‘OyVIg] uiz! eduey

undede ynjuaq wejep 1ul sijny eAuey ynanyas neje ueibeqgas yeAueqiadwaw uep ueywnwnbusw buede)iq -z

‘OyM|g| Jelem buek uebunuaday ueyibniaw yepny uediinbuad q

919 NV MY

"yejesew niens ueneluly uep yiidy uesijnuad

‘uedode) ueunsnAuad ‘yerw eAsey uesnnuad ‘uennauad ‘ueyipipuad uebunuaday ynjun eAuey uediynbusd e

x
/ <

0 A

"dg

)0

DAFTAR PUSTAKA

A Bos&e, Judith (2017), Think Critical Thinking and Logic Skills for Everyday Life, Edisi
o
g .§ke 4, McGraw-Hill Education, 2 Penn Plaza, New York, NY 10121
%A% Ngér Cahyono (2018), Learning Mathematic in a Mobile App-Supported Math Trail
Eﬁ é’ gEnvironment, Edisi ke-1, Gewerbestrasse 11, 6330 Cham, Switzerland
;fA%emgg Sergei dan Fitting, melvin (2019), Justification Logic Reason with Reason, Edisi ke-1,
%: é: ?:Cambrldge CB2 8BS, United Kingdom One Liberty Plaza, 20th Floor, New York, NY
é g Z-EIOOOB USA
2 %poiBen dan Funk, Joachim (2017), The Nature of Problem Solving, Edisi ke- 1,

2 o

é ;—PECD Publishing, Paris

o

avallam Denis (2017), TRIZ-The Theory of Inventive Problem Solving, Edisi CRNS,

7Gewerbestrasse 11, 6330 Cham, Switzerland

O

. Di caey, Michele (2015), Aesthetics and Design for Game-based Learning, Edisi ke - 1,

E'

-
(0]
@1 Third Avenue, New York, NY 10017

p ueywniueausw edue) IUI sI1N1 eAdey

w ue

E. McPeck John (2017), Critical Thinking and Education, Edisi ke-1, Routledge, 2 Park

,'!',Square, Milton Park, Abingdon, Oxon OX14 4RN

Er
=

Eckst%n Jonathan (2018), Skripsi: Game-based Language Learning for the Development

:Jaquins ue>11nqa/<ue

7]
= of Critical Thinking and Probelm-solving Skills (dipublikasikan)
7

Q.
MeiePReto dan Lake, lan (2018), Professional Android, Edisi ke-4, John Wiley & Sons,

-an 10475 Crosspoint Boulevard Indianapolis, IN 46256

oJu

61

D uen] JIM) exnew.



