
 

 

xviii 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

DAFTAR PUSTAKA 

 

Abdullah, R. (2023). 7 in 1 Pemrograman Web untuk Pemula (Update Version). 

Elex Media Komputindo. 

https://books.google.co.id/books/about/7_in_1_Pemrograman_Web_untuk

_Pemula_Upda.html?id=VrPBEAAAQBAJ&redir_esc=y 

Adobe. (2025). Seni AI untuk pengembang game. Adobe.com. 

https://www.adobe.com/id_id/products/firefly/discover/ai-for-game-

developers.html 

Akbari, R. N., & Fithry, A. (2024, 1 8). MENGANALISIS PENGARUH HAK 

CIPTA DALAM GANGGUAN AI PADA. 2(1), 377-383. 

https://doi.org/10.24929/snapp.v2i1.3159 

Aldi, R. K. (2024, February 19). Jenis-Jenis Website Berdasarkan Fungsinya | 

FIKOM UDB. Fakultas Ilmu Komputer. Retrieved March 5, 2025, from 

https://fikom.udb.ac.id/id/artikel/detail/jenis-jenis-website-berdasarkan-

fungsinya 

Aliya, H., & Glints. (2021, Maret 1). Ingin Membuat Desain Tombol yang Bagus? 

Perhatikan 6 Peraturan Ini. glints.com. Retrieved Maret 7, 2025, from 

https://glints.com/id/lowongan/membuat-desain-tombol/ 

Amlin, J. (2019, October 15). Game Concept: Importance and Significance | by 

Wharf Street Strategies | Epiko Entertainment. Medium. Retrieved June 21, 

2025, from https://medium.com/the-epiko/game-concept-importance-and-

significance-cff6e131147e 



 

 

xix 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

Anugerah, A. D. (2021, May 30). Tips Dalam Menemukan Art Style Bagi Illustrator 

Pemula | Berita. Gamelab. Retrieved June 2, 2025, from 

https://www.gamelab.id/news/735-tips-dalam-menemukan-art-style-bagi-

illustrator-pemula 

Ayu, T. B., & Wijaya, N. (2023, 4 10). Penerapan Metode Design Thinking pada 

Perancangan Prototype Aplikasi Payoprint Berbasis Android. The 2nd MDP 

Student Conference 2023, 2(1). https://doi.org/10.35957/mdp-sc.v2i1.4065 

Bagus, T. T., & Ismanto, B. D. (2018). Perancangan Infografis Interaktif 2d Sebagai 

Media Informasi Krs Online Bagi Mahasiswa Baru Perguruan Tinggi Asia 

Malang. Jurnal Desain Komunikasi Visual Asia, 1(2). 

Bakusevych, T., & UX Collective. (2020, April 7). Button Design — UI component 

series. UX Collective. https://uxdesign.cc/button-design-user-interface-

components-series-85243b6736c7 

Binus University. (2024, Oktober 7). 7 Jenis Ilustrasi dalam Desain Grafis 

Berdasarkan Tampilannya. binus.ac.id. Retrieved Juni 2, 2025, from 

https://binus.ac.id/malang/2024/10/7-jenis-ilustrasi-dalam-desain-grafis-

berdasarkan-tampilannya/ 

Binus. (2020, Juli 29). Mengenal Aspek-Aspek User Journey. Binus.ac.id. 

Retrieved Juni 21, 2025, from https://sis.binus.ac.id/2020/07/29/mengenal-

aspek-aspek-user-journey/ 

Bugemann, A., & Hutson, J. (2024, 7). Empirical insights into AI-assisted game 

development: A case study on the integr study on the integration of gener 

ation of generative AI tools in cr ools in creative pipelines e pipelines. 5(2). 

https://doi.org/10.54517/m.v5i2.2568 



 

 

xx 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

Chayono, N. F., Uyun, K., & Mukaromah, S. (2023, 11 10). ETIKA 

PENGGUNAAN KECERDASAN BUATAN PADA TEKNOLOGI 

INFORMASI. Jurnal SItasi, 3(1). https://doi.org/10.33005/sitasi.v3i1.334 

Citra, Rosalinda, L. A., Nurhayati, S., Indri, & Faradisa, Y. (2017, Januari 31). 

