
48 
 

DAFTAR PUSTAKA 

 

Heizer, J. dan Barry Render. 2014. Operation Management: Sustainability and 

Supply                 Chain Management. Harlow: Pearson Education Limited 

González Sánchez J.L., Padilla Zea N., dan Gutiérrez F.L. 2009. From Usability 

to     Playability: Introduction to Player-Centred Video Game Development 

Process. In: Kurosu M. Human Centered Design: HCD 2009. 

Saulter, Joseph. 2009. Introduction to Video Game Design and Development. 

McGraw Hill: International edition. 

Corliss, Jonathan. 2011. Introduction: The Social Science Study of Video Games. 

Games and Culture, 6(1), 3-16. Diakses pada 10 Oktober 2019. 

doi:10.1177/1555412010377323. 

Larson, Erik, dan Clifford Gray. 2011. Project Management: The Managerial 

Process. McGraw Hill: International edition. 

McAllister, Graham, dan Gareth White. 2015. Video Game Development and User 

Experience. Game User Experience Evaluation, 11–35. Diakses pada 10 

Oktober 2019 doi:10.1007/978-3-319-15985-0_2 . 

Gaudiosi, John. 2012, “New Reports Forecast Global Video Game Industry Will 

Reach $82 Billion By 2017” Forbes, 18 Juli. Diakses 10 Oktober melalui 

http://www.forbes.com/sites/johngaudiosi/2012/07/18/new-reports-forecasts-

global-video-game-industry-will-reach-82- billion-by-2017/ 

Kanode, Christopher, dan Hisham Haddad. 2009. "Software Engineering 

Challenges in Game Development," Sixth International Conference on 

Information Technology: New Generations, Las Vegas, NV, 260-265. 

Superdata Inc, 2012. “Worldwide Virtual Goods Market Reaches $15 Billion. 

Monetization Still a Four Letter Word”. Diakses pada 10 Oktober melalui 

http:// www.superdataresearch.com/monetization-is-a-four-letter-word/) 

Wiljam, Tom. 2019. “The Global Games Market Will Generate $152.1 Billion in 

2019 as the U.S. Overtakes China as the Biggest market”. Diakses 1 November 

2019 melalui https://newzoo.com/insights/articles/the-global-games-market-

will-generate-152-1-billion-in-2019-as-the-u-s-overtakes-china-as-the-

biggest-market/ 

Trowe, Paul. 2018. “The Difference between a Video Game Developer and 

Publisher” medium, 27 Juni. Diakses pada 1 November 2019 melalui 

https://medium.com/@PaulTrowe/the-difference-between-a-video-game-

developer-and-publisher-c6038324ee56 

Miller, Paul. 2008, “Top 10 Pitfalls Using Scrum Methodology for Video Game 

Development” gamasutra, 15 Juli. Diakses November 

2019  http://www.gamasutra.com/ view/feature/3724/  

Ramadan, Rido, dan Widyani Yani. 2013. “Game development life cycle 

guidelines.” 2013 International Conference on Advanced Computer Science 

and Information Systems (ICACSIS). Diakses pada 10 Oktober 2019 

doi:10.1109/icacsis.2013.6761558  

Apperley, Thomas. 2006. “Toward a critical approach to video game genres”. 

Simulation & Gaming, 1 Maret. Diakses pada November 2019. 

https://doi.org/10.1177/1046878105282278.  

ANALISA PROYEK PENGEMBANGAN VIDEO GAME PADA PT. GAMELOFT INDONESIA
FARRELL VIARDISA, Rika Fatimah PL., M.Sc., PhD.
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

http://www.forbes.com/sites/johngaudiosi/
http://www.superdataresearch.com/monetization-is-a-four-letter-word/
https://newzoo.com/insights/articles/the-global-games-market-will-generate-152-1-billion-in-2019-as-the-u-s-overtakes-china-as-the-biggest-market/
https://newzoo.com/insights/articles/the-global-games-market-will-generate-152-1-billion-in-2019-as-the-u-s-overtakes-china-as-the-biggest-market/
https://newzoo.com/insights/articles/the-global-games-market-will-generate-152-1-billion-in-2019-as-the-u-s-overtakes-china-as-the-biggest-market/
https://medium.com/@PaulTrowe/the-difference-between-a-video-game-developer-and-publisher-c6038324ee56
https://medium.com/@PaulTrowe/the-difference-between-a-video-game-developer-and-publisher-c6038324ee56
https://doi.org/10.1177%2F1046878105282278


49 
 

Sykes, Jonathan, dan Melissa Federoff. 2006. “Player-centred game design”. 

CHI ’06 Extended Abstracts on Human Factors in Computing Systems, April. 

Diakses pada November 2019. https://doi.org/10.1145/1125451.1125774 

Rollings, Andrew, dan Adams Ernest. 2003. Andrew Rollings and Ernest Adams on 

Game Design. London, UK: New Riders 

Van de Weerd, Inge, de Weerd, Stefan, dan Sjaak Brinkkemper. 2007. “Developing 

a Reference Method for Game Production by Method Comparison”. 

Situational Method Engineering: Fundamentals and Experiences, 313–327. 

doi:10.1007/978-0-387-73947-2_24 

Johns, Jennifer. 2005. Video games production networks: value capture, power 

relations and embeddedness. Journal of Economic Geography, 6(2), 151–180. 

https://doi.org/10.1093/jeg/lbi001 

Akker, J. Koeno Gravemeijer. McKenney, S., dan Nienke Nieveen. 2006. 

Educational Design Research. Taylor & Francis e-Library. 

Project Management Institute. A guide to the project management body of 

knowledge (PMBOK guide). Newton Square, Pa: Project Management Institute.

ANALISA PROYEK PENGEMBANGAN VIDEO GAME PADA PT. GAMELOFT INDONESIA
FARRELL VIARDISA, Rika Fatimah PL., M.Sc., PhD.
Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

https://doi.org/10.1145/1125451.1125774
https://doi.org/10.1093/jeg/lbi001

