
xvii 

 

DAFTAR PUSTAKA 

Ambrose, G., & Harris, P. (2009). Basics Design 08: Design Thinking. Lausanne: 

AVA Academia. 

Azzi, M. (2019). Pixel Logic - A Guide to Pixel Art. Brussels, BE: Self-Published. 

Retrieved December 4, 2020, from https://gumroad.com/l/pixel-logic 

Evans, P., & Thomas, M. A. (2012). Exploring the Elements of Design (3rd ed.). 

Boston: Cengage Learning. 

Hamari, J., & Sjöblom, M. (2017). What is eSports and why do people watch it? 

Didapat dari 

https://www.researchgate.net/publication/306286205_What_is_eSports_an

d_why_do_people_watch_it 

Krasner, J. (2008). Motion Graphic Design: Applied History and Aesthetics (2nd 

ed.). Waltham: Focal Press. 

Krum, R. (2013). Cool Infographics: Effective Communication with Data 

Visualization and Design (1st ed.). Hoboken, NJ: John Wiley & Sons. 

Lankow, J., Ritchie, J., & Crooks, R. (2012). Infographics: The Power of Visual 

Storytelling. Hoboken, NJ: John Wiley & Sons. 

Lovejoy, M. (2004). Digital Currents: Art in the Electronic Age (1st ed.). New 

York, NY: Routledge. 

Mattesi, M. (2012). Force: Character Design from Life Drawing. Focal Press. 

Millman, D. (2008). The Essential Principles of Graphic Design. Switzerland: 

Roto Vision, SA 



xviii 

 

Poulin, R. (2012). The Language of Graphic Design: An Illustrated Handbook for 

Understanding Fundamental Design Principles. Beverly, MA: Rockport. 

Pardew, L., Seegmiller, D. (2004). Mastering Digital 2D and 3D Art (1st ed.). 

Boston: Course Technology, Incorporated. 

Silber, D. (2015). Pixel Art for Game Developers (1st ed.). Boca Raton, Florida: 

CRC Press. 

Simon, M., & Simensky, L. (2003). Producing Independent 2D Character 

Animation: Making & Selling A Short Film (Focal Press Visual Effects 

and Animation). Waltham, Massachusetts: Focal Press. 

Shaw, A. (2015). Design for Motion. Abingdon: Taylor and Francis. 

Sherin, A. (2011). Design Elements: Color Fundamentals. Beverly, MA: 

Rockport. 

Smiciklas, M. (2012). The Power of Infographics: Using Pictures to 

Communicate and Connect with your Audience (1st ed.). Indianapolis, IN: 

Que Publishing. 

Solarski, C. (2017). Interactive Stories and Video Game Art A Storytelling 

Framework for Game Design. Natick: Chapman and Hall/CRC. 

Su, H., & Zhao, V. (2011). Alive Character Design: For Games, Animation and 

Film. Harrow, England: CYPI Press. 

Tillman, B. (2011). Creative Character Design (1st ed.). Waltham, MA: Focal 

Press. 



xix 

 

Williams, R. (2001). The Animator's Survival Kit: A Manual of Methods, 

Principles and Formulas for Classical, Computer, Games, Stop Motion 

and Internet Animators. London: Faber & Faber. 

Wright, J. A. (2005). Animation Writing and Development: From Script 

Development to Pitch (1st ed.). Burlington, Vermont: Focal Press. 


