
 

 

xv 
Perancangan Website tentang..., Audrey Tjahjana, Universitas Multimedia Nusantara 

 

DAFTAR PUSTAKA 

America Psychiatric Association. (2022). Diagnostic and Statistical Manual of 

Mental Disorders Fifth Edition Text Revision (5th ed.). 

Aprilia, I. A., Sholichah, A., & Nurchotimah, I. (2022). Peran Komunikasi 

Pemerintah Untuk Mewujudkan Good Governance Melalui Pelayanan 

Publik. Communication, 13(1), 70–85. 

https://doi.org/10.36080/comm.v13i1.1576 

Arrang, S. T., Sekarsari, P., & Halilintar, V. D. (2023). Hubungan Pengetahuan 

Dan Karakteristik Sosiodemografi Terhadap Perilaku Swamedikasi Para 

Pengguna Commuter Line Pada Masa Pandemi Covid-19 Di Jabodetabek. 

Majalah Farmasi Dan Farmakologi, 1, 1–5. 

https://doi.org/10.20956/mff.SpecialIssue 

Asury, V. G. S., & Zurroh, A. H. F. (2024). Poster PMDD. 

Aura, J. (2023, September 29). Cerita Perempuan Pengidap PMDD: Alami Sedih 

Ekstrem hingga Merasa Tak Pantas. 

Awad, Z. A., Eida, M., Soliman, H., Alkaramani, M., Elbadwy, I., & Hassabo, A. 

(2025). The psychological effect of choosing colors in advertisements on 

stimulating human interaction. Journal of Textiles, Coloration and Polymer 

Science, 22(29), 289–298. https://doi.org/10.21608/jtcps.2024.259790.1323 

Azad, A., Sernbo, E., Svärd, V., Holmlund, L., & Brämberg, E. B. (2021). 

Conducting in-depth interviews via mobile phone with persons with common 

mental disorders and multimorbidity: The challenges and advantages as 

experienced by participants and researchers. International Journal of 

Environmental Research and Public Health, 18(22). 

https://doi.org/10.3390/ijerph182211828 

Aziza, R. F. A., Nurmasani, A., & Azizah, M. (2024). Teori dan Praktik Desain 

UI/UX Studi Kasus Implementasi dengan Metode Design Thinking (1st ed., 

Vol. 1). Penerbit Ani. 

Baer, K., & Vacarra, J. (2008). Information Design Workbook Graphic 

Approaches, Solution, and Inspiration +30 Case Studies (1st ed.). Rockport 

Publishers. 

Bashara, D. (2020). Cartoon Vision: UPA Animation and Postwar Aesthetics. 

JCMS: Journal of Cinema and Media Studies, 60(1), 173–178. 

https://doi.org/https://dx.doi.org/10.1353/cj.2020.0074. 

Basnet, H. B. (2018). Focus Group Discussion: A Tool For Qualitative Inquiry. 

Researcher, 3(3), 81–88. 

Beaird, Jason., & Walker, Alex. (2020). The principles of beautiful Web design 

(4th ed.). SitePoint. 

Bottini, C. (2019). Redesigning Animation: United Productions of America. CRC 

Press Taylor & Francis Group. 

Branecka-Wozniak, D., Cymbaluk-Ploska, A., & Kurzawa, R. (2022). The impact 

of premenstrual syndrome on women’s quality of life - a myth or a fact? 

European Review for Medical and Pharmacological Sciences, 26(2), 598–

609. https://doi.org/10.26355/eurrev_202201_27887 



 

 

xvi 
Perancangan Website tentang..., Audrey Tjahjana, Universitas Multimedia Nusantara 

 

Brown, D., Smith, D. M., Osborn, E., & Wittkowski, A. (2024). Women with 

Premenstrual Dysphoric Disorder experiences of suicidal thoughts and 

behaviours: a mixed methods study. Frontiers in Psychiatry, 15, 1–11. 

https://doi.org/10.3389/fpsyt.2024.1442767 

Cairns, P., Pinker, I., Ward, A., Watson, E., & Laidlaw, A. (2021). Empathy maps 

in communication skills training. Clinical Teacher, 18(2), 142–146. 

https://doi.org/10.1111/tct.13270 

Chan, K., Rubtsova, A. A., & Clark, C. J. (2023). Exploring diagnosis and 

treatment of premenstrual dysphoric disorder in the U.S. healthcare system: a 

qualitative investigation. BMC Women’s Health, 23(1), 1–9. 

https://doi.org/10.1186/s12905-023-02334-y 

Christianna, A., & Renaningtyas, D. L. (2021). Figur Perempuan Jawa Dalam 

Damar Kurung sebagai Inspirasi Penciptaan Motif Batik Khas Gresik. 

