DAFTAR REFERENSI

Ahmad, Adnan, Furkh Zeshan, Muhammad Salaman Khan, Rutab Marriam. “The Impact of
Gamification on Learning Outcomes of Computer Science Majors”. ACM Trans.
Computer Education, vol.20 No. 16 (2020): 1-25. https://doi.org/10.1145/3383456

Ananda, R., & Rafida, T. (2017). Pengantar Evaluasi Program Pendidikan. Medan: Perdana
Publishing, 2013.

Anggraeni, Yulianti dan Bambang Sujatmiko. “Studi Literatur Pengaruh Penggunaan Gamifikasi
dalam Pembelajaran Ilmu Komputer di Perguruan Tinggi”. Jurnal IT-EDU Vol. 05 No.
02 (2021), 614-620.

Apriani et al. Implementasi Model Pembelajaran. Sumedang: IKIP PGRI, 2015.

Ardiansyah, F. dan M. S. Muchyidin. EDULINK (Educational and Linguistics Knowledge)
Journal, vol. 3, no. 1 (2021): 14-23.

Azwar, Saifuddin. Metode Penelitian. Y ogyakarta: Pustaka Pelajar, 2004.

Bilgin, Cigdem Uz, Abdulmenaf Gul. “Investigating the Effectiveness of Gamification on Group
Cohesion, Attitude, and Academic Achievement in Collaborative Learning
Environments”. Association for Educational Communication & technology AECT,
(November 2019): 124-136. Doi: https://doi.org/10.1007/s11528-019-00442-x

Arikunto, Suharsimi. Prosedur Penelitian Suatu Pendekatan Praktik. Jakarta: Rineka Cipta, 2006.

Cambridge Assessment International Education. Implementing the Curriculum with Cambridge-A
Guide  for  School Leaders. UK: Cambridge University Press, 2021.
https://www.cambridgeinternational.org/images/134557-implementing-the-curriculum-
with-cambridge.pdf diakses pada 20 Februari 2024.

Chemishanove, Polina, and Charles Tita. Improving Classroom Engagement and International
Development Programs. International Perspectives on Humanizing Education. UK:
Emerald Publishing, 2020.

Clouder, Lynn, Christine Broughan, Steve Jewell, Graham Setevenson. Improving Student
Engagement and Development. USA and Canada: Routledge Publisher, 2012.

Creswell, J.W. Educational Research: Planning, Conducting and Evaluating Quantitaive and
Qualitative Research. New Jersey: Prentice Hall, 2005.

Creswell, J.W. Educational Research: Planning, Conducting and Evaluating Quantitaive and
Qualitative Research. Pearson Educational Inc, 2012.

De La Cruz, Kevin Mario Laura, Osbaldo Washington Turpo Gebera, Stefany Juliana Noa Copaja.
“Application of Gamification in Higher Education in the Teaching of English as a
Foreign Languagae”. Persfectives and Trends in Eductaion and Technology. Singapore:
Springer Nature Singapore Pte Ltd, (2022: 323-333. DOI: doi.org/10.1007/978-981-16-
5063-5 27

Deterding, S. D. Dixon, R. Khaled and L. Nacke, “From Game Design Elements to Gamefulness:
Defining Gamification. “. In Proceedings of the 15" International Academic MindTrek
Conference: Envisioning Future Media Environments, Finland. No. 201 (2011) 9-15.

Fraenkel and Wallen. How fo Design and Evaluate Research in Education. New York: McGrow
Hill, 2009.

Finn, J.D., and Zimmer, K.S. Student Engagement: What is it? Why Does it matter? In S.L.
Christenson, A.L. Rschly & C. Wylie (Eds). Handbook of Research on Student
Engagement. Boston: Springer (2012) 97-131.

Doi: https://doi.org/10.1007/978-1-4614-2018-7 5

Gagne, Robert. The Conditioning of Learning and Theory of Instruction. 4" Edition. New York:
Holt, Rhinehart & Winston.

Gee, J. P., and Katie Salen (Ed). The Ecology of Games: Connecting Youth, Games, and Learning
(John D. and Catherine T. MacArthur Foundation Series on Digital Media and Learning).
Cambridge, MA: The MIT Press, 2008.

Gilles, M. Robyn. Cooperative/Collaborative Learning. Brisbane Australia: MPDI, 2022.

Glover, lan. Play as You Learn: Gamification as a Technique for Motivating Learners. UK:
Sheffield Hallam University Press, 2013.

108


https://doi.org/10.1145/3383456
https://doi.org/10.1007/s11528-019-00442-x
https://www.cambridgeinternational.org/images/134557-implementing-the-curriculum-with-cambridge.pdf
https://www.cambridgeinternational.org/images/134557-implementing-the-curriculum-with-cambridge.pdf

Goethe, Ole. Gamification Mindset. Springer International Publishing. E-book. 2019.
https://www.researchgate.net/publication/333817585 Gamification Mindset diakses 10
Mei 2024.

Hamari, J, Shernoff D.J., Rowe E., Coller B., Asbell-Vlarke J., Edwards T., 2016. “Challenging
Games Help Students Learn: An Empirical Study On Engagement, Flow And Immersion
In Game-based Learning.” Computers in Human Behaviour, 54: 170-179.

