
86 

 

 

DAFTAR PUSTAKA 

 

[1] Susanto, Ahmad. 2014. Teori Belajar dan Pembelajaran di Sekolah Dasar. 

Jakarta: Kencana 

[2] Satrianawati. 2018. Strategi pembelajaran bagi anak diskalkulia. Universitas 

Ahmad Dahlan 

[3] Evanjeli, Laurensia Aptik and Tri Anggadewi, Brigitta 

Erlita (2018) Pendidikan Anak Berkebutuhan Khusus. Sanata Dharma 

University Press, Yogyakarta. ISBN 978-602-5607-59-2 

[4] Fathimah, Nusuki Syari’ati, & Ishartiwi. 2018. Pengembangan Multimedia 

Permainan Interaktif Pembelajaran Berhitung Bagi Anak Diskalkulia Usia 

Pra Sekolah. Jurnal Inovasi Teknologi Pendidikan: Vol 5, No 2 

[5] P. Dorrington, C. Wilkinson, L. Tasker, A. Walters. User-Centered Design 

Method for the Design of Assistive Switch Devices to Improve User 

Experience, Accessibility, and Independence. Journal of Usability Studies. 

2016; 11(2): p. 66-82. 

[6] J. Preece, Y. Rogers and H. Sharp, INTERACTION DESIGN: Beyond Human–

Computer Interaction - Fourth Edition, Chichester: John Wiley & Sons 

Ltd, 2015.  

[7] Media, P., & Berseri, G. (2017). Penggunaan Media Gambar Berseri Untuk 

Meningkatkan Keterampilan Menulis Narasi Siswa Kelas IV SDN 

Tambak Kemeraan Kecamatan Krian Apriliya Susanti. 1–11. 

[8] Arkania, Princelia, Martha, & Adrian, Monterico. 2021. Analisis Perancangan 

User Interface Aplikasi Pengenalan Hewan Berbasis Teknologi 

Augmented Reality Menggunakan Metode User Centered Design. e-

Proceeding of Engineering: Vol 8, No. 5. 



87 
 

 

[9] Suzana, Y., & Maulida, I. (2019). Mengatasi Dampak Negatif Diskalkulia 

Dalam 

Menyelesaikan Masalah Matematika. Logaritma: Jurnal Ilmu-Ilmu 

Pendidikan Dan Sains, 7(01), 15. 

https://doi.org/10.24952/logaritma.v7i01.1661. 

[10] D. Dharmayanti, A. M. Bachtiar, And A. P. Wibawa, “Analysis Of User 

Interface And User Experience On Comrades Application,” Iop Conf. Ser.: 

Mater. Sci. Eng., Vol. 407, P. 012127, Sep. 2018, Doi: 10.1088/1757-

899x/407/1/012127. 

[11] Patricia, F. A., & Zamzam, K. F. (2019). Diskalkulia (Kesulitan Matematika) 

Berdasarkan Gender Pada Siswa Sekolah Dasar Di Kota Malang. 

Aksioma: Jurnal Program Studi Pendidikan Matematika, 8(2), 288. 

https://doi.org/10.24127/ajpm.v8i2.2057. 

[12] Aptik, Laurensia ., & Erlita, Brigitta (2019). PENDIDIKAN ANAK 

BERKEBUTUHAN KHUSUS. FKIP, Universitas Sanata Dharma. 

[13] Barrier, Tonya. Human Computer Interaction Development and 

Management. UK: Idea Group. Inc. 2002.  

[14] Shidqi, L. L., Effendy, V., & Herdiani, A. (2017). Model User Interface 

Aplikasi Pembelajaran Doa-doa Harian Sesuai User Experience Anak Usia 

Dini Menggunakan Metode User Centered Design. 

[15] Barrier, Tonya. Human Computer Interaction Development and 

Management. UK: Idea Group. Inc. 2002. 

[16] Mifsud Justin.2015.Usability Metrics – A Guide To Quantify The Usability 

Of Any System.  

[17] Anderson, Lorin W & Krathwol, David R. (2001). A Taxonomy for Learning, 

Teaching and Asseing : A revision of Bloom’s Taxonomy of Educational 

Objectives. New York: Addison Wesley Longman, Inc. 



88 
 

 
 

[18] Hassenzahl, M., & Tractinsky, N. (2006). User experience-a research 

agenda. Behaviour & information technology, 25(2), 91-97. 

[19] Nursaid, F. F., Hendra Brata, A., & Kharisma, A. P. (2020). Pengembangan 

Sistem Informasi Pengelolaan Persediaan Barang Dengan ReactJS Dan 

React Native Menggunakan Prototype (Studi Kasus : Toko Uda Fajri). J-

Ptiik.Ub.Ac.Id, 4(1), 46–55. http://j-ptiik.ub.ac.id 

[20] Curedale, Robert. (2019). Empathy Maps : Step-By-Step Guide 2nd Edition.  

[21] A. Handley, “The Biggest WTF in Design Right Now,” 2018. [Daring]. 

Tersedia pada: https://uxdesign.cc/the-biggest-wtf-in-design-right-now- 

87139f367d66. 

[22] Rahmadi, Rahmadi (2011) Pengantar Metodologi Penelitian. Antasari Press. 

https://uxdesign.cc/the-biggest-wtf-in-design-right-now-%2087139f367d66
https://uxdesign.cc/the-biggest-wtf-in-design-right-now-%2087139f367d66