Dinamika Kerajinan Dan Batik: Majalah Ilmiah, 38(1), 13–28. 

https://doi.org/10.22322/dkb.V36i1.4149 

Creswell, J. W., & Creswell, J. D. (2018). Research Design: Qualitative, 

Quantitative, and Mixed Methods Approaches: Vol. 5th Edition (H. Salmon, 

C. Neve, M. O’Heffernan, D. C. Felts, & A. Marks, Eds.; 5th ed.). Sage. 

Creswell, J. W., & Creswell, J. D. (2022). Research Design Qualitative, 

Quantitative and Mixed Methods Approaches (6th ed.). SAGE Publications. 

Dabner, D., Stewart, S., Zempol, E., & Vickress, A. (2020). Graphic design 

school a foundation course for graphic designers working in print, moving 

image and digital media (7th ed.). Thames Hudson. 

Dahlawi, H., Fayed, A., Aldejain, A. B., Almoghrabi, ⁠Dania M., Alrashoud, J. A., 

Almutairi, J. A., Alissa, M. M., Alshehri, R. F., Alhuail, S. T., & Alarifi, S. 

T. (2025). Awareness, Prevalence, and Coping Measures of Premenstrual 

Dysphoric Disorder Among Female University Students in Riyadh. Saudi 

Medical Horizons Journal, 5(1), 32–41. 

https://doi.org/10.54293/smhj.v5i1.130 

Dananjaya, Md. W. P., Prathama. Gede Humaswara, & Darmaastawan, K. (2024). 

User-Centered Design Approach in Developing User Interface and User 

Experience of Sculptify Mobile Application. Architecture and High 

Performance Computing, 6(3), 1089–1097. 

https://doi.org/10.47709/cnapc.v6i3.4206 

Darmawan, A. L., & Avenzoar, A. (2023). Pengaruh Penggunaan Warna Ruang 

Terhadap Psikologis Pasien Rumah Sakit Ibu dan Anak. Sinektika Jurnal 

Arsitektur, 20(1). http://journals.ums.ac.id/index.php/sinektika 

Döringer, S. (2021). ‘The problem-centred expert interview’. Combining 

qualitative interviewing approaches for investigating implicit expert 

knowledge. International Journal of Social Research Methodology, 24(3), 

265–278. https://doi.org/10.1080/13645579.2020.1766777 

Dweich, Z. A., Ghabra, I. M. M. Al, & Al-Bahrani, R. H. (2022). Cartoons: 

Themes and lessons: A semiotic analysis. Journal of Language and 

Linguistic Studies, 18(2), 966–981. 

https://www.jlls.org/index.php/jlls/article/view/3423/1069 



 

 

xvii 
Perancangan Website tentang..., Audrey Tjahjana, Universitas Multimedia Nusantara 

 

Echalliance. (2025, March 18). Stronger Together: Breaking the silence on 

premenstrual disorders this April. 

Fadli, R. M., & Wibawanto, W. (2020). Perancangan User Interface Dan User 

Experience Pada Aplikasi Mobile Indosport Dengan Menggunakan 

Pendekatan User Centered Design. Journal of Visual Arts, 9(2), 128–138. 

https://doi.org/10.15294/arty.v9i2.40365 

Faridha, S., Yulianti, S., & Sugiarti, Y. (2024). Metode Perancangan User 

Interface yang Paling Umum Digunakan: Systematic Literature Review. 

Binary Digital-Technology, 7(1). https://doi.org/10.32877/bt.v7i1.1467 

Fernandy, H., Fikru, M., Aunilah, R., & Ali, I. (2022). Perancangan Website 

Sebagai Media Informasi dan Promosi Kartu Tanda Anggota Nahdlatul 

Ulama (Kartanu). JUPIKOM, 1(3). http://ejurnal.stie-

trianandra.ac.id/index.php/jupkomHalamanUTAMAJurnal:http://ejurnal.stie-

trianandra.ac.id/index.php 

Firmansyah, M. A. (2019). Pemasaran Produk dan Merek (Planning & Strategy) 

(Vol. 1). CV. Penerbit Qiara Media. 

Galitz, W. O. (2007). The Essential Guide to User Interface Design An 

Introduction to GUI Design Principles and Techniques (3rd ed.). Wiley 

Publishing. 

