DAFTAR PUSTAKA

Buku
Adams, E. (2010). Fundamentals of Game Design. Berkley: Pearson Education.

Christina, D. (2020). ALUR DAN KARAKTER DALAM NOVEL DEKAT DAN
NYARING. Nuansa Indonesia Volume 22(2).

Coates, Katheryn, & Ellison, A. (2014). An Introduction To Information Design.
London: Laurence King Publishing

Cron, L. (2016). Story Genius: How to Use Brain Science to Go Beyond Outlining
and Write a Riveting Novel. California: Ten Speed Press.

Dillon, R. (2020). The Digital Gaming Handbook. Oxon: CRC Press.

Harris, P. (2018). What Is User Interface Design? New York: The Rosen
Publishing Group.

Hubbell, G. S. (2020). What Is a Game? Essays on the Nature of Videogames.
North Carolina: McFarland & Company.

Hunicke, R., LeBlanc, M., & Zubek, R. (n.d.). MDA: A Formal Approach to
Game Design and Game Research.

Landa, R. (2014). Graphic Design Solutions fifth edition. Boston: Wadsworth.

Malik, R. A., & Frimadani, M. R. (2023). Lean UX: Pemahaman dan Penerapan
Metodologi Desain Ul yang Efektif. Yogyakarta: Jejak Pustaka.

Masrifa, A., Cahyani, A. R., & Fauziyah, D. H. (2023). Media Interaktif
Pembelajaran IPAS. Semarang: Cahya Ghani Recovery.

Rouse, R. (2005). Game Design: Theory & Practice Second Edition. Texas:
Wordware Publishing.

Sadiman, A. S. (2014). Media Pendidikan Pengertian, Pengembangan, dan
Pemanfaatannya. Jakarta: PT Rajagrafindo Persada.

Sharp, H., Preece, J., & Rogers, Y. (2019). Interaction Design: Beyond Human-
Computer Interaction. Indianapolis: Wiley.

Silalahi, & Ulber. (2018). Metode Penelitian Sosial. Bandung: Sinar Baru
Algensindo.

Stone, D., Jarrett, C., & Woodroffe, M. (2005). User Interface Design Evaluation.
San Francisco: Elsevier.

Tillman, C. (2012). Creative Character Design. Waltham: CRC Press.

xiii
Perancangan Gim Mengenai..., Kevin Andhika Widyawan, Universitas Multimedia Nusantara



Urwin, R. (2017). Artificial intelligence The Quest For The Ultimate Thinking
Machine. London: Arcturus Publishing.

Zylinska, J. (2020). Al ART Machine Visions and Waped Dreams. London: Open
Humanities press.

Jurnal

Dora, I., Wiryasaputra, R., & Primaini, S. (2015). PERANCANGAN APLIKASI
GAME EDUKASI PEMBELAJARAN ANAK USIA DINI
MENGGUNAKAN LINEAR CONGRUENT METHOD (LCM)
BERBASIS ANDROID. JURNAL INFORMATIKA GLOBAL VOLUME 6
No.1.

Musfigon. (2012). Penerapan Pembelajaran Snow Balling Pada Mata Pelajaran
Matematika Di SD Negeri Cawan Kecamatan Jatinom Tahun Ajaran
2012/2013. Jakarta: Prestasi Pustakakarya.

Novaliendry, D. (2013). Aplikasi Game Geografi Berbasis Multimedia Interaktif
(Studi Kasus Siswa Kelas IX SMPN 1 RAO). Jurnal Teknologi Informasi
& Pendidikan. Vol 6 No. 2.

Schroter, J. (2019). Artificial intelligence and the Democratization of Art. The
democratization of artificial intelligence. Net politics in the era of learning
algorithms, 297-311.

Virginia, Pragantha, J., & Haris, D. A. (2020). PEMBUATAN GAME PARTY
MULTIPLAYER 2D “ARCATE MANIA” PADA PLATFORM PC.
Jurnal llmu Komputer dan Sistem Informasi, 309.

Website

Aela, E. (2023, April 1). Artificial intelligence: How Al is Changing Art.
Retrieved from www.aelaschool.com: https://aelaschool.com/en/art/artificial-
intelligence-art-changes

Amabel, W. (2023, September 27). Gawatnya Disrupsi Gen-Al bagi Para Pekerja

Industri Kreatif. Retrieved from www.remotivi.or.id:
https://www.remotivi.or.id/artikel/842

Annur, C. M. (2021, November 22). Mayoritas Gamers Indonesia Habiskan
Waktu 4 Sampai 7 Jam Per Minggu. Retrieved from

