
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 

Hak cipta dan penggunaan kembali: 
 

Lisensi ini mengizinkan setiap orang untuk menggubah, 

memperbaiki, dan membuat ciptaan turunan bukan untuk 

kepentingan komersial, selama anda mencantumkan nama 

penulis dan melisensikan ciptaan turunan dengan syarat 

yang serupa dengan ciptaan asli. 
 
 
 
 

Copyright and reuse: 
 

This license lets you remix, tweak, and build upon work 

non-commercially, as long as you credit the origin creator 

and license it on your new creations under the identical 

terms. 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Perpustakaan Univeristas Multimedia Nusantara 



 
 

xxii 

DAFTAR PUSTAKA 

Ahearn, L. (2017). 3D game environments: Create professional 3D game worlds 
(2nd ed.). Boca Raton, FL: Taylor & Francis Group. 

Arhipova, A. (n.d).  Color theory: Brief guide for designer.  
Diambil dari https://tubikstudio.com/color-theory-brief-guide-for-
designers/ 

Azzi, M. (2019). Pixel logic: Pixel art tutorials. (n.p). 

Byford, S. (2014). Pixel art games aren’t retro, They’re the future. Diambil dari 
https://www.theverge.com/2014/7/3/5865849/pixel-art-is-here-to-stay 

Chandler, B. (2017). A look at graphics: Using lighting to convey mood. 
Diambil dari  https://adventuregamers.com/articles/view/32329 

Christiantho. (2017). Ini 8 jenis genre game and sub genre-nya. Diambil dari 
https://www.inigame.id/8-jenis-genre-game-dan-sub-genre-nya/ 

Dimopoulos, K. (2017). Urban design and the creation of videogame cities. 
Diambil dari https://medium.com/@KonstantinosD/urban-design-and-the-
creation-of-videogame-cities-f56449f74d7f 

Di NTT akan dibangun pengganti Observatorium Bosscha. (2016). Pos- 
Kupang.com. Diambil dari http://kupang.tribunnews.com/2016/06/29/di-
ntt-akan-dibangun-pengganti-observatorium-bosscha 

DKI Jakarta. (n, d).  
Diambil dari https://dolandolen.com/information/jakarta/tentang/ 

 
Drake, N. (2019). Our nights are getting brighter, And earth is paying the price.  

Diambil dari 
https://www.nationalgeographic.com/science/2019/04/nights-are-getting-
brighter-earth-paying-the-price-light-pollution-dark-skies/ 

Duggan, M. (2009). 2D game building for teens. Boston, MA: Course    
Technology, a part of Cengage Learning. 

Dulskiy, I. (2015). 9 stage in mobile game development. Diambil dari 
https://artdriver.com/blog/9-stages-in-mobile-game-development 

Elements of urban design. (2018).  
Diambil dari http://www.urbandesign.org/elements.html 

 

 

https://tubikstudio.com/color-theory-brief-guide-for-designers/
https://tubikstudio.com/color-theory-brief-guide-for-designers/
https://www.theverge.com/2014/7/3/5865849/pixel-art-is-here-to-stay
https://adventuregamers.com/articles/view/32329
https://www.inigame.id/8-jenis-genre-game-dan-sub-genre-nya/
https://medium.com/@KonstantinosD/urban-design-and-the-creation-of-videogame-cities-f56449f74d7f
https://medium.com/@KonstantinosD/urban-design-and-the-creation-of-videogame-cities-f56449f74d7f
http://kupang.tribunnews.com/2016/06/29/di-ntt-akan-dibangun-pengganti-observatorium-bosscha
http://kupang.tribunnews.com/2016/06/29/di-ntt-akan-dibangun-pengganti-observatorium-bosscha
https://dolandolen.com/information/jakarta/tentang/
https://www.nationalgeographic.com/science/2019/04/nights-are-getting-brighter-earth-paying-the-price-light-pollution-dark-skies/
https://www.nationalgeographic.com/science/2019/04/nights-are-getting-brighter-earth-paying-the-price-light-pollution-dark-skies/
https://artdriver.com/blog/9-stages-in-mobile-game-development
http://www.urbandesign.org/elements.html


xxiii 
 

Fajar, J. (2015). Kampanye Earth Hour semakin meluas, tapi semakin kehilangan  
substansinya. Kenapa? Diambil dari  
https://www.mongabay.co.id/2015/03/30/kampanye-earth-hour-2015-
makin-meluas-tapi-makin-kehilangan-substansinya-kenapa/ 

