Model Prediksi Kesuksesan Produk Aplikasi Game Pada Platform Smartphone
FUAD FATHARANI H S, Ir. Subagyo, Ph.D.

Universitas Gadjah Mada, 2016 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

DAFTAR PUSTAKA

Aczel, A.D. and Sounderpandian, J., 2006. Complete Business Statistics, 6th Ed,
McGraw-Hill, New York.

App Annie, 2015, Business Intelligence Company And Analyst Firm,
https://www.appannie.com, diakses 9 April 2015.

App Figures, 2015, App store intelligence, https://appfigures.com, diakses 10
April 2015.

Berger and Charles, 1993, Kano’s Methods for Understanding Customer-defined
Quality, Center for Quality of Management Journal, USA.

Bowman, N.D., Jockel, S., and Dogruel, L., 2015, The app market has been candy
crushed: Observed and rationalized processes for selecting smartphone
games, Entertainment Computing, vol. 8, pg. 1-9.

Cuadrado, F., Duenas, J., C., 2012, Mobile Application Stores: Success Factors,
Existing Approaches, and Future Developments, communications Magazine,
IEEE, vol.50, pg.160-167.

Desiani, A., 2012, Pengaruh Persepsi Country of Origin Terhadap Minat Beli
Mobile games Lokal pada Apple App Store, Universitas Pendidikan
Indonesia, Bandung.

Do, A.M., 2014, 10 Alasan Mengapa Flappy Bird Membuat Gamer Ketagihan,
http://id.techinasia.com, diakses 7 Mei 2015.

Duke, S., 2011, How To Build A Killer Mobile games, http://creativeblog.com,
diakses 9 Oktober 2015.

Elizabeth, Mutiaz, I.R., Santosa, I., 2013, Kajian Interaksi Dan Persepsi Visual
Pada Game Cut The Rope Dan Angry Birds Untuk Mengetahui Challenge
Based Immersion, Jurnal Komunikasi Visual & Multimedia, vol. 5, no. 1, pg.
67-87.

Feijoo, C., Barroso, J.L.G., Aguado, J.M., and Ramos, S., 2012, Mobile Gaming:
Industry Challenges and Policy Implications, Telecommunications Policy
Journal, vol. 36, pg. 212-221


https://www.appannie.com/
https://appfigures.com/
http://id.techinasia.com/
http://creativebloq.com/

Model Prediksi Kesuksesan Produk Aplikasi Game Pada Platform Smartphone
FUAD FATHARANI H S, Ir. Subagyo, Ph.D.

Universitas Gadjah Mada, 2016 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Flodman, S., and Karlsson, F.S., 2014, Success Factor in Profitable Mobile games
From the Perspective of Top-Earning Nordic Game Developers, Royal
Institute of Technology, Stockholm, Swedia.

Griffin, A., and Page, A.L., 1993, An Interim Report on Measuring Product
development Success and Failure, Journal of Product Innovation
Management, 10 (2), 112-125.

Hidayat, A.N., 2015, Analisis Kesuksesan Produk Program Radio Di Yogyakarta,
Program Studi Teknik Industri, jurusan Teknik Mesin dan Industri
Universitas Gadjah Mada, Yogyakarta.

Huang, X., Soutar, G.N., and Brown, A., 2003, Measuring New Product Success:
an Empirical Investigation of Australian SMEs, Industrial Marketing
Management, Elsevier Science Inc.

International Data Corporation, 2015.

Jayanti, S.D., 2012, 5 Jurus Kesuksesan Angry Birds, http://inet.detik.com,
diakses 7 Mei 2015.

Julkunen, V.P, 2015, The Effect of Licensed IP on Mobile games Success
Measured, http://gamerefinery.com, diakses 9 Oktober 2015.

Julkunen, V.P, 2015, What drives success in mobile games?,
http://gamerefinery.com, diakses 18 Oktober 2015.

Kenang, R., 2015, Critical Success Factor Game Berbasis Mobile Studi Kasus :
Game Clash Of Clans, Fakultas Teknologi Informasi & Komunikasi,
Universitas Multimedia Nusantara, Tangerang.

