
 
 

87 

DAFTAR PUSTAKA 

Agni, A.N, Widayanti, T.W, Hernowo, A.T 2007, ‘Retina’, dalam Suhardjo, Hartono 

(eds), Ilmu Kesehatan Mata, Bagian Ilmu Penyakit Mata FK UGM, Yogyakarta, 

pp. 103-145. 

Agustinus Nilwan (2008). Pemrograman Animasi dan Game professional. Elex 

Media komputindo. Jakarta 

Arikunto, S. 2006. Prosedur Penelitian Suatu Pendekatan Praktik. Jakarta: Rineka 

Cipta. 

Azhari, Akyas. 2004. Psikologi Umum dan Perkembangan. Jakarta Selatan: Penerbit 

Teraju 

Bimo, Walgito. (2001). Psikologi Sosial. Yogyakarta: Andi Offset. 

Bodenheimer, Bobby, Computer Animation and Simulation. Eurographics, 1999 

Bloom, Benjamin S., etc. 1956. Taxonomy of Educational Objectives : The Classification 

of Educational Goals, Handbook I Cognitive Domain. New York : 

Longmans, Green and Co. 

Chang, S. & Lee, M. (2007).A study on relationship among leadership, organizational 

culture,the operation of learning organization and employees' job satisfaction. The 

Learning Organization, Vol. 14Iss 2 pp. 155 – 185 

Chen, C.Y. & Chang, S.L. 2008. An Exploration Of Tendency To Online Game 

Addiction Due To User’s Liking Of Design Features. Asian journal of Health 

and Information Sciences. Vol 3. No 1-4. Taiwan. 

Darmawan. 2013. Metode Penelitian Kuantitatif. Bandung: Remaja Rosdakarya. 

G. Stanley Hall. 2008 .Adolescence: Its Psychology and Its Relations to Physiology, 

Anthropology, Sociology, Sex, Crime, and Religion 1931, Volume 1. Read Books: 

Harvard University 

Ghozali, Imam. 2011. “Aplikasi Analisis Multivariate Dengan Program SPSS”. 

Semarang: Badan Penerbit Universitas Diponegoro. 

Gillin dan Gillin, 1954. Cultural Sociology: A revision of An Introduction to Sociology. 

New York; The Mac Millan Company. 



 
 

88 

Harold D. Lasswell 2009 Structure an Function of Communication in Societ dalam. 

Wilbur Schramm. (Ed) 

Slamet Santoso, 2006:36, Dinamika Kelompok. Jakarta : PT Bumi Aksara. 

Kerlinger (2006). Asas-asas Penelitian Behavioral. Yogyakarta: Gadjah Mada 

University Press 

Lemeshow, Stanley., 1997, Besar Sampel dalam Penelitian Kesehatan, Gadjah Mada 

University, Yogyakarta. 

Liem, Eddy. (2004). Maraknya Game Online. Kompas Cybermedia Edisi 14 

November 2004.  

Lachman, M.E., Weaver, S.L. 1988. The Sense of Control as A Moderator of Social 

 Class Differences in Health and Well Being. Journal Pers Social Psychology, 

 74:763-773. 

Mulyana, Deddy. 2012. Ilmu Komunikasi Suatu Pengantar. Bandung: PT Remaja 

 Rosdakarya 

Margono, S. 2005. Metodologi Penelitian Pendidikan. Jakarta: PT. Rineka Cipta. 

Notoatmodjo, Soekidjo. 2003. Pendidikan Dan Perilaku Kesehatan. Rineka Cipta. 

Jakarta. 

Ngalim Purwanto. (1998). Psikologi Pendidikan, Bandung : PT. Remaja Rosda  Karya 

Patricia D, Gouglas M, Anderson, Jefferson K & Michelle A. Dorland’s pocket 

medical dictionary, 27thed. Pennsylvania:Elsevier, 2004:143 

Petro, John. W. 2003. Adolescence Perkembangan Remaja. Jarkarta: Erlangga 

Riduwan dan Engkos Ahmad Kuncoro, 2007. Cara Menggunakan dan Memakai 

Analisis Jalur (Path Analysis). Bandung : CV Alfabeta. 