Media Informasi. Widuri.Raharja.Info. Retrieved Maret 9, 2025, from 

https://widuri.raharja.info/index.php?title=Media_Informasi 

Coates, K., & Ellison, A. (2014). An Introduction to Information Design. Laurence 

King Publishing. 

Coding Studio. (2024, February 21). User Flow Adalah: Pengertian, Manfaat Dan 

Cara Membuatnya. Coding Studio. Retrieved June 21, 2025, from 

https://codingstudio.id/blog/user-flow-adalah/ 

Contreras, C. (2024, October 31). Why Developers Need Ethical Frameworks for 

AI in Gaming. Northeastern Global News. Retrieved June 21, 2025, from 

https://news.northeastern.edu/2024/10/31/ai-in-gaming-responsible-

practices/ 

Creswell, J. W., & Creswell, J. D. (2017). Research Design: Qualitative, 

Quantitative, and Mixed Methods Approaches. SAGE Publications. 

https://spada.uns.ac.id/pluginfile.php/510378/mod_resource/content/1/cres

well.pdf 

Dao, C. M. (2017, 12 26). Visual web design elements A tool to increase consumers 

trust in e-commerce websites. https://www.diva-

portal.org/smash/get/diva2:1480776/FULLTEXT01.pdf 

Ditiana, U., & Aryanto, H. (2023, 2 7). PERANCANGAN BUKU ILUSTRASI 

TOKOH PRAJURIT DUNIA UNTUK REMAJA USIA 15-19 TAHUN. 



 

 

xxi 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

Barik : Jurnal Desain Komunikasi Visual, 4(3). 

https://ejournal.unesa.ac.id/index.php/JDKV/article/view/51216 

Drajat, A. (2024, 11 20). Hukum dan Etika dalam Penggunaan Kecerdasan Buatan. 

1(4), 1-9. https://writebox.cloud/index.php/wb/article/view/179 

Effendy, E., Siregar, E. A., Fitri, P. C., & Damanik, I. A. S. (2023, 4 15). Mengenal 

Sistem Informasi Manajemen Dakwah (Pengertian Sistem, Karakteristik 

Sistem). Jurnal Pendidikan dan Konseling, 5(2), 4343-4349. 

https://doi.org/10.31004/jpdk.v5i2.14061 

Eiseman, L. (2017). The Complete Color Harmony, Pantone Edition: Expert Color 

Information for Professional Results. Rockport Publishers. 

Farid, A., & Exabytes. (2022, November 2). Apa Itu Website? Pengertian Website, 

Jenis, Manfaat Hingga Cara Membuatnya. Exabytes. Retrieved March 5, 

2025, from https://www.exabytes.co.id/blog/apa-itu-website/ 

Filipović, A. (2023, November). The Role of Artificial Intelligence in Video Game 

Development. Kultura Polisa, 20(3), 50-67. 

http://dx.doi.org/10.51738/Kpolisa2023.20.3r.50f 

Gandasari, F., Koeswinda, A. S., Putri, A. K., Putri, D. A., & Muftihah, N. (2024). 

Etika Pemanfaatan Teknologi Artificial Intelligence dalam Penyusunan 

Tugas Mahasiswa. Edukatif : Jurnal Ilmu Pendidikan, 6(5). 

https://doi.org/10.31004/edukatif.v6i5.7036 

Hanifah, H., & Setiawan, A. (2018, Juli). Pembangunan Sistem Informasi 

Manajemen Produksi Rotan Untuk Penentuan Bahan Baku Rotan. Jurnal 

ICT : Information Communication & Technology, 17(1). 

https://doi.org/10.36054/jict-ikmi.v17i1.27 



 

 

xxii 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

Hardani, Aulia, N. H., Andriani, H., Fardani, R. A., Ustiawaty, J., Utami, E. F., 

Sukmana, D. J., & Istiqomah, R. R. (2020). Metode Penelitian Kualitatif & 

Kuantitatif. CV. Pustaka Ilmu. 