Kim, C.S., Oh, EH., Yang, K.H,, and Kim, J.K., 2009, The Appealing
Characteristics of Download Type Mobile games, Service Bussiness, vol. 4.

Kurniawan, 1., 2015, Empat Faktor yang Dapat Membuat Sebuah Game Mobile
Menuai Kesuksesan, http://id.techinasia.com, diakses 12 Agustus 2015

Kotler, P., 1997, Manajemen Pemasaran: Analisis, Perencanaan, Implementasi
dan Kontrol, PT. Prehallindo, Jakarta.

Kroes, N., 2014, The Secrets of Our Success: the Angry Birds story - by Kaj Hed,
http://ec.europa.eu, diakses 8 Mei 2015.

Lee, C.W., 2010, Influential Factors of Player’s Loyalty Toward Online Games
For Achieving Commercial Success, Australasian Marketing Journal, vol.
18| pg' 81_92.


http://inet.detik.com/
http://gamerefinery.com/
http://gamerefinery.com/
http://id.techinasia.com/
http://ec.europa.eu/

Model Prediksi Kesuksesan Produk Aplikasi Game Pada Platform Smartphone
FUAD FATHARANI H S, Ir. Subagyo, Ph.D.

Universitas Gadjah Mada, 2016 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Milligan, G.W., dan Cooper, M.C., 1988, A Study of Standardization of Variables
in Cluster Analysis, Journal of Classification, vol. 5, pg. 181-204.

Moreni, E., 2014, The Keys For A Successful Mobile games,
http://greatpreneurs.com, diakses 16 September 2015

Panuntun, T., 2014, Angry birds Marketing Management Executive, Fakultas
Ekonomi & Bisnis, Universitas Gadjah Mada, Yogyakarta.

Park, H.J., and Kim, S.H., 2013, A Bayesian network approach to examining key
success factors of mobile games, Journal of Business Research, vol. 66, pg.
1353-1359.

Penttinen, E., Rossi, M., and Tuunainen, V.K., 2010, Mobile games: Analyzing
the Needs and Values of the Consumers, Journal of Information Technology
Theory and Application, vol. 1, pg. 5-22.

Permatadeny, A., Pasca, L., dan Istiglaliyah, H., 2014, Karakter Produk Sukses
pada Produk Telepon Genggam Kelas High End, Simposium Nasional RAPI
XIll, pg.104-110.

Piyadi, U., A., 2012, Modifikasi Model Prediksi Kesuksesan Produk dengan
Pendekatan Model Kano Berbasis Kanvas Strategi, Program Studi Teknik
Industri, jurusan Teknik Mesin dan Industri Universitas Gadjah Mada,
Yogyakarta.

Walden, D., Belger, C., dan Blauth, R., 1999, Kano’s Methods for Understanding
Customer-defined Quality, The Center for Quality of Management Journal.

Widiasti, Z., 2010, Analisis Karakteristik Kesuksesan Produk Smartphone Nokia,
BlackBerry, dan Apple IPhone 3G, Program Studi Teknik Industri, jurusan
Teknik Mesin dan Industri Universitas Gadjah Mada, Yogyakarta.

Wijaya, 2011, Pengembangan Model Prediksi Kesuksesan Produk, Program Studi
Teknik Industri, jurusan Teknik Mesin dan Industri Universitas Gadjah
Mada, Yogyakarta.

Witten, I.H., Frank, E., dan Hall, M.A., 2001, Data Mining Practical Machine
Learning Tools and Techniques, Trird Edition, Morgan Kaufmann, USA.

Yamakami, T., 2011, A Four-Layer Success Factor View Model of Mobile Social
Games: Analysis of Mobage Success in Japan, International Conference on
Mobile Business, vol. 10.

Zultner, R.E, and Mazur, G.H., 2006, The Kano Model: Recent Development, The
Eighteenth Symposium on Quality Function Deployment-Austin.


http://greatpreneurs.com/