Gana Hartadi, M., Swandi, I. W., & Mudra, I. W. (2020). Warna dan Prinsip 

Desain User Interface (UI) Dalam Aplikasi Seluler “Bukaloka.” Jurnal 

Dimensi DKV Seni Rupa Dan Desain, 5(1), 105–119. 

https://doi.org/https://doi.org/10.25105/jdd.v5i1.6865 

Gao, M., Gao, D., Sun, H., Cheng, X., An, L., & Qiao, M. (2021). Trends in 

Research Related to Premenstrual Syndrome and Premenstrual Dysphoric 

Disorder From 1945 to 2018: A Bibliometric Analysis. Frontiers in Public 

Health, 9, 1–14. https://doi.org/10.3389/fpubh.2021.596128 

Gayatri, A. P., & Ariana, D. A. (2024). Insecure attachment and cyberchondria 

among early adults: health anxiety as a mediator Kelekatan tidak aman dan 

cyberchondria pada dewasa awal: kecemasan kesehatan sebagai mediator. 

Jurnal Psikologi Tabularasa, 19(1), 46–58. 

https://doi.org/10.26905/jpt.v19.i1.12485 

Guadagnino, K. (2021). Looking at Surrealist Art in Our Own Surreal Age. The 

New York Times Style Magazine. https://www.nytimes.com/2021/11/29/t-

magazine/surrealism-art-met-exhibit.htmlNOTESONTHECULTURE 

Gunawan, A. P. (2021). Proses Komunikasi melalui Media Visual Fotografi 

sebagai Ilustrasi. Business Economic, Communication, and Social Sciences 

(BECOSS) Journal, 3(2), 69–77. 

https://doi.org/10.21512/becossjournal.v3i2.7411 

Hadi, A. P., & Rokhman, F. A. (2020). Implementasi Website Sebagai Media 

Informasi Dan Promosi Pada Pondok Pesantren Putra-Putri Addainuriyah 2 

Semarang. Jurnal Ilmiah Komputer Grafis, 13(1), 39–49. 

https://doi.org/https://doi.org/10.51903/pixel.v13i1.190 

Hantsoo, L., & Payne, J. L. (2023). Towards understanding the biology of 

premenstrual dysphoric disorder: From genes to GABA. In Neuroscience and 



 

 

xviii 
Perancangan Website tentang..., Audrey Tjahjana, Universitas Multimedia Nusantara 

 

Biobehavioral Reviews (Vol. 149, pp. 1–18). Elsevier Ltd. 

https://doi.org/10.1016/j.neubiorev.2023.105168 

Hantsoo, L., Rangaswamy, S., Voegtline, K., Salimgaraev, R., Zhaunova, L., & 

Payne, J. L. (2022). Premenstrual symptoms across the lifespan in an 

international sample: data from a mobile application. Archives of Women’s 

Mental Health, 25(5), 903–910. https://doi.org/10.1007/s00737-022-01261-5 

Hartono, E., & Jati, A. P. (2022). Analisis Semiotika Elemen Visual Pada Ilustrasi 

Buku “Cicada” Karya Shaun Tan. Jurnal Desain Komunikasi Visual Dan 

Media Baru, 4(2), 96–106. 

https://doi.org/https://doi.org/10.24167/tuturrupa.v4i2.10056 

Hemraj, S. A. (2024). Defining Art Styles in Games and Their Influence on 

Creative Expression. Press Start, 10(1), 70–94. http://press-start.gla.ac.uk 

Hendri. (2022). Perancangan Aplikasi E-Learning Berbasis Android Dengan 

Metode Prototype di SMK 4 Kota Jambi. Digital Transformation Technology 

(Digitech), 2(2). https://doi.org/10.47709/digitech.v2i2.2992 

Huang, S., Zhang, Q., Aperribai, L., Alonso-Arbiol, I., Balluerka, N., Chen, Y., 

Wang, Y., & Zhang, Y. (2025). The reliability and validity of the Chinese 

version of premenstrual dysphoric disorder questionnaire for DSM-5. 

General Hospital Psychiatry, 93, 122–126. 

https://doi.org/10.1016/J.GENHOSPPSYCH.2025.01.021 

Interaction Design Foundation. (2002). The Basics of User Experience Design. 

Interaction Design Foundation. (2016, June 2). Information Architecture (IA). 

Interaction Design Foundation. 

Interaction Design Foundation. (2025a, February 12). Empathy Map – Why and 

How to Use It. Interaction Design Foundation. 