Hamari, J, Koivisto Majuri. “Gamification of Education and Learning: A Review of Empirical
Literature”, in Preceedings of the GamiFIB Conference, Pori, Finland, vol. 2186 (21-23
May 2018): 11-19.

Hardani, Helmina Andriani, Jumari Ustiawaty, Evi Fatmi Utami, Ria Rahmatul Istiqomabh,
Roushandy Asri Fardani, Dhika Juliana Sukmana, Nur Hikmatul Auliya. Metode
Penelitian Kualitatif dan Kuantitatif. Y ogyakarta: Pustaka Ilmu, 2020.

Harismayanti, Intania, I Nyoman Adi Jaya Putra, Made Hery Santosa. Gamification in English
Teaching and Learning. Bali: Nilacakra, 2020.

Hulsey, Nathan. Games in Everyday Life: for Play. Emerald Publishing Ltd, 2020.

Manipatruni, Venkata Ramana, Nannapaneni Siva kumar, Mohammad Rezaul Karim, Sameena
Banu. “Improving English Vocabulary Through Quizizz in Practice Tests for
Gamification and Google Forms with AutoProctor in Assessment tests for the Preclusion
of Malpractice”43. iJIM Journal India vol. 17 No. 13 (2023): 22-44. DOI:
doi.org/10.3991/ijiim.v17i13.39445

Muhibbin, Syah. Psikologi Pendidikan dengan Pendekatan Baru. Bandung: Remaja Rosdikarya,
2013.

Muzakkir, Nurbaity, Khairiah. “Identifikasi Permasalahan Belajar yang Dialami Siswa Kelas X
Jurusan IPA dan Jurusan IPS di SMA Negeri 5 Banda Aceh”. Jurnal Illmiah Mahasiswa
Bimbingan dan Konseling. Vol. 4 no. 4 (2019): 101-107.

Murillo-Zamorano, L.R., J.A. Lopez SanchezJones, A.L. Godoy-Caballero, Bueno Munoz.
“Gamification and Active Learning in Higher Education: Is It Possible to Match Digital
Society, Academia and Students’ Interests?” International Journal Education Technology
in Higher Education vol. 15, 2021. Doi: https://doi.org/10.1186/s41239-021-00249-y

Jones, Richards D. Student Engagement Teacher Handbook. New York: International Center for
Leadership in Education, 2009.

Jusuf, Heni. “Penggunaan Gamifikasi dalam Proses Pembelajaran”. Jurnal TICOM vol. 5 no. 1,
2016.

Kapp, K.M. The Gamification of Learning and Instruction: Game-based Methods and Strategies
for Training and Education. Britania Raya: Wiley, 2012.

Kartal, Galip. “Transforming the Language Teaching Experience in the Age of AI”. Turkey: IGI
Global Publisher of Timely Knowledge, 2023.

Khoiri, Annisa Nurul, Eva Latipah. “Perbedaan Tujuan Siswa di Sekolah dan Upaya Guru dalam
Mendorong Tujuan Belajar pada Siswa.”. An-Nahdlah Jurnal Pendidikan Islam 2(1): 22-
23.2022.

Kim, Samgkyun, Kobong Song, barbara Lockee, John Burton. (2018) “Gamification in Learning
and Education: Enjoy Learning Like a Game”. Swiss: Springer International Publishing.

Kocchar-Bryant, Carol, & Heishman. (2010). Effective Collaboration for Educating the Whole
Child. California: Corwin Press & NSDC.

Lee, Julia, Ruxin Lim, Fitri S. Mohamad, Kim Geok Chan, Faizah Mas’ud. "Collaborative
Creativity among Undergraduate Students as Game Creators during Gamification in a
University-wide Elective Course", Journal of University Teaching and Learning Practice
20, no.1 (2023), ISSN 1449-9789, https://doi.org/10.53761/1.20.01.16

Lee, J.J, Hammer J. “Gamification in Education: “What, How, Why Bother?”” Academic
Exchange Quarterly, vol.15 no.2, (May 2011), 146.

Lomu, L., Sri Adi Widodo. “Pengaruh Motivasi Belajar dan Disiplin Belajar terhadap Prestasi
Belajar Matematika Siswa”. Prosiding Seminar Nasional Etnomatnesia (2014): 745-751.

McGonigal, J. Reality is Broken: Why Games Make Us Better and How They Can Change the
World. New York, NY: Penguin, 2011.

Mondal, Arindom. Introduction to Instructional Design. India: Pencil, 2023.

109


https://www.researchgate.net/publication/333817585_Gamification_Mindset
https://doi.org/10.1186/s41239-021-00249-y
https://doi.org/10.53761/1.20.01.16

Naga, Dali S. “Ukuran Efek dalam  Laporan  Hasil  Penelitian”,  2005.
http://dali.staff. gunadarma.ac.id/Publications/files/399/4861-aARCHE.doc
Diakses pada 15 April 2024.