 
Fajrina, H. N.  (2016).  Kurangi polusi cahaya demi melihat miliaran bintang dan  

Mars. Diambil dari 
https://www.cnnindonesia.com/teknologi/20160805183407-199-
149511/kurangi-polusi-cahaya-demi-melihat-miliaran-bintang-dan-mars 

Fatma, D. (n. d). Lingkungan buatan: Pengertian, mandfaat, dan jenis-jenisnya.  
Diambil dari https://ilmugeografi.com/ilmu-sosial/lingkungan-buatan 

 
Galuzin, A. (2011). Ultimate level design guide. Diambil dari 

https://www.worldofleveldesign.com 

Harbour, J.S. (2009). Advanced 2D game development. Boston, MA: Course 
Technology. 

Kaonang, G. (2016). Memahami tren penggunaan smartphone di Indonesia  
berdasarkan usia. Diambil dari https://dailysocial.id/post/memahami-
tren-penggunaan-smartphone-di-indonesia-berdasarkan-usia 

Kennedy, R. (2013). How to become a video game artists : The insider’s guide to 
landing a job in the gaming world. United States: Watson-Guptill. 

Khoirudin, A. (2014). Hati-hati mengganti lampu halogen motor. Diambil dari  
https://www.otosia.com/tips/hati-hati-mengganti-lampu-halogen-
motor.html 

Klappenbach, M. (2019). What is a platform game? Diambil dari 
https://www.lifewire.com/what-is-a-platform-game-812371 

Kumar De, A., & Kumar De, A. (2009). Environment and ecology. New Delhi:  
New Age International (P) Ltd. 

Kurangi polusi cahaya, Bosscha akan bagikan tudung lampu.  (2014). 
Kompas.com. Diambil dari  
https://sains.kompas.com/read/2014/02/24/0738391/Kurangi.Polusi.Cahay
a.Bosscha.Akan.Bagikan.Tudung.Lampu 

Landa, R. (2011). Graphic design sollutions (4th ed.). Boston, MA: Clark Baxter. 

Liberty, S. (2017). What are role playing games even? How are they that?.  
Diambil dari https://medium.com/@SA_Liberty/what-are-role-playing-
games-even-how-are-they-that-50071c5552e2 

 

https://www.mongabay.co.id/2015/03/30/kampanye-earth-hour-2015-makin-meluas-tapi-makin-kehilangan-substansinya-kenapa/
https://www.mongabay.co.id/2015/03/30/kampanye-earth-hour-2015-makin-meluas-tapi-makin-kehilangan-substansinya-kenapa/
https://www.cnnindonesia.com/teknologi/20160805183407-199-149511/kurangi-polusi-cahaya-demi-melihat-miliaran-bintang-dan-mars
https://www.cnnindonesia.com/teknologi/20160805183407-199-149511/kurangi-polusi-cahaya-demi-melihat-miliaran-bintang-dan-mars
https://ilmugeografi.com/ilmu-sosial/lingkungan-buatan
https://www.worldofleveldesign.com/
https://dailysocial.id/post/memahami-tren-penggunaan-smartphone-di-indonesia-berdasarkan-usia
https://dailysocial.id/post/memahami-tren-penggunaan-smartphone-di-indonesia-berdasarkan-usia
https://www.otosia.com/tips/hati-hati-mengganti-lampu-halogen-motor.html
https://www.otosia.com/tips/hati-hati-mengganti-lampu-halogen-motor.html
https://www.lifewire.com/what-is-a-platform-game-812371
https://sains.kompas.com/read/2014/02/24/0738391/Kurangi.Polusi.Cahaya.Bosscha.Akan.Bagikan.Tudung.Lampu
https://sains.kompas.com/read/2014/02/24/0738391/Kurangi.Polusi.Cahaya.Bosscha.Akan.Bagikan.Tudung.Lampu
https://medium.com/@SA_Liberty/what-are-role-playing-games-even-how-are-they-that-50071c5552e2
https://medium.com/@SA_Liberty/what-are-role-playing-games-even-how-are-they-that-50071c5552e2


xxiv 
 

Light polution effects on wildlife and ecosystems. Diambil dari 
https://www.darksky.org/light-pollution/wildlife/    

Lighting Museum. (n.d). What is light pollution?. Korea: Lighting Museum.  

