial Least Square Structural Equation
Modelling (PLS-SEM) (1st ed.). Bintang Purstaka Mandiri .

Hartanti, Z. F. (2023). Pengaruh Kesepian terhadap Romantic Beliefs melalui
Mediator Hubungan Parasosial pada Wanita Lajang Penggemar K-Pop.
Universitas Negeri Jakarta.

Harza, M. A., Latif, Fauzan, A., & Kom, S. I. (2025). Virtual Romance: An
Analysis of Artificial Intimacy in the Relationship of Players and
Characters in the Love and Deepspace Otome Game. Lavish Opulent
Education, 2(1), 177-183.
https://ejournal.lavishopulent.com/ojs/index.php/ijseb/index

Hidayat, A. H., & Tambunan, S. M. G. (2025). Analysis of the Capitalization
on Companionship among Indonesian Young Women through Otome
Mobile Game. Journal ~ La  Sociale, 6(3), 785-798.
https://doi.org/10.37899/journal-la-sociale.v613.2102

Hua, S., & Xiao, C. (2022). What shapes a parasocial relationship in RVGs?
The effects of avatar images, avatar identification, and romantic jealousy

among potential, casual, and core players. Computers in Human
Behavior, 139, 1-11. https://doi.org/10.1016/j.chb.2022.107504

Jacoby, L. L. (1991). A Process Dissociation Framework: Separating
Automatic from Intentional Uses of Memory. JOURNAL OF MEMORY

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 114
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



AND LANGUAGE, 30(5), 513-541. https://doi.org/10.1016/0749-
596X(91)90025-F

Jakpat. (2025, October 27). Indonesian Gaming Behavior 2025. GoodStats.
https://goodstats.id/publication/indonesian-gaming-behavior-2025-
mgMC3

Jha, Y. (2025). Exploring the Impact of Otome Gacha Games on Romance
Narratives, Gaming Expenditure and Real World Commitments Through
Love and Deepspace.
https://doi.org/https://doi.org/10.6082/UCHICAGO.15633

Jin, B., & Kim, J. (2015). Television Drama Viewing and Romantic Beliefs:
Considering Parasocial Interaction and Attachment Style. International

Journal of Humanities and Social Science, 5(10), 51-60.
www.ijhssnet.com

Juwita, T. (2022). Pengaruh Parasocial Relationship terhadap Romantic
Beliefs Penonton Serial Bergenre Romantis pada Dewasa Awal.
Universitas Negeri Jakarta.

Kemp, S. (2025, February 5). Digital 2025: The Essential Guide to The Global
State of Digital. We Are Social.
https://wearesocial.com/id/blog/2025/02/digital-2025-the-essential-
guide-to-the-global-state-of-digital/

Kriyantono, R. (2024). Teknik Praktis Riset Komunikasi Kuantitatif dan
Kualitatif (2nd ed.). KENCANA.

Laurensia, A., & Ernungtyas, N. F. (2024). TRANS-PARASOCIAL
RELATIONSHIP ON TIKTOK LIVE SHOPPING: ANETNOGRAPHY
STUDY OF STREAMERS AND AUDIENCES INTERACTIONS.
Eduvest-Journal — of  Universal  Studies,  4(9), 7840-7855.
https://doi.org/10.59188/eduvest.v4i9.1745

Lee, A. Y. (2001). The Mere Exposure Effect: An Uncertainty Reduction
Explanation Revisited. PERSONALITY AND SOCIAL PSYCHOLOGY
BULLETIN Lee / UNCERTAINTY REDUCTION AND MERE
EXPOSURE, 27(10), 1255-1266.
https://doi.org/doi.org/10.1177/01461672012710002

Lei, Q., Tang, R., Ho, H. M., Zhou, H., Guo, J., & Tang, Z. (2024). A Game of
Love for Women: Social Support in Otome Game Mr. Love: Queen’s

Choice in China. Conference on Human Factors in Computing Systems -
Proceedings, 1-15. https://doi.org/10.1145/3613904.3642306

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 115
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



Lippman, J. R., Ward, L. M., & Seabrook, R. C. (2014). Isn’t it romantic?
Differential associations between romantic screen media genres and
romantic beliefs. Psychology of Popular Media Culture, 3(3), 128—140.
https://doi.org/10.1037/ppm0000034

Low, S. (2025, February). Gaming’s Feminine Side Is Starting to Make Big
Bucks. https://www.japantimes.co.jp/life/2025/02/01/digital/dating-sim-
dress-up-games-profit/

Lu, N. (2025, February). Sensor Tower APAC Awards 2024.
https://sensortower.com/blog/sensor-tower-apac-awards-2024

McQuail, D. (2010). McQuail’s Mass Communication Theory (6th Edition)
(Sixth). Sage Publications Ltd.