Sarwono, Jonathan. (2013). Statistik Multivariat Aplikasi untuk Riset Skripsi.  

Yogyakarta : CV Andi Offset. 

Schwausch, Matt dan Chris Chung. 2005. Massively Multiplayer Online Addiction. 

Article. Institute of Psychiatry. Minnesot www.amazone.co.uk diakses pada 

tanggal 12 November 2012 

Sarwono. (2000). Teori-teori Psikologi Sosial. Jakarta: Raja Grafindo Persada 

Siregar, Syofian. 2013. Statistik Parametrik untuk Penelitian Kuantitatif. Jakarta. PT. 

Bumi Aksara. 



 
 

89 

Sekaran, Uma. (2011). Research Methods for business Edisi I and 2. Jakarta: 

 Salemba Empat. 

Sugiyono. 2007. Metode Penelitian Kuantitatif Kualitatif dan R&D. Bandung: 

Alfabeta. 

Sugiyono, 2009, Metode Penelitian Kuantitatif, Kualitatif dan R&D, Bandung : 

Alfabeta 

Sugiyono. (2017). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung:  

Alfabeta. 

Sugiyono. 2014. Metode Penelitian Pendidikan Pendekatan Kuantitatif,Kualitatif  Dan 

R&D. Bandung: Alfabeta. 

Sujarweni, V dan Poly Endrayanto. 2012. Statistika untuk Penelitian. Yogyakarta: 

Graha Ilmu. 

Steve, M.C. and Russell, J.M. 2008. Bioactive Natural Products. 2nd edition. CRC 

Press. 

Stewart, Collin & Adam Kowaltzke. (2008). Media: New Ways And Meanings 3rd 

Edition. Australia: John Wiley & Sons. 

Von Neumann, John, Oskar Morgenstern. (1953) Theory Of Games and Economic 

Behavior. Prenceton: Preceton University Press. 

Yee, N. 2002. Understanding MMORPG Addiction. Ariadne, pg. 1-16 

Wan, C. S. & Chiou, W. B. (2006). Why are adolescents addicted to online gaming? And 

interview study in Taiwan. Cyber Psychology & behavior, 9 (6), 762-766 

Widyastuti, Y., dkk. 2009. Kesehatan Reproduksi. Yogyakarta: Fitrimaya. 

Sumber Lain: 

https://id.techinasia.com/mengintip-kemajuan-industri-game-di-ujung-tahun-2013 

https://dailysocial.id/post/apjii-survei-internet-indonesia-2017 

https://newzoo.com/insights/articles/the-big-screen-opportunity-in-southeast-asia/ 

https://kumparan.com/@kumparantech/pubg-geser-mobile-legends-di-top-free- 

games-google-play-store, diakses pada tanggal 5 maret 2019 pukul 15:00 WIB) 

West. 1982. Pendidikan Deskriptif. [Online]. Tersedia 

http://www.penalaranunm.org/index.php/artikel-nalar/penelitian/163-penelitian-

deskriptif.html. 

https://id.techinasia.com/mengintip-kemajuan-industri-game-di-ujung-tahun-2013
https://dailysocial.id/post/apjii-survei-internet-indonesia-2017
https://newzoo.com/insights/articles/the-big-screen-opportunity-in-southeast-asia/
https://kumparan.com/@kumparantech/pubg-geser-mobile-legends-di-top-free-
http://www.penalaranunm.org/index.php/artikel-nalar/penelitian/163-penelitian-deskriptif.html
http://www.penalaranunm.org/index.php/artikel-nalar/penelitian/163-penelitian-deskriptif.html


 
 

90 

 
 

 

 

 

 


