93

DAFTAR PUSTAKA

[1] Spilgames, “State Of Online Gaming Report,” Hilversum, 2013.
[2] O. D. Stefan Zerbst, 3D Game Engine Programming, Premier Press, 2004.
[3] E. Adams, Fundamentals of game design 2nd edition, New Riders, 2010.

[4] M. L. R. Z. Robin Hunicke, “A Formal Approach to Game Design and Game
Research,” 2004.

[5] Valve Corporation, “Counter strike,” Valve Corporation, 2017. [Online].
Available: counter-strike.net. [Diakses 14 11 2017].

[6] Electronic Arts, “battlefield,” Electronic Arts, 2017. [Online]. Available:
https://www.battlefield.com/. [Diakses 14 11 2017].

[7] Blizzard intertainment, “Starcraft 2,” Blizzard intertainment, 2017. [Online].
Available: https://www.starcraft2.com/en-us/. [Diakses 14 11 2017].

[8] J. W. Daniel Johnson, “Effective affective User Interface Design in Games,”

2003.

[9] Ubisoft Entertainment, “Watchdogs 2,” Ubisoft Entertainment, 2016.
[Online]. Available: https://watchdogs.ubisoft.com/watchdogs/en-gb/home/.
[Diakses 14 11 2017].

[10 J. Schell, The Art of Game Design, Elsevier, 2008.
]

[11 M. L. R. Z. Robin Hunicke, “MDA: A Formal Approach to Game Design and
] Game Research,” AAAI workshop on Challenges in Game, 2004.

[12 G. R. A. S. G. V. C. Gustavo Andrade, “Dynamic Game Balancing : an
]  Evaluation of User Satisfaction,” 2006.

Universitas Kristen Maranatha



94

[13 Steel Crate Games, “keep talking and nobody explode,” Steel Crate Games,
] 2017.[Online]. Available: http://www.keeptalkinggame.com/. [Diakses 14 11
2017].

[14 Take-Two Interactive Software, “evolve,” Take-Two Interactive Software,
] 2017. [Online]. Available: https://evolvegame.com/. [Diakses 14 11 2017].

[15 Nintendo, “new super mario bros u,” Nintendo, 2012. [Online]. Available:

] http://newsupermariobrosu.nintendo.com/. [Diakses 14 11 2017 ].

[16 H. H. E. NAz KAYA, “Relationship between Color and Emotion: A Study of
] College Students,” 2004.

[17 A. Anhut, “Color Theory For Game Design,” 2014.
]

[18 Valve Corporation, “team fortress 2,” Valve Corporation, 2016. [Online].
] Awvailable: http://www.teamfortress.com/. [Diakses 14 11 2017].

[19 SUPERHOT team, “superhot,” SUPERHOT team, 2016. [Online]. Available:
] https://superhotgame.com/. [Diakses 14 11 2017].

[20 M. Andrews, “Game UI Discoveries: What Players Want,” UBM, 23 2 2010 .

] [Online]. Available:
https://www.gamasutra.com/view/feature/132674/game_ui_discoveries_what
_players_.php. [Diakses 14 11 2017].

[21 4A Games, “metro 2033,” 4A Games, 2014. [Online]. Available:
] http://www.4a-games.com/metro-2033.html. [Diakses 14 11 2017].

[22 Activision Publishing, Inc., “Call of duty,” Activision Publishing, Inc., 2017.
] [Online]. Available: https://www.callofduty.com/. [Diakses 14 11 2017].

[23 M. S. Bjorn Nilson, “Game Engine Architecture,” 2007.
]

Universitas Kristen Maranatha



95

[24 O. D. Stefan Zerbst, 3D Game Engine Programming, Premier Press, 2004 .
]

[25 M. Menard, Game Development with Unity, Course Technology, 2012.
]

[26 Unity Technologies, “Unity Documentation,” Unity Technologies, 10 8 2017.
] [Online]. Available: https://docs.unity3d.com/Manual/index.html. [Diakses 1
11 2017].

[27 S. Rogers, LeveTl Up! The Guide to Great Video Game Design, Chichester:
] John Wiley & Sons, 2010.

[28 J. L. Pina Tarricone, “Successful teamwork: A case study,” HERDSA, 2008.
]

[29 R. Koster, Theory of Fun for Game Design, O'Reilly Media, Inc, 2013.
]

[30 D. Bacher, “Design patterns in level design: common practices,” Retrospective
] Theses and Dissertations, 2008.

[31 A. T. N. NW, Konsep dan Pemrograman Graphical User Interface pada Game,
] Andi Publisher, 2012.

[32 B. A. Joseph Albahari, C# 6.0 in a Nutshell: The Definitive Reference,
] O'Reilly Media, 2015.

[33 S. W. Ambler, the elements of UML 2.0 style, Cambridge: Cambridge
]  University Press, 2005.

[34 M. D. V. R. B. Pierre-Alexandre Balland, “The dynamics of interfirm
] networks along the industry life cycle: The case of the global video game

industry, 1987-2007,” Journal of Economic Geography, no. 13, 2013.

Universitas Kristen Maranatha