Mehta, C. M., Arnett, J. J., Palmer, C. G., & Nelson, L. J. (2020). Established
adulthood: A new conception of ages 30 to 45. American Psychologist,
75(4), 431-444. https://doi.org/10.1037/amp0000600

Munawaroh, & Nuridin. (2025). Statistika Bisnis: Pendekatan Olah Data
Sederhana. Deepublish Digital.

Noverianti, S., & Yuwono, A. 1. (2021). Permainan Simulasi Kencan sebagai
Medium Romantic Loneliness. Jurnal Media dan Komunikasi Indonesia,
2(2), 115-130. https://doi.org/https://doi.org/10.22146/jmki.67325

Nuaja, I. W. A. R., Wiranatha, AA. Kt. A. C., & Wibawa, K. S. (2022).
RANCANG BANGUN GAME PATIH KEBO IWA BERGENRE TURN
BASED ROLE PLAYING GAME BERBASIS ANDROID. JITTER-
Jurnal llmiah Teknologi dan Komputer, 3(1), 729-738.

Nur, R. R., Latipah, E., & Izzah, 1. (2023). Perkembangan Kognitif Mahasiswa
pada  Masa  Dewasa Awal. ARZUSIN, 3(3), 211-219.
https://doi.org/doi.org/10.58578/arzusin.v313.1081

Pahlevi, M. R., Nurdin, Muh. N. H., & Sulastri, T. (2024). HUBUNGAN
ANTARA PARASOCIAL RELATIONSHIP DAN PREFERENSI
PEMILIHAN PASANGAN PADA WANITA DEWASA AWAL
PENGGEMAR K-POP. Journal of Correctional, 7(2), 356-365.
https://doi.org/https://doi.org/10.52472/jci.v712.520

Pakpahan, A. F., Prasetio, A., Gurning, E. S. N. K., Situmorang, R. F. R,,
Sipayung, T. P. D., Sesilia, A. P., Purba, P. P. R. B., Chaerul, M., Siagian,
[. Y. V,, & Rantung, G. A. J. (2021). Metodologi Penelitian llmiah.
Yayasan Kita Menulis.

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 116
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



Pei, Q., Chen, Y., Fan, H., Liang, J., & Xu, B. (2025). The impact of game
character identification on otome game players’ mate selection criteria.
BMC Psychology, 13(1), 1-9. https://doi.org/10.1186/s40359-025-
03154-5

Perdana, K. E. (2023). A Descriptive Analysis of Parasocial Interactions of
Korean-Pop Fans on Indonesian Social Media. Indonesian Journal of
Contemporary  Multidisciplinary ~ Research,  2(5),  859-872.
https://doi.org/10.55927/modern.v2i5.5523

Perloft, R. M. (2010). The Dynamics of Persuasion: Communication and
Attitudes in the 21st Century, Fourth Edition (4th ed.). Routledge.
https://doi.org/0-203-87032-8

Rahman, I. N., Fakhri, N., & Tri Sulastri. (2025). Analisis Relasi Antara
Keyakinan Romantis Dan Gaya Kelekatan Dalam Konteks
Ketidaksadaran Status Hubungan Pada Perselingkuhan. G-Couns: Jurnal
Bimbingan Dan Konseling, 9(3), 1557—-1570. https://doi.org/10.31316/g-
couns.v913.7220

Riyanto, S., & Setyorini, W. (2024). Metode Penelitian Kuantitatif dengan
Pendekatan SmartPLS 4.0 (H. A. Muhtahana, Ed.; 1st ed.). Deepublish.