Nurlaila, Nuraheni, Henry Aditia Rigianti. “Hubungan Manajemen Waktu Belajar dengan Prestasi
Belajar Menuju Era Society 5.0”. Polyglot: Jurnal Illmiah Vol. 20, No. 1, 1 Januari 2024,
170-184. DOI: http.dx.doi.org?10.1966/pji. v20i1.7289

Voogt, J. and N.P. Roblin. “A Comparative Analysis of International Frameworks for 21% Century
Competences: Implications for National Curriculum Policies”. Journal of Curriculum
Studies, vol. 44 no. 3, 2012: 299-321. Doi: 10.1080/00220272.2012.668938

Rahayu, 1.S.D, and P. Purnawarman. “The Use of Quizizz in Improving Students’ Grammar
Understanding through Self-assessment”. vol. 454, no.l Conaplin, 2019:102-116. doi:
10.2992/conaplin-18.2019.235

Rahma, Kamila Aulia, Dewi Muliyati, Handjoko Permana. “Pengembangan Gamifikasi untuk
Melatihkan Kolaborasi Siswa SMA pada Materi Termodinamika”. Prosiding Seminar
Nasiona Fisika (E-Journal) Vol. xi, Januari 2023, 203-212.

DOI: doi.org/10.21009/03. 1102.PF28
https://journal.unj.ac.id/unj/index.php/prosidingsnf/article/view/33771/14741 diakses 15
Mei 2024.

Ramadhani, R., & Bina, N. S. (2021). Statistika Penelitian Pendidikan Analisis Perhitungan
Matematis dan Aplikasi SPSS. Jakarta: Kencana.

Rukminingsih, Gunawan Adnan, Muhammad Adnan Latief. Metode Penelitian Kuantitatif,
Penelitian Kualitatif, Penelitian Tindakan Kelas. Yogyakarta: Erhaka Utama, 2020.

Safitry, Wahyuni. Edmundo Gomes Junior. “Gamification in English Language Teaching: Taboo
and Timeline”. Proceedings 4" International Conference on English Across Culture,
2018, 249-260.

Sailer, M., J.U. Hense, S.K. Mayer, and H. Mandi. “How Gamification motivates: An
Experimental Study of the Effects of Specific Game Design Elements on Psyhological
need Satisfaction”. Computers in Human Behaviour, (2017): 371-380.

Salen, K., dan E. Zimmerman. Rules of Play: Game Design Fundamentals. Cambridge, MA: MIT
Press, 2003.

Salmons. Learning to Collaborate, Collaborating to Learn. Washington: Stylus Publishing, 2018.

Salsabila, U.H.L.S., I. habiba, L. Amanah, N.A. Istigomah, S. Difany. “Pemanfaatan Aplikasi
Quizizz sebagai Media Pembeljaran di Tengah Pandemi pada Siswa SMA”. J. llmu.llmu
Rerap, Univ. Jambi (IITUJ). Vol 4, no.2 (2020): 163-173. doi: 10.2243/jiituj/v4i2.116055
doi: 10.2243/jiituj/v4i2.116055

Sani, Ridwan Abdullah.Metodologi Penelitian Pendidikan. Jakarta: Penerbit Kencana, 2022.

Schunk, Dale H. Learning Theories: An Educational Perspective 6" Edition. Boston USA, 2012.

Sekarini, Assa Prima. “Persepsi Peserta Didik dan guru IPA Terhadap Penggunaan Game
Edukasi”. Edusains: Jurnal Pendidikan Sains dan Matematika vol. 7 no. 1, (2019): 35-40.

Serin, Fattara Diwa. “Upaya Peningkatan Prestasi Belajar Peserta Didik”. Journal of Education
vol. 06, No. 01 September-Desember 2023. 3908-3915.

Sharrat and Planche. Leading Collaborative Learning: Empowering Excellence. California:
Corwin Press and Ontario Principals Council, 2016.

Su, C., C. Cheng. “A mobile Gamification Learning System for Improving the Learning
Motivation and Achievements”. Journal of Computer Assisted Learning, Vol.31 no. 3
(2015); 268-286
Doi: https://doi.org/10.1111/jcal. 12088

Sudaryono, Dr. Metodologi Penelitian Kuantitatif, Kualitatif, dan Mix Method. Edisi Ketiga.
Depok: Rajawali Pers, 2019.

Sudjana, Nana. Metode Saintifik. Bandung: Tarsito, 2008.

Sugiyono. Metodologi Penelitian Kuantitatif dan Kualitatif dan R&D. Bandung: Alfabeta, 2015.

Sugiyono. Metodologi Penelitian Kuantitatif dan Kualitatif dan R&D. Bandung: Alfabeta, 2019.

Mei, Suo Yan S.Y. “Implementing Quizizz as Game-based Learning in the Arabic Classroom.”
Journal of School Sciences Education and Research”, (2018): 208-212.

Syaodih, Nana. Metode Penelitian Pendidikan. Bandung: PT Remaja Rosdakarya, 2013.

110


http://dali.staff.gunadarma.ac.id/Publications/files/399/4861-aARCHE.doc
https://journal.unj.ac.id/unj/index.php/prosidingsnf/article/view/33771/14741
https://doi.org/10.1111/jcal.12088

