
 

73 
Universitas Kristen Maranatha 

DAFTAR PUSTAKA 

 

[1]  Magdalena, “Materi Kuliah Saham,” 17 Juni 2015. [Online]. Available: https: 

//www.slideshare.net/lenaringo/materi-kuliah-saham. 

[2]  E. Heze. [Online]. Available: http://www.sahamgain.com/2017/07/penyebab- 

trader-sulit-mencetak-untung.html. 

[3]  “6 Hal yang Perlu diketahui Sebelum Membeli Saham,” PT Indo Premier  

Capital, 27 April 2016. [Online]. Available: https://www.indopremier.com 

/ipotgo/newsDetail.php?jdl=6_Hal_Dasar_yang_Perlu_Diketahui_Sebelum_ 

Membeli_Saham. 

[4]  Angga, “About | Nabung Saham Go,” PT. Winratama Perkasa, 24 Oktober 2016 

. [Online]. Available: 

http://www.nabungsahamgo.com/page/about?utm_source= 

header&utm_medium=mainmenu. 

[5]  L. T. Hin, Panduan berinvestasi saham, Jakarta: Elex Media Komputindo, 2008.  

[6]  BelajarInvestasi.net., “Cara Berbisnis Saham di Bursa efek - Jual Beli Saham”.  

[7]  M. Riadi, “Analisis dan Faktor yang Mempengaruhi Harga Saham,” 7 2015 

. [Online]. Available: http://www.kajianpustaka.com/2015/07/analisis-dan-

fakto 

r-yang-mempengaruhi.html. 

[8]  Parluhutan Situmorang, Jauhari Mahardhika, Tri Listiyarini, Jurus-Jurus  

Berinvestasi Saham untuk Pemula, Jakarta: TransMedia, 2010.  

[9]  A. A. Ngurah, “Random Walk Theory,” [Online]. Available: http://www 

.analisissahamfundamental.com/2017/01/random-walk-theory.html. 

[10]  W. Marlianti, “GAME EDUKASI “KABAYAN NYUNDA” BERBASIS  

ANDROID,” 2015. [Online]. Available: http://repository.widyatama.ac.id 

/xmlui/bitstream/handle/123456789/5926/Bab%202.pdf?sequence=10. 

[11]  S. Henry, Cerdas dengan Game, Jakarta: PT Gramedia, 2010.  

[12]  C. Walden, “Design theory for mobile games,” [Online]. Available: https: 

//www.gamasutra.com/blogs/ChristopherWalden/20141029/228917/A_bit_ 



 

74 
Universitas Kristen Maranatha 

of_design_theory_for_mobile_games.php. 

[13]  H. H. E. NAz KAYA, “Relationship between Color and Emotion: A Study of 

College Students,” 2004.  

[14]  W. Ritcscher, “What is Xamarin ?,” 31 3 2016. [Online]. Available: 

https://www.lynda.com/Xamarin-tutorials/What-Xamarin/449034/483433-

4.html. 

[15]  E. Adams, Fundamental of Game Design, Berkeley: Pearson Education, Inc., 

2010.  

[16]  I. Zidny, “User Experince dan User Interface - UX Indonesia,” PT UXINDO 

DIGITAL INDONESIA, [Online]. Available: http://uxindo.com/user-

experience-dan-user-interface/. 

[17]  A. R. Pratama, “Belajar Unified Modelling Language,” 28 Juni 2016. [Online]. 

Available: https://www.codepolitan.com/unified-modeling-language-uml. 

[18]  F. Azis, OOP dengan PHP 5, Jakarta: PT. Alex Media Komputindo, 2007.  

[19]  A. Nugroho, Rekayasa Perangkat Lunak Menggunakan UML dan Java, Andi, 

2009.  

[20]  Object Management Group, “Business Process Model and Notation Resource 

Page,” 9 June 2014. [Online]. Available: http://www.omg.org/bpmn/index.htm. 

[Diakses 12 Jan 2016]. 

[21]  R. C. Clark dan R. E. Mayer, E-learning and the science of instruction: Proven 

guidelines for consumers and designers of multimedia learning, 3rd penyunt., 

San Francisco, CA: Jossey-Bass, 2011.  

[22]  D. M. Kroenke dan D. J. Auer, Database Processing: Fundamentals, Design, and 

Implementation, Upper Saddle River, New Jersey: Pearson Education, Inc., 

2012.  

[23]  K. C. Laudon dan J. P. Laudon, Management Information Systems: Managing 

the Digital Firms, 12th penyunt., Upple Saddle River, NJ: Prentice Hall, 2012.  

[24]  T.-H. Wang, “Developing an assessment-centered e-Learning system for 

improving student learning effectiveness,” Computers & Education, vol. 73, pp. 

189-203, 2014.  



 

75 
Universitas Kristen Maranatha 

[25]  D. R. Shavkat, “Penerapan Data Mining untuk Memprediksi Fluktuasi Harga 

Saham Menggunakan Metode Classification dengan Teknik Decision Tree,” 

[Online]. Available: 

http://elib.unikom.ac.id/gdl.php?mod=browse&op=read&id=jbptunikompp-

gdl-dadanshavk-26780. [Diakses 1 Mar 2013]. 

 

 


	DAFTAR PUSTAKA