Saed, S. (2025, August 25). Love and Deepspace wins Best Mobile Game at
gamescom, throws shade at you know what | VG247.
https://www.vg247.com/love-and-deepspace-best-mobile-game-win-
gamescom-2025

Saito, K. (2021). From Novels to Video Games: Romantic Love and Narrative
Form in Japanese Visual Novels and Romance Adventure Games. Arts,
10(3), 1-18. https://doi.org/10.3390/arts10030042

Santoso, P. (2025, March 7). Fans Love and Deepspace Indonesia Rayakan
Ulang Tahun Karakter dengan Sewa Billboard - KoKang Gaming.
Kokang Gaming. https://kokanggaming.com/fans-love-and-deepspace-
indonesia-rayakan-ulang-tahun-karakter-dengan-sewa-billboard/

Saputra, N., & Rezkianiza, A. (2025). Impact of Parasocial Relationships and
Communication on Mental Health in Digital Fandom. 1-7.
https://doi.org/10.1109/iccit65724.2025.11166696

Sekaran, U., & Bougie, R. (2016). Research Methods For Business: A Skill
Building Approach. American Geophysical Union.
www.wileypluslearningspace.com

Simanjuntak, A., Luh, N., Purnawan, R., Devia Pradipta, A., & St, * P B
Sudirman. (2021). The Effect of Online Game Violence Exposure on

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 117
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



Teenagers’ Aggressive Behavior Article Info. Journal of Social Sciences
and Humanities, 11(1), 69-78.
https://doi.org/http://dx.doi.org/10.31940/soshum.v11i1.2265

Song, W., & Fox, J. (2016). Playing for Love in a Romantic Video Game:
Avatar Identification, Parasocial Relationships, and Chinese Women’s
Romantic Beliefs. Mass Communication and Society, 19(2), 197-215.
https://doi.org/10.1080/15205436.2015.1077972

South China Morning Post. (2025). Video | Young women in China find virtual
romance in hit game ‘Love and Deepspace’| South China Morning Post.
https://www.scmp.com/news/china/article/3303288/young-women-
china-find-virtual-romance-hit-game-love-and-deepspace

Sprecher, S., & Metts, S. (1989). Development of The “Romantic Beliefs
Scale” and Examination of The Effects of Gender And Gender- Role
Orientation. Journal of Social and Personal Relationship, 6(4), 397-411.

Sugiyono. (2023). Metode Penelitian Kuantitatif, Kualitatif, dan R&D (5th
ed.). ALFABETA. www.cvalfabeta.com

Sugiyono, & Lestari, P. (2021). Metode Penelitian Komunikasi (Sunarto, Ed.;
Ist ed.). ALFABETA.

Syafrina, D., Permatasari, D. P., & Dara, Y. P. (2016). Parasosial dan Romantic
Beliefs: Studi pada Penonton Serial Drama Korea. MEDIAPSI, 2(2), 16—
22. https://doi.org/https://doi.org/10.21776/ub.mps.2016.002.02.3

Syafrina, D., Permatasari, D. P., & Dara, Y. P. (2017). Parasosial dan Romantic
Beliefs: Studi pada Penonton Serial Drama Korea (Vol. 2, Number 2).
https://doi.org/https://doi.org/10.21776/ub.mps.2016.002.02.3

Syahrir, Danial, Yulinda, E., & Yusuf, M. (2020). Analisis Metode SEM-PLS
dalam Pengelolaan Sumberdaya Pesisir dan Lautan (1st ed.). Penerbit
IPB Press.

Takano, M., & Taka, F. (2022). Fancy avatar identification and behaviors in
the virtual world: Preceding avatar customization and succeeding

communication. Computers in Human Behavior Reports, 6, 1-12.
https://doi.org/10.1016/j.chbr.2022.100176

Tang, C. (2024). Consumer-Oriented Marketing Strategy of Chinese Domestic
Otome Games: A Case Study of Love and Deepspace. Advances in
Economics, Management and Political Sciences, 117(1), 19-25.
https://doi.org/10.54254/2754-1169/117/20242055

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 118
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



The Standard. (2025, March 21). “Deepspace” Love Hooks Young Mainland
Women. The  Standard.  https://www.thestandard.com.hk/world-
news/article/71139/Deepspace-love-hooks-young-mainland-women

Tukachinsky, R. (2010). Para-Romantic Love and Para-Friendships:
Development and Para-Romantic Love and Para-Friendships:
Development and Assessment of a Multiple-Parasocial Relationships
Scale Assessment of a Multiple-Parasocial Relationships Scale. American
Journal of Media Psychology, 3(1/2), 73-94.
https://digitalcommons.chapman.edu/comm _articles

Tukachinsky, R., & Dorros, S. M. (2018). Parasocial romantic relationships,
romantic beliefs, and relationship outcomes in USA adolescents:
rehearsing love or setting oneself up to fail? Journal of Children and
Media, 12(3), 329-345. https://doi.org/10.1080/17482798.2018.1463917

Umar, H. (2011). Metode Penelitian Skripsi dan Tesis (2nd ed.). Rajawali Pers.

