
 

 
 

70 

DAFTAR PUSTAKA 

 

Chen, E., Richards, K., Thrower, J., & Gillum, E. (2007). Virtual Worlds! 

https://cs.stanford.edu/people/eroberts/cs201/projects/2007-08/virtual-

worlds/history.html 

Chion, M. (2019). Audio-Vision: Sound on Screen (2nd ed.). Columbia University 

Press. 

Collins, K. (2008). Game Sound: An Introduction to the History, Theory, and 

Practice of Video Game Music and Sound Design. MIT Press. 

Collins, K. (2013). Playing with Sound: A Theory of Interacting with Sound and 

Music in Video Games. MIT Press. 

Creswell, J. W. (2016). Research Design: Pendekatan Metode Kualitatif, 

Kuantitatif, dan Campuran (4th ed.). Pustaka Pelajar. 

Crittenden, K. S., & Hill, R. J. (1971). Coding Reliability and Validity of 

Interview Data. American Sociological Review, 36(6), 1073–1080. 

Crowe, S., Cresswell, K., Robertson, A., Huby, G., Avery, A., & Sheikh, A. 

(2011). The Case Study Approach. BMC Medical Research Methodology, 

11(1), 9. 

Downey, S. (2014). History of the (Virtual) Worlds. Epsilon Pi Tau, Inc., 40(1/2), 

54–66. 

Ekman, I. (2005). Meaningful Noise: Understanding Sound Effects in Computer 

Games. Proceedings of the 2005 conference on Digital Arts & Culture, 



 

 
 

71 

Hypermedia Laboratory, University of Tampere, Finland. 

https://www.researchgate.net/publication/224927551 

Everest, F. A., & Pohlmann, K. C. (2009). Master Handbook of Acoustics (5th 

ed.). McGraw-Hill Professional. 

Flückiger, B. (2009). Sound effects: Strategies for sound effects in film. In Sound 

and Music in Film and Visual Media: An Overview (Published Version, pp. 

151–179). Continuum International Publishing Group. 

Heryana, A., & Unggul, U. E. (2018). Informan dan Pemilihan Informan Dalam 

Penelitian Kualitatif. Universitas Esa Unggul, 25, 15. 

Liljedahl, M., Papworth, N., & Lindberg, S. (2007). Beowulf: A game experience 

built on sound effects. International Conference on Auditory Display, 

Montréal, Canada. http://hdl.handle.net/1853/49983 

Lowood, H., & Guins, R. (2016). Debugging Game History: A Critical Lexicon. 

The MIT Press. 

McLeod, S. (2019). Qualitative vs Quantitative Research. Simply Psychology. 

https://www.simplypsychology.org/qualitative-quantitative.html 

Phillips, W. (2014). A Composer’s Guide to Game Music. The MIT Press. 

Schafer, R. M. (1969). The New Soundscape: A Handbook for the Modern Music 

Teacher. Bernadol Music Limited. 

Shepard, B. K. (2013). Refining Sound: A Practical Guide to Synthesis and 

Synthesizers. Oxford University Press. 



 

 
 

72 

Siswanto, Y., & Purnama, B. E. (2013). Rancang Bangun Aplikasi Mobile Game 

Edukasi Ilmu Pengetahuan Alam Untuk Anak Kelas VI Sekolah Dasar. 

Sentra Penelitian Engineering Dan Edukasi, 5(4), 32–37. 

St. Olaf College. (n.d.). Open-ended versus Close-ended Questions. Diakses pada 

tanggal 1 Desember 2022, dari 

 https://wp.stolaf.edu/iea/open-ended-versus-close-ended-questions/ 

Starcher, R. L., Dzubinski, L. M., & Sanchez, J. N. (2018). Rigorous missiological 

research using qualitative inquiry. Missiology: An International Review, 

46(1), 50–66. 

Toprac, P., & Abdel-Meguid, A. (2011). Causing Fear, Suspense, and Anxiety 

using Sound Design in Computer Games. In Game Sound Technology and 

Player Interaction: Concepts and Developments (pp. 176–191). IGI Global. 

Williams, J. P., Hendricks, S. Q., & Winkler, W. K. (2006). Gaming as Culture: 

Essays on Reality, Identity and Experience in Fantasy Games. McFarland. 

Wu, J., & Liu, D. (2007). The Effects of Trust and Enjoyment on Intention to Play 

Online Games. Journal of Electronic Commerce Research, 8(2), 128–140. 

 


