7. DAFTAR PUSTAKA

Aditya, Christian. 2016. “DESIGNING THE WORLD OF 3D CG ANIMATION
‘BALLOON’ THROUGH LOW POLY VISUAL STYLE.” X: 41-49.

Antara, Yori. 2010. Pesan Dari Wae Rebo : Kelahiran Kembali Arsitektur
Nusantara : Sebuah Pelajaran Dari Masa Lalu Untuk Masa Depan. Jakarta:
Gramedia Pustaka Utama. https://catalogue.nla.gov.au/Record/4925344.

Bangun, Sem Cornelyoes, Siswandi, Tati Narawati, and Jose Rizal Manua. 2018.
Seni Budaya. Jakarta: Kemendikbud.

Barnes, Spencer R. 2019. “Studies in the Efficacy of Motion Graphics: The
Relation between Expository Motion Graphics and the Presence of Naive
Realism.” Visual Communication 18(1): 135-58.

Nugroho, Sarwo. 2015. Manajemen Warna Dan Desain. Yogyakarta: Andi Offset.
Nurhadiat, Dedi. 2008. Jurusan Pendidikan Seni Rupa. Jakarta: Grasindo.

Ong, Sean. 2017. Beginning Windows Mixed Reality Programming - For
HoloLens and Mixed Reality Headsets. Washington: Springer
Science+Business Media New York. https://link-springer-
com.ezproxy.napier.ac.uk/content/pdf/10.1007%2F978-1-4842-2769-
5.pdf%0Ahttp://www.springer.com/br/book/9781484227688.

Rustan, Surianto. 2010. Layout, Dasar & Penerapannya. Jakarta: Gramedia
Pustaka Utama.

Salam, Solfan, Sukarman, Hasnawanti, and Muhammad Muhaimin. 2020.
Pengetahuan Dasar Seni Rupa. Makassar: Badan Penerbit UNM.

Sloan, Robin J.S. 2015. Virtual Character Design for Games and Interactive
Media. London: CRC Press.

Vaughan, William. 2011. [Digital] Modeling. United States: New Riders.

White, Tony. 2012. Animation from Pencils to Pixels Animation from Pencils to
Pixels. London: Focal Press.

29