Interaction Design Foundation. (2025b, March 2). Personas for Mobile UX 

Design. Interaction Design Foundation. 

Isya, R., & Ariffudin Islam, M. (2024). Redesign Identitas Visual PT Wana Sakhi 

Wilwatikta. Jurnal Barik, 6(2), 184–198. 

https://doi.org/https://doi.org/10.26740/jdkv.v6i2.63620 

Jain, P. (2023). Colour Theory, Elements of Art, and Principles of Art (1st ed., 

Vol. 1). Pooja Jain. 

Jelani, S. H., & Salim, A. Z. (2021). Persepsi Pakar Terhadap Kecelaruan Disforik 

Prahaid. Jurnal Pembangunan Sosial, 24, 75–107. 

https://doi.org/10.32890/jps2021.24.4 

Jesslyn, & Agustiningsih, G. (2021). APPLICATION OF COPYWRITING 

ELEMENTS IN SOCIAL MEDIA ADVERTISING DRINKING 

PRODUCTS NOW IN CREATING CONSUMER INTEREST. Jurnal 

Komunikasi Dan Bisnis, 9(1), 55–67. 

https://doi.org/https://doi.org/10.46806/jkb.v9i1.678 

Jin, Z. (2024). International Journal of Finance and Investment The Influence of 

Bauhaus “Minimalist” Style on Contemporary Art Production and 

Consumption. Online) |, 1(1). 

Kaffah, L. S., Setiawan, D., & Waluyo, E. (2023). Pemanfaatan Media Cetak 

Poster Dalam Pembelajaran Bahasa Indonesia Dengan Menggunakan 



 

 

xix 
Perancangan Website tentang..., Audrey Tjahjana, Universitas Multimedia Nusantara 

 

Aplikasi Canva Di Kelas V Sd. Jurnal Ilmiah Wahana Pendidikan, 9(16), 

482–492. https://doi.org/10.5281/zenodo.8246435 

Kolisnyk, O., & Kovalenko, M. (2021). Naive Art: Features of Creative 

Perception. Art and Design №3, 3, 45–53. https://doi.org/10.30857/2617 

Landa, R. (2010). Graphic Design Solutions (4th ed.). 

Landa, R. (2018). Graphic Design Solutions (6th ed.). 

Loilatu, M. F., Manery, D. E., Palembang, C. F., & Ukratalo, A. M. (2024). 

Hubungan Durasi Penggunaan Laptop dengan Keluhan Computer Vision 

Syndrome Pada Mahasiswa Fakultas MIPA Universitas Pattimura. 

Innovative: Journal of Social Science Research, 4(3), 2954–2964. 

Lundmark, O. (2022). Higher Education Diploma in Software Engineering with 

emphasis in Web Programming Responsive Web Design for Modern Devices. 

www.bth.se 

Lupton, E. (2014). Type on Screen (1st ed., Vol. 1). Princeton Architectural Press. 

Male, A. (2007). Illustration: A Theoretical & Contextual Perspective (Vol. 1). 

AVA Academia. 

Menora, T., Primasari, C. H., Wibisono, Y. P., Sidhi, T. A. P., Setyohadi, D. B., & 

Cininta, M. (2023). Implementasi Pengujian Alpha dan Beta Testing pada 

Aplikasi Gamelan Virtual Reality (Vol. 3, Issue 1). 

Miller, C. M. (2024). Writing for Digital Media. Hosted by PALNI Open Press. 

https://doi.org/https://doi.org/10.59319/YTRK1446 

Mishra, S., Elliott, H., & Marwaha, R. (2023). StatPearls. 

Muharam, N. B., & Sidli, N. A. R. B. A. (2020). Rubber Hose Animation: The 

Exploration towards the History and Understanding of Animation Industry. 

International Journal of Academic Research in Business and Social Sciences, 

10(12). https://doi.org/10.6007/ijarbss/v10-i12/8356 

Musantono, A. E., Yulianto, R., Saputra, M. R. N., & Ningsih, P. W. P. (2025). 

