
 

37 
 

DAFTAR PUSTAKA 

 

[1] V. Čok, D. Vlah, and R. Žavbi, “An investigation into 2D and 3D shapes perception,” Tehnicki 

Vjesnik, vol. 27, no. 1, 2020, doi: 10.17559/TV-20190627180712. 

[2] A. Firah, “Pengaruh Promotion, Visual Merchandising dan Personal Selling Terhadap Minat 

Beli Konsumen Pt Shafco Multi Trading Medan,” JaManKu, vol. 4, no. 2, 2023. 

[3] G. Vijaykumar and A. Chakrabarti, “Understanding the knowledge needs of designers during 

design process in industry,” J Comput Inf Sci Eng, vol. 8, no. 1, 2008, doi: 10.1115/1.2840776. 

[4] R. Roedavan, B. Pudjoatmodjo, and A. Putri Sujana, “Multimedia Development Life Cycle 

(Mdlc),” ResearchGate, no. February, 2022. 

[5] S. Manjrekar, S. Sandilya, D. Bhosale, S. Kanchi, A. Pitkar, and M. Gondhalekar, “CAVE: An 

Emerging Immersive Technology – A Review,” in 2014 UKSim-AMSS 16th International 

Conference on Computer Modelling and Simulation, 2014, pp. 131–136. doi: 

10.1109/UKSim.2014.20. 

[6] A. P. Gehred, “Canva,” Journal of the Medical Library Association, vol. 108, no. 2, Apr. 2020, 

doi: 10.5195/jmla.2020.940. 

[7] D. S. Satriadi, “Kelebihan Photoshop Dalam Pembuatan Ilustrasi Digital,” Academia.Edu, vol. 

4, no. 1, 2020. 

[8] Ilham Firman Ashari and Rahmat Rizky Muharram, “PENGEMBANGAN ANTARMUKA 

PENGGUNA KOLEPA MOBILE APP MENGGUNAKAN METODE DESIGN THINKING DAN SYSTEM 

USABILITY SCALE,” JSiI (Jurnal Sistem Informasi), vol. 9, no. 2, 2022, doi: 

10.30656/jsii.v9i2.4993. 

  

 

 

 