Hidayati, K. F. (2021, February 9). User Persona: Pengertian, Manfaat, dan Cirinya 

yang Baik. Glints. Retrieved June 21, 2025, from 

https://glints.com/id/lowongan/user-persona-adalah/ 

Hidayati, K. F. (2021, Oktober 9). Terus Jadi Tren, Ini Pengertian hingga Masa 

Depan dari Flat Design. glints.com. Retrieved Juni 2, 2025, from 

https://glints.com/id/lowongan/flat-design-desain/ 

Hidayati, K. F., & Glints. (2023, November 27). User Flow: Pengertian, Manfaat, 

serta Jenis-jenisnya. Glints. Retrieved June 21, 2025, from 

https://glints.com/id/lowongan/user-flow-adalah/ 

Institut Kwik Kian Gie. (2023, agustus 7). Apa itu User Persona? Bagaimana Cara 

Buatnya. kwikkiangie.ac.id. Retrieved Juni 21, 2025, from 

https://kwikkiangie.ac.id/2023/08/07/apa-itu-user-persona-bagaimana-

cara-

buatnya/#:~:text=User%20persona%20adalah%20visualisasi%20grafis,pr

oduk%20(barang%20atau%20jasa). 

Kamarulzaman, N. A., Fabil, N., & Ismail, R. (2020, May 1). Comparative Study 

of Icon Design for Mobile Application. Journal of Physics: Conference 

Series. 10.1088/1742-6596/1551/1/012007 

Kaplan, K. (2023, April 16). User Journeys vs. User Flows - NN/g. Nielsen Norman 

Group. Retrieved June 21, 2025, from 

https://www.nngroup.com/articles/user-journeys-vs-user-flows/ 



 

 

xxiii 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

Kristiawan, N. D. (2024, November 12). Perancangan Poster Digital Cara 

Menggunakan AI dengan Bijak untuk Menghadapi Dunia Kerja. 

https://kc.umn.ac.id/id/eprint/34899 

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

Learning. 

Lestari, I. (2022, Mei). Interaktivitas Pembelajaran di Masa Pandemi Covid-19. 

Jurnal Kependidikan, 11(2), 67-78. https://doi.org/10.58230/27454312.142 

Malak, H. A. (2025, February 9). What is Information Management? Why is it 

Important? The ECM Consultant. Retrieved March 10, 2025, from 

https://theecmconsultant.com/what-is-information-management/ 

Marr, B., & Forbes. (2024, April 18). The Role Of Generative AI In Video Game 

Development. Forbes. Retrieved April 13, 2025, from 

https://www.forbes.com/sites/bernardmarr/2024/04/18/the-role-of-

generative-ai-in-video-game-development/ 

Marsh, J. (2016). UX for Beginners: A Crash Course in 100 Short Lessons. 

O'Reilly. 

Martineau, K., & IBM. (2023, April 20). What is generative AI? IBM Research. 

Retrieved June 21, 2025, from https://research.ibm.com/blog/what-is-

generative-AI 

McFarland, A. (2025, Maret 1). 10 Best AI Game Generators (March 2025). 