Strategi Transformasi Digital pada Perusahaan PT Lokabyte Digital 

Innovations Menggunakan Metode High Fidelity dan Prototype. JIKOM: 

Jurnal Informatika Dan Komputer, 15(1), 151–160. 

https://doi.org/https://doi.org/10.55794/jikom.v15i1.241 

Mushtaq, H. R., Shafiq, H. M. T., Saifullah, & Sohail, M. (2023). The Impact of 

Language in Storytelling for Effective Copywriting Publication Details Paper 

Introduction. Journals of Arts and Linguistics Studies, 1(4). 

https://doi.org/https://jals.miard.org/index.php/jals/article/view/75 

Nabil. (2021, March 12). Pengertian dan Perbedaan Iklan Media Cetak - 

Elektronik. Media Indonesia. 

https://mediaindonesia.com/ekonomi/451219/pengertian-dan-perbedaan-

iklan-media-cetak-elektronik#google_vignette 

Nahla, F., Guspayane, S., Qurratal Jamilah, A., Rohyanti Zulaikha, S., Ilmu 

Perpustakaan dan Informasi, K., & Sunan Kalijaga Yogyakarta, U. (2024). 

Analisis Usability Desain Interface (UI) dengan Menggunakan Metode 

Heuristics pada Website Perpustakaan. Jurnal Ilmu Perpustakaan Dan 

Informasi Islam, 03(1), 76–83. https://doi.org/10.31958/jipis 

Norman, D. A. . (2013). The Design of Everyday Things : Revised and Expanded 

Edition. Basic Books. 



 

 

xx 
Perancangan Website tentang..., Audrey Tjahjana, Universitas Multimedia Nusantara 

 

Osborn, E., Wittkowski, A., Brooks, J., Briggs, P. E., & O’Brien, P. M. S. (2020). 

Women’s experiences of receiving a diagnosis of premenstrual dysphoric 

disorder: a qualitative investigation. BMC Women’s Health, 20(1), 1–15. 

https://doi.org/10.1186/s12905-020-01100-8 

Othman, H. (2022). The Surreal Creativity in Windows Display Design. Journal 

of Design Sciences and Applied Arts, 3(1), 35–49. 

https://doi.org/10.21608/jdsaa.2021.70638.1103 

Pampel, F. C., Krueger, P. M., & Denney, J. T. (2010). Socioeconomic disparities 

in health behaviors. Annual Review of Sociology, 36, 349–370. 

https://doi.org/10.1146/annurev.soc.012809.102529 

Perdana, A. (2023, May 12). Memahami Marketing Above the Line, Through the 

Line, dan Below the Line. Https://Glints.Com/Id/Lowongan/above-through-

below-the-Line/#Marketing_Trough_the_Line_TTL. 

Pixsel Academy. (2021). UI PEDIA. info@pixselacademy.com. 

Prasanti, D. (2017). Potret Media Informasi Kesehatan Bagi Masyarakat Urban 

di Era Digital. 19(2), 149–162. 

https://doi.org/https://doi.org/10.17933/iptekkom.19.2.2017.149-162. 

Prihastomo, Y., & Winanti. (2024). Tren Perkembangan Graphical User Interface 

Melalui Permohonan Desain Industri Di Indonesia. 18(2), 93–100. 

https://designdb.wipo.int/designdb/e 

Purniati, D., Samsu, & Iqbal, A. (2022). Pemanfaatan Media Televisi dalam 

Memenuhi Kebutuhan Informasi Masyarakat Desa Sungai Ruan Ilir 

Kabupaten Batang Hari. JRF: Journal of Religion and Film, 1(1), 19–36. 

Pusung, T. M. V, Kaunang, S. T. G., & Lumenta, A. (2024). Flower Digital 

Business Information System in Tomohon City. Jurnal Teknik Informatika, 

19(2), 83–92. 

Putri, M. T. G., & Purnengsih, I. (2023). Gaya Visual Nusantara dalam Media 

Cover Komik Sangkuriang Karya R. A. Kosasih. Jurnal Desain, 10(3), 605. 

https://doi.org/10.30998/jd.v10i3.16890 

Raguan, S., & Nafsika, S. S. (2022). Desain NARAI Melalui Platform Instagram 

dan Website Sebagai Media Kampanye Generasi Muda dalam Pengurangan 

Sampah di Kota Bekasi. Cinematology: Journal Anthology of Film and 

Television Studies, 2(1), 25–36. https://doi.org/https://doi.org/10.17509/ftv-

upi.v2i1.42122 

Rahmadi, A. A., & Sudaryanto, A. (2020). Visual Recognition of Graphical User 

Interface Components Using Deep Learning Technique. Jurnal Ilmu 

Komputer Dan Informasi, 13(1), 35–45. 

https://doi.org/http://dx:doi:org/10:21609/jiki:v13i1:845 

Rahmawati, E. F., Ayuningtyas, & Sagirani, T. (2023). Penerapan Metode Double 

Diamond pada Desain User Interface Website. Jurnal Komunika: Jurnal 

Komunikasi, Media Dan Informatika, 11(1), 11–22. 

https://doi.org/10.31504/komunika.v11i1.4991 

Reid, R. L. (2017). Endotext. NCBI Bookshelf. 

