[1]

[2]

[3]

[4]

[5]

[6]

[7]

[8]

[9]

DAFTAR PUSTAKA

S. T.P. COVID-19, "Tanya Jawab | Covid19.go.id," covid.19.go.id, 9 3
2020. [Online]. Available: https://covid19.go.id/tanya-
jawab?search=Apa%20yang%20dimaksud%20dengan%20pandemi.

S. Harnani, "Efektifitas Pembelajaran Daring Di Masa Pandemi Covid-19,"
BDK JAKARTA KEMENTERIAN NEGARA RI, 7 7 2020. [Online].
Available: https://bdkjakarta.kemenag.go.id/berita/efektivitas-pembelajaran-
daring-di-masa-pandemi-covid-19. [Accessed 26 2 2021].

D. Wirawayanto, "Self Compassion; Atasi Kejenuhan Belajar Daring,"
Kumparan, 23 1 2021. [Online]. Available: https://kumparan.com/dika-
wirawayanto/self-compassion-atasi-kejenuhan-belajar-daring-
1vOdSKW12KP. [Accessed 26 2 2021].

A. Setiawan, H. Praherdhiono and Sulthoni, "PENGGUNAAN GAME
EDUKASI DIGITAL SEBAGAI SARANA PEMBELAJARAN ANAK
USIA DINI," JINOTEP (Jurnal Inovasi Teknologi Pembelajaran), vol. VI,
no. 1, pp. 39-44, 2019.

Yulia, N. M. B. Purba and J. Nasir, "Aplikasi Game Edukasi Matematika
Berbasis Android," Indonesian Journal of Computer Science, vol. 8, no. 2, p.
102, 2019.

M. Yunus, I. F. Astuti and D. M. Khairina, "GAME EDUKASI
MATEMATIKA UNTUK SEKOLAH DASAR," Jurnal Informatika
Mulawarman, vol. X, no. 2, pp. 59-64, 2015.

T. R. Ade Amirulloh, M. Risnasari and P. R. Ningsih, "Pengembangan Game
Edukasi Matematika (Operasi Bilangan Pecahan) Berbasis Android Untuk
Sekolah Dasar," Jurnal llmiah Edutic, vol. 5, no. 2, pp. 115-123, 2019.

H. Silvianita, “Pengertian Game Beserta Sejarah, Manfaat, serta Jenis-Jenis
Game, Lengkap!,” Nesabamedia, 30 Juni 2019. [Online]. Available:
https://www.nesabamedia.com/pengertian-game/. [Diakses 11 Juli 2021].

S. Putut Wijaya, "Edukasi Adalah; Arti, Tujuan, Manfaat, Macam, Metode,
dan Contoh Edukasi,” UKULELE.CO.NZ, 23 Maret 2021. [Online].
Available: https://www.ukulele.co.nz/edukasi-adalah/. [Accessed 11 Juli
2021].

[10] G. Thabroni, "Seni Rupa 2 Dimensi: Pengertian, Unsur, Alat, Teknik &

Contoh,"” serupa.id, 27 Oktober 2019. [Online]. Available:
https://serupa.id/seni-rupa-2-dimensi-pengertian-contoh/. [Accessed 11 Juli

46



2021].

[11] A. T. NNW, "Apa Itu Genre Game?," GAMELAB Indonesia, 24 Juli 2018.
[Online]. Available: https://www.gamelab.id/news/15-apa-itu-genre.
[Accessed 11 Juli 2021].

[12] R. A. Harlanto, "Berkenalan dengan fitur-fitur Unity 3D," GAMELAB
INDONESIA, 16 July 2020. [Online]. Available:
https://www.gamelab.id/news/211-berkenalan-dengan-fitur-fitur-unity-3d.
[Accessed 14 April 2021].

[13] Y. Letsoin, "Review Canva Pro : Apakah layak dibeli?," Marketing Online
Indonesia, 14 April 2021. [Online]. Available:
https://marketingonline.id/review-canva/. [Accessed 22 Juni 2021].

[14] R. S. Dewi, "Pengertian Adobe Photoshop Beserta Sejarah, Fungsi,
Kelebihan & Kekurangannya," Nesabamedia, 2 September 2019. [Online].
Available: https://www.nesabamedia.com/pengertian-adobe-photoshop/.
[Accessed 22 Juni 2021].

[15] U. Maulida, "Coreldraw Adalah Software Pengolah Gambar, Kenali
Kelebihan dan Kekurangannya,” Dream.co.id, 30 Oktober 2020. [Online].
Available: https://www.dream.co.id/techno/coreldraw-adalah-software-
pengolah-gambar-kenali-kelebihan-dan-kekurangannya-201030p.html.
[Accessed 22 Juni 2021].

[16] Y. Hendrifiana, P. A. Ariguntar and L. Assagaf, Tema 1 : DIRIKU, Pusat
Kurikulum dan Perbukuan, Balitbang, Kemendikbud., 2017, p. 41.

[17] N. 1. Widiastuti and 1. Setiawan, "Membangun Game Edukasi Sejarah Wali
Songo," Jurnal limiah Komputer dan Informatika (KOMPUTA), vol. I, no. 2,
pp. 41-47, 2012.

[18] F. Y. A. Irsyadi, R. Annas and Y. I. Kurniawan, "Game Edukasi
Pembelajaran Bahasa Inggris untuk Pengenalan Benda-Benda di Rumah bagi
Siswa Kelas 4 Sekolah Dasar," Jurnal Teknologi dan Informasi, vol. IX, no.
2, pp. 78-92, 2019.

[19] P. Ambarwati and P. S. Darmawel, "IMPLEMENTASI MULTIMEDIA
DEVELOPMENT LIFE CYCLE," Majalah Imiah UNIKOM, vol. 18, no. 2,
p. 52.

47