Unite.AI. Retrieved Maret 20, 2025, from 

https://www.unite.ai/id/generator-permainan-ai-terbaik/ 

Medium. (2024, Maret 14). Design Styles. Medium.com. Retrieved Juni 2, 2025, 

from https://medium.com/@myskill.id/design-styles-ad554a880cda 



 

 

xxiv 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

Mejtoft, T. (2021). 34th Bled EConference Digital Support from Crisis to 

Progressive Change: June 27 - 30, 2021, Online : Conference Proceedings 

(A. Pucihar, M. Kljajić Borštnar, & D. Vidmar, Eds.). University Press. 

https://umu.diva-portal.org/smash/get/diva2:1595227/FULLTEXT01.pdf 

Mockflow. (2024, August 5). Flowchart Meaning and Symbols: Guide with 

MockFlow. MockFlow. Retrieved June 22, 2025, from 

https://mockflow.com/blog/flowchart-meaning-and-symbols 

Naufal, H., & Persada, A. G. (2020, Juni 26). Desain Interaksi Berbasis User 

Experiencepada Mobile Application: Suatu Tinjauan Literatu. Automata : 

Diseminasi Tugas Akhir Siswa, 1(2). 

https://journal.uii.ac.id/AUTOMATA/article/view/15555 

Pagarra, H., Syawaluddin, A., Krismanto, W., & Sayidiman. (2022). MEDIA 

PEMBELAJARAN. Badan Penerbit UNM. 

https://eprints.unm.ac.id/25438/1/Buku%20Media%20Pembelajaran.pdf 

Porokh, A., & Kevuru Games. (2024, October 19). How AI is Disrupting the Video 

Game Industry. Kevuru Games. Retrieved April 12, 2025, from 

https://kevurugames.com/blog/how-ai-is-disrupting-the-video-game-

industry/ 

Pranata, M. (2004, 8 18). PERSPEKTIF PENALARAN FUNGSIONAL DESAIN 

VISUAL IKON. Jurnal Desain Komunikasi Visual Nirmana, 4(2). 

https://doi.org/10.9744/nirmana.4.2. 

Prihastomo, Y., & Winanti. (2024, Februari). TREN PERKEMBANGAN 

GRAPHICAL USER INTERFACE MELALUI PERMOHONAN DESAIN 



 

 

xxv 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

INDUSTRI DI INDONESIA. Journal of Communication Education, 18(2), 

93-100. https://doi.org/10.58217/joce-ip.v18i1.390 

Primakara University. (2024, March 28). Jenis Teknik Ilustrasi Digital Beserta 

Implementasinya. Primakara University. Retrieved June 2, 2025, from 

https://primakara.ac.id/blog/tips-kuliah/ilustrasi-digital 

Ramli, M. (2013, 7 1). PENGEMBANGAN MEDIA PEMBELAJARAN 

MENURUT KONSEP TEKNOLOGI PEMBELAJARAN. Tarbiyah 

Islamiyah: Jurnal Ilmiah Pendidikan Agama Islam, 3(2). 

https://doi.org/10.18592/jtipai.v3i2.1862 

Ranti, S., & Kompas. (2023, September 13). Definisi Desain UI, Fungsi, dan Jenis-

jenisnya. Tekno Kompas. Retrieved March 10, 2025, from 

https://tekno.kompas.com/read/2023/09/13/03000067/definisi-desain-ui-

fungsi-dan-jenis-jenisnya 

Sharp, H., Preece, J., Rogers, Y., & Preece, J. (2019). Interaction Design: Beyond 

Human-Computer Interaction. Wiley. 

Shneiderman, B., & Plaisant, C. (2005). Designing the user interface : strategies for 

effective human-computer interaction (C. Plaisant, Ed.). Pearson/Addison 

Wesley. 

Stallings, J., & Linkedin. (2025, January 28). The Ethics of Using AI in Game 

Development: Art, Code, and Beyond. LinkedIn. Retrieved June 21, 2025, 

from https://www.linkedin.com/pulse/ethics-using-ai-game-development-

art-code-beyond-joe-stallings-l3a2e 

Stevens, E., & UX Design Institute. (2024, December 6). What is UI design? A 

complete guide for 2025. UX Design Institute. Retrieved June 22, 2025, 

from https://www.uxdesigninstitute.com/blog/what-is-ui-design/ 



 

 

xxvi 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

Svanæs, D. (2000). Understanding Interactivity: Steps to a Phenomenology of 

Human-computer Interaction. Norges teknisk-naturvitenskapelige 

universitet, Institutt for datateknikk og informasjonsvitenskap. 