Rochmawati, I. (2019). Analisis User Interface Situs Web Iwearup.com. Visualita, 

7(2), 31–44. www.iwearup.com 



 

 

xxi 
Perancangan Website tentang..., Audrey Tjahjana, Universitas Multimedia Nusantara 

 

Salminen, J., Wenyun Guan, K., Jung, S. G., & Jansen, B. (2022, April 29). Use 

Cases for Design Personas: A Systematic Review and New Frontiers. 

Conference on Human Factors in Computing Systems - Proceedings. 

https://doi.org/10.1145/3491102.3517589 

Shwany, Z. A. A., Salh, C. H., Abdulrahman, H. A. A., & Khoshnaw, K. H. K. 

(2024). Evaluating The Impact of Micro-Interactions on User Engagement. 

Qalaai Zanist Scientific Journal, 9(2), 1468–1485. 

https://doi.org/10.25212/lfu.qzj.9.2.54 

Sinansari, P., Salsabila, S. H., Hanoum, S., Lopatka, A., & Wlodarski, W. (2023). 

Identify Customer Element Through Empathy Map and User Persona. 

Procedia Computer Science, 225, 4148–4156. 

https://doi.org/10.1016/j.procs.2023.10.411 

Singapore Airlines. (2023). Boarding Soon. 

Staiano, F. (2022). Designing and prototyping interfaces with Figma (1st ed., Vol. 

1). Packt Publishing Limited. 

The Royal Ocean Film Society. (2018, December 12). UPA Style Youtube [Video 

recording]. https://www.youtube.com/watch?v=ZMF2i6WTqHo&t=43s 

Thomas, P. (2020). Exploring the Land of OOO: an unofficial overview and 

production history of Cartoon Network’s Adventure Time. University of 

Kansas Libraries, Lawrence. 

Tidwell, J., Brewer, C., & Valencia, A. (2020). Designing Interfaces Patterns for 

Effective Interaction Design (3rd ed.). 

Tondreau, B. (2019). Layout Essentials Revised and Updated. Rockport Publisher. 

Turow, J. (2020). Media Today Mass Communication In A Converging World. 

Ula, M. R., Puspitasari, D., & Maulida, C. (2024). Comparative Analysis of 

English Textbooks’ Covers From Two Countries: A Visual Analysis. 

Brightness Journal, 1(2), 1–2. 

https://brightnessjournalyrcp.com/index.php/brightness/article/view/13 

Wango, K. (2022). East African Journal of Arts and Social Sciences Interpretation 

of Surrealism among University Fine Art Students-Analysis of Selected 

Surrealist Work by Fourth Year Students at Kenyatta University. East 

African Journal of Arts and Social Sciences, 5(1), 117–145. 

https://doi.org/10.37284/eajass.5.632 

Wheeler, A. (2017). Designing Brand Identity Fifth Edition (5th ed.). John Wiley 

& Sons, Inc. 

Widianto, E., Anisnai’l Husna, A., Sasami, A. N., Rizkia, E. F., Dewi, F. K., 

Aura, S., & Cahyani, I. (2021). Pemanfaatan Media Pembelajaran Berbasis 

Teknologi Informasi. Journal of Education and Teaching, 2, 213–224. 

https://doi.org/http://dx.doi.org/10.24014/jete.v2i2.11707 

Yifrah, K. (2017). Microcopy The Complete Guide (J. Licht, Trans.; 1st ed.). 

Nemala. www.microcopybook.com 

Yudhanto, Y., & Susilo, S. A. (2024). Panduan Aplikasi UI/UX (Rafika, Ed.). PT 

Elex Media Komputindo. 

Zahra, S. A. A., Wiguna, I. P., & Endriawan, D. (2020). Shy or Say. E-

Proceeding of Art & Design, 7(2), 5980–5994. 



 

 

xxii 
Perancangan Website tentang..., Audrey Tjahjana, Universitas Multimedia Nusantara 

 

Zhang, P., Dou, W., & Liu, H. (2023). Hierarchical data structures for flowchart. 

Scientific Reports, 13(1). https://doi.org/10.1038/s41598-023-31968-z 

  

 

 

 

 

  


	DAFTAR PUSTAKA