Xiv
Perancangan Gim Mengenai..., Kevin Andhika Widyawan, Universitas Multimedia Nusantara



www.databoks.katadata.co.id:
https://databoks.katadata.co.id/datapublish/2021/11/22/mayoritas-gamers-
indonesia-habiskan-waktu-4-sampai-7-jam-per-minggu

Barnes, S. (2022, Maret 23). How the Humble Pixel Became a Building Block To
Groundbreaking Art. Retrieved from www.mymodernmet.com:

https://mymodernmet.com/what-is-pixel-art

Burns, E., Laskowski, N., & Tucci, L. (2023, July). artificial intelligence (Al).
Retrieved from www.techtarget.com:
https://www.techtarget.com/searchenterpriseai/definition/Al-Artificial-

Intelligence

Bycer, J. (2018, April 16). Level Design vs. Environment Design. Retrieved from
www.medium.com: https://medium.com/super-jump/level-design-vs-
environmental-design-b8d19992924e

CorelIDRAW. (n.d.). How to Make Pixel Art: The Ultimate Guide. Retrieved from
www.coreldraw.com: https://www.coreldraw.com/en/tips/pixel-art/

Coursera. (2023, July 29). What is Artificial intelligence? Definition, Uses, and
Types. Retrieved from www.coursera.org:
https://www.coursera.org/articles/what-is-artificial-
intelligence?utm_source=gg&utm_medium=sem&utm_campaign=B2C_|I
NDIA__branded FTCOF_courseraplus_arte_ PMax&utm_content=Degree
&campaignid=20369157345&adgroupid=&device=c&keyword=&matcht
ype=&network=x&devicem

JKT, A. (2023, Agustus 16). Ciptakan Seni yang Estetik dengan Kecerdasan
Buatan Al Art. Retrieved from www.jktgadget.com:
https://www.jktgadget.com/kecerdasan-buatan/

Lingga, M. (2021, Januari 22). Apa Itu Genre Game Roguelike? Retrieved from
WWW.esportsnesia.com: https://esportsnesia.com/penting/apa-itu-genre-
game-roguelike/

Nguyen, M. H. (2021). Fundamentals of 2D Game Art. Fundamentals of 2D
Game Art, 5. Retrieved from www.unity.com.

Optimus. (2016, Oktober 22). 5 Unsur Penting Pembentuk Sebuah Permainan.
Retrieved from www.kitatv.com: https://www.kitatv.com/game/5-unsur-
penting-pembentuk-sebuah-permainan.html

XV
Perancangan Gim Mengenai..., Kevin Andhika Widyawan, Universitas Multimedia Nusantara



Pelle, I. (2021, July 14). Apa Itu Genre Game Platformer? Retrieved from
www.https://esportsnesia.com: https://esportsnesia.com/penting/apa-itu-
genre-game-platformer/

Pixel. (2020, Agustus 31). Retrieved from www.technopedia.com:
https://www.techopedia.com/definition/24012/pixel

Pratama, R. (2022, Juni 12). Design Sprint Adalah? Ini Pengertian, Tahapan,
Aturan, dan Manfaatnya! Retrieved from www.store.sirclo.com:
https://store.sirclo.com/blog/design-sprint-
adalah/#:~:text=Seperti%20namanya%2C%20design%20sprint%20adalah,
terlibat%20harus%20saling%20bekerja%20sama.&text=Kerja%20sama%
20yang%20paling%20ideal%20dalam%20proses%20design%20sprint%?2
Oadalah%20dengan%?20berdis

Qothrunnada, K. (2022, Agustus 16). Pengertian Estetika: Teori, Fungsi, dan
Unsur di Dalamnya. Retrieved from www.detik.com:
https://www.detik.com/jabar/berita/d-6237367/pengertian-estetika-teori-
fungsi-dan-unsur-di-dalamnya

Reutir. (2023, August 25). Riot Games deletes video made with Al celebrating 10
years of League of Legends in LATAM due to complaints from its fans "all
the money went to Valorant". Retrieved from www.Reutir.com:
https://www.ruetir.com/2023/08/riot-games-deletes-video-made-with-ai-
celebrating-10-years-of-league-of-legends-in-latam-due-to-complaints-
from-its-fans-all-the-money-went-to-valorant-ruetir-com/

Wells, R. E. (2021, April 7). What Is an MMO? Massively multiplayer online
games, explained. Retrieved from www.lifewire.com:
https://www.lifewire.com/what-is-an-mmo-4687003

Widya, A. (2022, November 24). Penemu Kecerdasan Buatan (Al) John
McCarthy. Retrieved from widya.ai: https://widya.ai/penemu-kecerdasan-
buatan-ai-john-mccarthy/

XVi
Perancangan Gim Mengenai..., Kevin Andhika Widyawan, Universitas Multimedia Nusantara



