
DAFTAR PUSTAKA

[1] D. M. Dahwilani, “Survei 16,5 persen masyarakat waktu main game online
selama pandemi covid-19.” 2020. [Online]. Available: https://rb.gy/tg9c2k

[2] E. Anggraini, “Kemkominfo Siap Atur Game Digi-
tal Berdasarkan Usia dan Konten,” 2016. [Online]. Avail-
able: https://www.cnnindonesia.com/teknologi/20160816153556-185-151780/
kemkominfo-siap-atur-game-digital-berdasarkan-usia-dan-konten

44