Vannier, S. A., & O’Sullivan, L. F. (2017). Passion, connection, and destiny:
How romantic expectations help predict satisfaction and commitment in
young adults’ dating relationships. Journal of Social and Personal
Relationships, 34(2), 235-257.
https://doi.org/10.1177/0265407516631156

Widaningsih, T. T., Nugraheni, Y., Prananingrum, E. N., & Rahayunianto, A.
(2020). Pengaruh Terpaan Media dan Daya Tarik Destinasi Wisata
terhadap Minat Berwisata. Jurnal KOMUNIKATIF, 9(2), 174-190.
https://doi.org/10.33508/jk.v9i2.2742

Wu, Y., Cai, W., & Mensah, S. A. (2024). “We Found Love”: Romantic Video
Game Involvement and Desire for Real-Life Romantic Relationships
Among Female Gamers. Social Science Computer Review, 42(4), 892—
912. https://doi.org/10.1177/08944393231217940

Xu, Y., Abeele, M. Vanden, Hou, M., & Antheunis, M. (2023). Do Parasocial
Relationships with Micro- and Mainstream Celebrities Differ? An
Empirical Study Testing Four Attributes of the Parasocial Relationship.
Celebrity Studies, 14(3), 366-386.
https://doi.org/10.1080/19392397.2021.2006730

Yamin, S. (2025). Paham Analisis Data SEM PLS SMARTPLS 4 & 3 (4th ed.).
PT Dewangga Energi Internasional. www.dewanggapublishing.com

Yang, C., Zhou, Z., Gao, L., Lian, S., Zhai, S., & Zhang, D. (2022). The impact
of interpersonal alienation on excessive Internet fiction reading: Analysis
of parasocial relationship as a mediator and relational-interdependent

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 119
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



self-construal as a moderator. Current Psychology, 42(23), 19824—19839.
https://doi.org/10.1007/s12144-021-02601-x

Yeu, M., Yoon, H. S., Taylor, C. R., & Lee, D. H. (2013). Are banner
advertisements in online games effective? Journal of Advertising, 42(2—
3), 241-250. https://doi.org/10.1080/00913367.2013.774604

Yi, J. (2023). Female-Oriented Dating Sims in China: Players’ Parasocial
Relationships, Gender Attitudes, and Romantic Beliefs. Psychology of
Popular Media, 12(1), 58—68. https://doi.org/10.1037/ppm0000386.supp

Yonatan, A. Z. (2025, December 16). 71% Pemuda Indonesia Belum Kawin
pada 2025 - GoodStats Data. GoodStats.
https://data.goodstats.id/statistic/7 1 -pemuda-indonesia-belum-kawin-
pada-2025-cF2p4#google vignette

Zhang, X., Shan, X., & Chung, J. (2024). A Study on the Characterization of
Otome Games. International Journal of Advanced Culture Technology,
12(3), 284-289. https://doi.org/10.17703/1JACT.2024.12.3.284

Zheng, X., Luo, J. M., & Shang, Z. (2022). Effect of parasocial relationship on
tourist’s destination attitude and visit intention. PLoS ONE, 17(4).
https://doi.org/10.1371/journal.pone.0265259

Nabila Yasmin, 2026

PENGARUH GAME EXPOSURE TERHADAP ROMANTIC BELIEFS MELALUI AVATAR
IDENTIFICATION DAN PARASOCIAL RELATIONSHIP PADA PEMAIN LOVE AND DEEPSPACE 120
UPN Veteran Jakarta, Fakultas Ilmu Sosial dan Ilmu Politik

[www.upnvj.ac.id — www.library.upnvj.ac.id - www.repository.upnvj.ac.id]



	DAFTAR PUSTAKA

