
	  

DAFTAR PUSTAKA 

 

Beane, Andy (2012) 3D Animation Essentials. United States: John Wiley & Sons 

Chamorro-Premuzic, Tomas dan Furnham, Adrian (2009) Personality and Intellectual 

 Competence. New Jersey, United States: Phsycology Press 

 

Creswell, John W. (2009) Research Design: Qualitative, Quantitative, and Mixed 

 Methods Approaches. California, USA: SAGE Publications 

Ewen, Robert B. (2003) Theories of Personality. New Jersey, United States: 

 Lawrance Erlbaum Associates. 

Hartley, Lucy (2003) Physiognomy and The Meaning of Expression in Nineteenth – 

 Century Culture. United Kingdom: Cambridge University Press 

Hutcheon, Linda. (2006) Theory of Adaptation. United Kingdom: Routledge Taylor & 

 Francis Group   

Kerlow, Isac. (2004) The Art of 3D: Computer Animation and Effects. New Jersey, 

 USA: John Wiley and Sons, Inc. 

Laybourne, Kit. (1998) The Animation Book. New York, USA: Three Rivers Press 

Lomax, Leila. (1920) Physiognomy. Philadelphia, United States: The Penn Publishing 

 Company 

Roberts, Steve (2007) Character Animation: 2D Skills for Better 3D. Oxford, UK: 

 Elsevier Ltd. 

Withrow, Steven (2009) Secrets of Digital Animation. Mies, Switzerland: RotoVision 

 SA 

 

  



	  

NARASUMBER 

1. Lucas S; karakter animator dari studio animasi Frameorder, Utrecht – 

Belanda, 2015. Menggunakan metode wawancara tidak terstruktur, face-to-

face. 

2. John Vasallo;  kepala pimpinan bagian animasi dari studio animasi Blue Sky 

Studios, USA, 2015. Menggunakan metode wawancara tidak terstruktur, via 

email: 

“Vassallo, John (vassallo.jp@gmail.com). (2015, April – 

September). Need Help For My Final Thesis.  E-mail kepada Aprilia 

Utami Setya Wijoyo (apriliautamisw@yahoo.com).” 

3. Gera Rosa; ahli psikologi dari Chevorn, Jakarta. Menggunakan metode 

wawancara tidak terstruktur, via Skype dan email: 

“Rosa, Gera (babyrosa@yahoo.com). (2015, November). 

Wawancara Tugas Akhir.  E-mail kepada Aprilia Utami Setya 

Wijoyo (apriliautamisw@yahoo.com).” 

4. Dr. dr. Lydia Pratanu, MS; ahli genetika dari RSAB Harapan Kita, Jakarta. 

Menggunakan metode wawancara tidak terstruktur, via Facetime Call pada 

bulan Agustus 2016. 

5. Dannisa Azzahra; fashion designer dari brand “danisazahra” – Singapore, 

2015. Menggunakan metode wawancara tidak terstruktur, via email: 

“Azzahra, Dannisa (azzahradannisa@gmail.com). (2015, Oktober). 

Need Help For My Final Thesis.  E-mail kepada Aprilia Utami 

Setya Wijoyo (apriliautamisw@yahoo.com).” 

  



	  

SUMBER LITERATUR LAIN 

1. Animation Tips & Tricks by Shawn Kelly, 2008 (AnimationMentor.com 

ebook guidance) 

2. Animating Hierarchy; Disney and The Globalization of Capitalism, 2002 

(globalmediajournal.com)  

3. The Science of Characters; The use of Children’s Characters as Vehicles in 

the Construction and Sharing of Knowledge Based Content, 2010 

(academia.edu)  

4. 3D World Magazine (October 2014 issue) 

5. Adaptasi Novel ke Filem: Analisis Perbandingan Antara Filem Melayu dan 

Filem Barat, Thesis oleh Hizairi Othman, 2000 (University of Malaya, 

Malaysia) 

6. Evaluating Content Based Animation through Concept Art by Abu Kalam, 

2013 

 

disney.wikia.com/wiki/Big_Hero_6 

http://www.cgmeetup.net/home/making-of-big-hero-6/ 

http://deadline.com/2014/11/big-hero-6-review-disney-animation-marvel-

1201273322/ 

http://www.abqjournal.com/505738/entertainment/big-hero-6-fuses-disneys-

traditional-animation-with-anime-for-a-fun-adventure.html 

http://www.telegraph.co.uk/film/big-hero-6/review/ 

www.animenewsnetwork.com/editorial/1998-07-09 

 