Maulana, D. (2017). Form follow function; Jakarta dan modernisme.  
Diambil dari https://medium.com/@darinamaulana/form-follow-
function-jakarta-dan-modernisme-a3441f7bc904 

Mitchell, B. L. (2012). Game design essentials. Indiana: John Wiley & Sons, Inc. 

Newman, L. (2018). History of the puzzle game – How the genre came to be.  
Diambil dari https://dragonacademygame.com/history-puzzle-game-genre-
came/ 

Owen, P. (2016). What is video game? A short explainer. Diambil dari  
https://www.thewrap.com/what-is-a-video-game-a-short-explainer/ 

Permana, A. (2018). Polusi cahaya menjadi tantangan pengamatan bintang di  
Observatorium Bosscha. Diambil dari  
https://www.itb.ac.id/news/read/56917/home/polusi-cahaya-menjadi-
tantangan-pengamatan-bintang-di-observatorium-bosscha 

Pixel art sebagai gaya visual dalam video game yang modern. (2017). Diambil 
dari http://binus.ac.id/malang/2017/09/pixel-art-sebagai-gaya-visual-
dalam-video-game-modern/ 

Polusi cahaya: Ketika bumi masih benderang di malam hari. (2017). Diambil dari 
https://www.voaindonesia.com/a/polusi-cahaya-ketika-bumi makin-
benderang-di-malam-hari/4131284.html 

Prall, C. (2012). Introduction to lighting in games. Diambil dari  
http://buildnewgames.com/lighting/ 

Principles of design. (n.d).  Diambil dari 
https://www.getty.edu/education/teachers/building_lessons/principles_desi
gn.pdf 

Reid, M. (2017). The 5 rules of design composition and layout. Diambil dari  
https://99designs.com/blog/tips/design-composition-and-layout/ 

Republik Indonesia. 2013. Undang - undang  No.  21 tahun 2013 tentang  
Keantariksaan 

Rhianna. (2017). Why art style is more important than graphics in game design.  
Diambil dari https://maxlouiscreative.com/2017/11/24/art-style-vs-
graphics-game-design/ 

Rutledge, McDaniel, Boudreau, dkk. (2011). Urban area. Diambil dari  
https://www.nationalgeographic.org/encyclopedia/urban-area/ 

https://www.darksky.org/light-
https://medium.com/@darinamaulana/form-follow-function-jakarta-dan-modernisme-a3441f7bc904
https://medium.com/@darinamaulana/form-follow-function-jakarta-dan-modernisme-a3441f7bc904
https://dragonacademygame.com/history-puzzle-game-genre-came/
https://dragonacademygame.com/history-puzzle-game-genre-came/
https://www.thewrap.com/what-is-a-video-game-a-short-explainer/
https://www.itb.ac.id/news/read/56917/home/polusi-cahaya-menjadi-tantangan-pengamatan-bintang-di-observatorium-bosscha
https://www.itb.ac.id/news/read/56917/home/polusi-cahaya-menjadi-tantangan-pengamatan-bintang-di-observatorium-bosscha
http://binus.ac.id/malang/2017/09/pixel-art-sebagai-gaya-visual-dalam-video-game-modern/
http://binus.ac.id/malang/2017/09/pixel-art-sebagai-gaya-visual-dalam-video-game-modern/
https://www.voaindonesia.com/a/polusi-cahaya-ketika-bumi%20makin-benderang-di-malam-hari/4131284.html
https://www.voaindonesia.com/a/polusi-cahaya-ketika-bumi%20makin-benderang-di-malam-hari/4131284.html
http://buildnewgames.com/lighting/
https://www.getty.edu/education/teachers/building_lessons/principles_design.pdf
https://www.getty.edu/education/teachers/building_lessons/principles_design.pdf
https://99designs.com/blog/tips/design-composition-and-layout/
https://maxlouiscreative.com/2017/11/24/art-style-vs-graphics-game-design/
https://maxlouiscreative.com/2017/11/24/art-style-vs-graphics-game-design/
https://www.nationalgeographic.org/encyclopedia/urban-area/


