DAFTAR PUSTAKA

Bandai Co., Ltd. (2017). History of Gachapon. Bandai Official Website.

Brooks, G. A., & Clark, L. (2019). Association between loot box use, problematic
gaming and gambling, and gambling-related cognitions. Journal of
Behavioral Addictions, 8(3), 1-9.

Dragon Collection: A Milestone in Mobile Gaming History. (2013). Game
Developer Magazine, 25(3), 15-22.

Firasatulilmi, M. (2022). Pengaruh Daya Tarik Gacha dan Dampak Kecanduan
Gacha terhadap Perilaku Konsumtif Mahasiswa Program Studi Bahasa
dan Kebudayaan Jepang Universitas Darma Persada (Skripsi, Universitas
Darma Persada).

Fishbach, A., Hsee, C., & Shen, L. (2014). The motivational effects of uncertainty:
When does uncertainty motivate versus demotivate? Journal of Consumer
Research, 41(5), 1-12.

Gachapon: The Capsule Toy Craze in Japan. (2020). Japan Today. Retrieved from
Japan Today.

Instagram. (@anievo.id and @stashstatz: June 2024 Mobile RPG Gacha Game
Revenue Statistics). (2024). Instagram.

Ito, M. (2019). Japanese Pop Culture and Its Global Influence. Routledge.

Kawashima, K. (2021). Digital evolution: The role of Gacha in modern gaming.
Gaming Studies Journal, 12(3), 45-60.

Kimura, Y. (2014). The financial success of Dragon Collection and the rise of Gacha
mechanics in mobile games. Tokyo Game Journal, 32(1), 1-14.

Lee, J. (2022). The global impact of Japanese gaming innovations. Journal of
Cultural Studies, 15(4), 78-91.

Nakamura, K. (2018). The Evolution of Gachapon: From Vending Machines to
Digital Games. Tokyo Toy Press.

Shaffer, H. J., & Shaffer, P. M. (2016). Behavioral theory: Stimulus-response and
its application to human behavior. Journal of Behavioral Psychology,
22(3), 45-60.

Smith, A. (2023). The psychological and economic impacts of Gacha mechanics.
Behavioral Economics Review, 18(2), 123-135.

Takahashi, M. (2019). Gachapon and its impact on Japanese toy culture. Journal of
Japanese Studies, 42(3), 65-78.

Thaler, R. H. (2017). Behavioral economics: Past, present, and future. American
Economic Review, 107(7), 1-20.

Turner, J. H. (1988). A Theory of Social Interaction. Stanford University Press.

Twenge, J. M. (2017). iGen: Why Today's Super-Connected Kids Are Growing Up
Less Rebellious, More Tolerant, Less Happy—and Completely
Unprepared for Adulthood. Atria Books.

Universitas Darma Persada



Why "Kompu-Gacha" Was Banned. (2024). Game Developer Magazine.
Zendle, D., & Cairns, P. (2019). Loot boxes are again linked to problem gambling:
Result of a replication study. Journal of Gambling Studies, 35(2), 635-656.

Universitas Darma Persada



