
51 

 

 

Bibliography 

[1] McGuire, Morgan (2008). Creating Games: Mechanics, Content, and 

Technology. Massachusetts. A K Peters/CRC Press. 

[2] Teguh Martono, K. (2015). Game Development Using Game Engine Game 

Maker (in Indonesian). Journal of Computer Systems, 5(1), 23-30. 

[3] Rahardjo, Pamoe (1995). People's Security Agency (BKR): the forerunner of the 

Indonesian National Army (In Indonesian). Jakarta: Press Map. OCLC 68768229 

[4] Hembree, Ryan (2006). The Complete Graphic Designer: A Guide to 

Understanding Graphics and Visual Communication. Rockport Pub. 

[5] Samuel, Henry (2010). Smart With Practical Game Guides for Parents in 

Accompanying Children to Play Games (In Indonesian). Gramedia Pustaka 

Utama. 

[6] Keraf, Gorys (2010). Adventure Games for Learning and Storytelling. Jakarta: 

Gramedia Putaka Utama Koentjaraningrat. 

[7] Afrizal (2014). Qualitative Research Methods: An Effort to Support the Use of 

Qualitative Research in Various Disciplines (In Indonesian). Rajagrafindo 

Persada. 

[8] Soewardikoen, D. W. (2013). Visual Research Methodology from Seminar to 

Final Project (In Indonesian). Bandung Dinamika Komunika. 

[9] Samuel, Hendry (2010). Smart With Games a Practical Guide for Parents in 

Accompanying Children to Play Games (In Indonesian). Gramedia Pustaka 

Utama. 

[10] Anonymous (2013). Free Aceh Movement. GlobalSecurity. 

[11] https://www.globalsecurity.org/military/world/para/aceh.htm 

[12] U.S. Jakarta Embassy (2022). Super Garuda Shield 2022 Showcases 

Multinational Partnership and Joint Interoperability. U.S. Embassies & 

Consulates in Indonesia. 

[13] Army admin (2022). Joint Training of the Jayakarta Regional Military Command 

Titled Safkar Indopura-34/2022 Officially Opened (in Indonesian). Indonesian 

Army. 



52 

 

[14] Ronald (2016). Advanced weapons made in Indonesia that surprised the world 

(in Indonesian). 

[15] D. Mahardy (2016). The Indonesian game industry generated IDR 4.45 trillion in 

2015 (In Indonesian). Techno.id. http://www.techno.id/tech-news/industri-game-

indonesiahasilkan-rp445-triliun-di-2015-160105w.html 

[16] J. Clement (2023). Value of the global video games market from 2012 to 2021. 

Statista. https://www.statista.com/statistics/246888/value-of-the-global-video-

game-market/ 

[17] Widiartanto. Hastayadi Yoga (2023). Indonesia Officially Has Its Own "Rating 

Game" System - Kompas.com (In Indonesian). KOMPAS.com 

https://tekno.kompas.com/read/2016/08/12/14360007/Indonesia.Resmi.Punya.Sy

stem.Rating.Game.Sendiri 

[18] Pandjaitan, Luhut Binsar (2016). Creating defense stability through economic 

equity (In Indonesian). From a Seminar at the University of Indonesia, Jakarta. 

https://jurnal.ucy.ac.id/index.php/nuansaakademik/article/view/1158/1081 

[19] Hartanto, Agus (2013). Study of Defense and Security Defense and Security 

Defense Systems Policy of the Republic of Indonesia (In Indonesian). Jakarta: 

LIPI Press. 

https://jurnal.ucy.ac.id/index.php/nuansaakademik/article/view/1158/1081 

[20] Warsita, B. (2002). Basic Learning Technology & Its Applications (In 

Indonesian). Jakarta: Rineka Cipta. 

http://download.garuda.kemdikbud.go.id/article.php?article=2812789&val=2505

0&title=PENGEMBANGAN%20MEDIA%20PEMBELAJARAN%20INTERA

CTIVE%20PADA%20PEMBELAJARAN%20EKONOMY 

[21] Russonielo, C.V., O’Brien, K., & Parks, J. M. (2009). The Effectiveness of 

Casual Video Games in Improving Mood and Decreasing Stress. Journal of 

Cyber Therapy & Rehabilitation. https://psycnet.apa.org/record/2009-11993-007 

[22] Witabora, Joneta (2012). The Role and Development of Illustration (In 

Indonesian). BINUS University. 

https://journal.binus.ac.id/index.php/Humaniora/article/view/3410/2795 



53 

 

[23] Pirol, Abdul (2010). Media Theory and Society Theory (In Indonesian). Al-

Tajdid. 

http://repository.iainpalopo.ac.id/id/eprint/359/1/ABDUL%20PIROL%20-

%20TEORI%20MEDIA%20DAN%20TEORI%20MASYARAKAT.pdf 

[24] Rangkuti, F. (2009). Creative Promotion Strategy and Case Analysis Integrated 

Marketing Communication (In Indonesian). Jakarta: PT. Gramedia Pustaka 

Utama. https://books.google.co.id/books?id=Q5RnDwAAQBAJ&hl=id 

[25] England, E., & Finney, A. (2011). Interactive Media-What’s that? Who’s 

involved. ATSF White Paper-Interactive Media UK, 12. 

https://www.atsf.co.uk/atsf/interactive_media.pdf 

[26] Arsyad, A. (2006). Media Pembelajaran (A. Rahman, Ed.). Raja Grafindo Persada. 

[27] Dillon, Teresa. n.d., Adventure Games for Learning and Storytelling. Futurelab, 

England. 

https://www.academia.edu/2518717/Adventure_Games_for_Learning_and_Story

telling._A_Futureb_prototype_context_paper_Adventure_Author 

[28] Schell, Jesse. 2019. The Art of Game Design: A Book of Lenses, 3rd Edition. 

The Art of Game Design: A Book of Lenses, 3rd Edition. 

https://doi.org/10.1201/b22101 

[29] Arikunto, Suharsimi (2013). Research Procedures A Practice Approach (In 

Indonesian). Jakarta: Rineka Cipta Publisher 

[30] Adisasmito, Nuning D. (2002). Artist's Book: Journal of Fine Arts Discourse (In 

Indonesian. Volume 2. No. 4 Mei 2002. 

[31] www.pindad.com 

[32] www.wikipedia.com 

[33] www.pal.co.id 

[34] www.indonesian-aerospace.com 