xxv 
 

Saputri, Y. D. (2019). 7 jenis lampu yang biasa digunakan, Kenali kelebihan dan  
kekurangannya. Diambil dari 
https://www.liputan6.com/lifestyle/read/3917620/7-jenis-lampu-yang-
biasa-digunakan-kenali-kelebihan-dan-kekurangannya 

Sawitar, W. (2018). Polusi cahaya. Diambil dari 
https://planetarium.jakarta.go.id/index.php/artikel-astronomi/116-polusi-
cahaya 

Schell, J. (2015). The art of game design: A book of lenses (2nd ed.). Boca Raton,  
FL: CRC Press.  

Scolastici, C. & Nolte, D. (2013). Mobile game design essentials. Birmingham, 
UK: Packt Publishing, Ltd. 

Silber, D. (2016). Pixel art for game developers. Boca Raton, FL: CRC Press. 

Solarski, C. (2012). Drawing basics and video game art. United States: 
WatsonGuptill Publications. 

Stealth games as a genre. (2010). Diambil dari   
https://www.bigfishgames.com/blog/stealth-games-as-a-genre/ 

What is light pollution? (n.d). Diambil dari https://www.globeatnight.org/light-
pollution.php 

Whitton, N. (2010). Learning with digital games: A practical guide to engaging 
students in higher education. New York, NY: Routledge. 

Wibowo, A. (n.d). How do developers determine art style in their games?.  
Diambil dari https://www.gameprime.org/2017/10/how-do-developers-
determine-artstyle-in-their-games/ 

Winkler, M. (2016). What is pixel art? Diambil dari  
https://design.tutsplus.com/articles/what-is-pixel-art--cms-21759 

Wuragil, Z. (2019). Polusi cahaya bikin bintang-bintang samar di lanit Jakarta.  
Diambil dari https://metro.tempo.co/read/1221230/polusi-cahaya-bikin-
bintang-bintang-samar 

Wulan, R. T. (2015). Polusi cahaya parah, Observatorium Bosscha akan pindah ke 
NTT. Diambil dari https://www.voaindonesia.com/a/observatorium-
bosscha-akan-pindah-ke-ntt-/2676270.html 

Yusrizal. (2018). Mengenal foreground, middleground, dan background dalam 
komposisi videografi. Diambil dari 
https://bikinkonten.com/videography/mengenal-foreground-
middleground-dan-background-dalam-komposisi-videografi/ 

 

https://www.liputan6.com/lifestyle/read/3917620/7-jenis-lampu-yang-biasa-digunakan-kenali-kelebihan-dan-kekurangannya
https://www.liputan6.com/lifestyle/read/3917620/7-jenis-lampu-yang-biasa-digunakan-kenali-kelebihan-dan-kekurangannya
https://planetarium.jakarta.go.id/index.php/artikel-astronomi/116-polusi-cahaya
https://planetarium.jakarta.go.id/index.php/artikel-astronomi/116-polusi-cahaya
https://www.bigfishgames.com/blog/stealth-games-as-a-genre/
https://www.gameprime.org/2017/10/how-do-developers-determine-artstyle-in-their-games/
https://www.gameprime.org/2017/10/how-do-developers-determine-artstyle-in-their-games/
https://design.tutsplus.com/articles/what-is-pixel-art--cms-21759
https://www.voaindonesia.com/a/observatorium-bosscha-akan-pindah-ke-ntt-/2676270.html
https://www.voaindonesia.com/a/observatorium-bosscha-akan-pindah-ke-ntt-/2676270.html
https://bikinkonten.com/videography/mengenal-foreground-middleground-dan-background-dalam-komposisi-videografi/
https://bikinkonten.com/videography/mengenal-foreground-middleground-dan-background-dalam-komposisi-videografi/