Tenney, C., & the Artling. (2024, September 19). 11 Essential Art Styles to Know. 

theartling.com. Retrieved Juni 2, 2025, from 

https://theartling.com/en/artzine/contemporary-art-styles/ 

The Artling Team. (2018, Desember 13). Minimalism 101: The Only Minimalist Art 

Guide You Will Need. theartling.com. Retrieved Juni 2, 2025, from 

https://theartling.com/en/artzine/minimalism-art-

guide/?srsltid=AfmBOoo3YOThTf9xuB0_VQeP5PSCFaNIau3uXq85MY

Q7fVV61WvQm9nj 

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

Effective Interaction Design. O'Reilly. 

Tirto, Hartanto, A. Y., & Rohma, F. N. (2024, Mei 31). Makin Marak Siswa Pakai 

AI untuk Mengerjakan Tugas. tirto.id. https://tirto.id/penggunaan-ai-di-

dunia-pendidikan-makin-marak-dan-merata-gZax 

Tucker, A. (2025, March 6). Computer science - Data, Algorithms, Storage. 

Britannica. Retrieved March 10, 2025, from 

https://www.britannica.com/science/computer-science/Information-

management 

Universitas Gajah Mada. (2024, September 10). Kisah Mia Yunita, Berhasil Lulus 

Sarjana pada Usia 20 tahun di UGM. Universitas Gadjah Mada. Retrieved 



 

 

xxvii 
Perancangan Website Informasi…, Samuel Christofer Arygho, Universitas Multimedia Nusantara 

March 11, 2025, from https://ugm.ac.id/id/berita/kisah-mia-yunita-lulus-s1-

fkh-ugm-di-usia-20-tahun/ 

Universitas Multimedia Nusantara. (2023, Juli 14). Perkembangan Aliran Style 

Desain Grafis dari Masa ke Masa. www.umn.ac.id. Retrieved Juni 2, 2025, 

from https://www.umn.ac.id/perkembangan-aliran-style-desain-grafis-dari-

masa-ke-masa/ 

Veal, R. (2023, May 11). How to Define a User Persona [2025 Complete Guide]. 

CareerFoundry. Retrieved June 21, 2025, from 

https://careerfoundry.com/en/blog/ux-design/how-to-define-a-user-

persona/#1-what-is-a-user-persona 

Wawan, J. H., & Detik Jogja. (2024, Desember 11). Menkomdigi Sebut 87 Persen 

Pelajar Gunakan AI untuk Kerjakan Tugas Baca artikel detikjogja, 

"Menkomdigi Sebut 87 Persen Pelajar Gunakan AI untuk Kerjakan Tugas" 

selengkapnya https://www.detik.com/jogja/kota-pelajar/d-

7681646/menkomdigi-sebut-87-persen-pel. Detik.com. Menkomdigi Sebut 

87 Persen Pelajar Gunakan AI untuk Kerjakan Tugas Baca artikel 

detikjogja, "Menkomdigi Sebut 87 Persen Pelajar Gunakan AI untuk 

Kerjakan Tugas" selengkapnya https://www.detik.com/jogja/kota-

pelajar/d-7681646/menkomdigi-sebut-87-persen-pel 

Witabora, J. (2012, 10 31). Peran dan Perkembangan Ilustrasi. Jurnal Humaniora, 

3(2). https://doi.org/10.21512/humaniora.v3i2.3410 

Yuniawati, S. R., & Dicoding. (2024, October 21). Perbedaan UI/UX dan 

Pentingnya dalam Desain Digital. Dicoding. Retrieved June 21, 2025, from 

https://www.dicoding.com/blog/perbedaan-ui-ux-dan-pentingnya-dalam-

desain-digital/ 


