
43 
 

 

 DAFTAR PUSTAKA 

[1] H Salim Bahreisy, Tarjamah Riadhus Shalihin. Alma Arif, 2000. 

[2] C. Pappas, How Gamification Reshapes Learning. eLearning Industry, 2012. Diakses dari: 

https://elearningindustry.com/free-ebooks/gamification-reshapes-learning 

[3] M. B. Sitorus, “Studi Literatur mengenai Gamifikasi untuk Menarik dan Memotivasi : 

Penggunaan Gamifikasi saat ini dan Kedepan,” pp. 1–10, 2016. Diakses dari: 

https://www.academia.edu/28470405/Studi_Literatur_mengenai_Gamifikasi_untuk_Mena

rik_dan_Memotivasi 

[4] J. Hamari, J. Koivisto, and H. Sarsa, “Does gamification work? - A literature review of 

empirical studies on gamification,” Proc. Annu. Hawaii Int. Conf. Syst. Sci., pp. 3025–

3034, 2014. Diakses dari: https://people.uta.fi/~kljuham/2014-hamari_et_al-

does_gamification_work.pdf 

[5] P. Herzig, M. Ameling, and A. Schill, “A Generic Platform for Enterprise Gamification,” 

in Proceedings of the 2012 Joint Working Conference on Software Architecture and 6th 

European Conference on Software Architecture, WICSA/ECSA 2012 (2012) 219-223, 

2012. Diakses dari: https://www.semanticscholar.org/paper/A-Generic-Platform-for-

Enterprise-Gamification-Herzig-Ameling/883f9635ff7dedeab269dcbdaaa2624884033304 

[6] D. Codish and G. Ravid, “Adaptive Approach for Gamification Optimization,” 2014. 

Diakses dari: https://ieeexplore.ieee.org/abstract/document/7027561/ 

[7] N. McGrath and L. Bayerlein, “Engaging online students through the gamification of 

learning materials: The present and the future.,” in 30 th Ascilite Conference, 2013, no. 

OCTOBER, pp. 573–577. Diakses dari: 

https://elearningindustry.com/free-ebooks/gamification-reshapes-learning
https://people.uta.fi/~kljuham/2014-hamari_et_al-does_gamification_work.pdf
https://people.uta.fi/~kljuham/2014-hamari_et_al-does_gamification_work.pdf
https://www.semanticscholar.org/paper/A-Generic-Platform-for-Enterprise-Gamification-Herzig-Ameling/883f9635ff7dedeab269dcbdaaa2624884033304
https://www.semanticscholar.org/paper/A-Generic-Platform-for-Enterprise-Gamification-Herzig-Ameling/883f9635ff7dedeab269dcbdaaa2624884033304
https://ieeexplore.ieee.org/abstract/document/7027561/


44 
 

 

http://ascilite.org/conferences/sydney13/program/papers/McGrath.pdf 

[8] H. J. Nyman and P. Sarlin, “From Bits to Atoms: 3D Printing in the Context of Supply 

Chain Strategies.,” 47th Hawaii Int. Conf. Syst. Sci. Waikoloa, 6-9 January 2014, 4190-

4199, 2014. Diakses dari: 

http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.923.9875&rep=rep1&type=pdf 

[9] A. Zanella, N. Bui, A. Castellani, L. Vangelista, and M. Zorzi, “Internet of things for 

smart cities,” IEEE Internet Things J., vol. 1, no. 1, pp. 22–32, 2014. Diakses dari: 

http://www.dei.unipd.it/~zanella/PAPER/CR_2014/IoTSmartCity2014_CR.pdf 

[10] T. Padir, J. Skorinko, and V. Dimitrov, “User-centric design of a personal assistance robot 

(FRASIER) for active aging.,” Annu. Int. Conf. IEEE Eng. Med. Biol. Soc., 2015. Diakses 

dari: https://www.ncbi.nlm.nih.gov/pubmed/26737419 

[11] J. Schell, The Art of Game Design: A Book of Lenses, 1st ed. CRC Press, 2008. Diakses 

dari: http://www.sg4adults.eu/files/art-game-design.pdf 

[12] C. R. Semiawan, Metode penelitian kualitatif. Grasindo, 2010. Diakses dari: 

https://books.google.co.id/books?hl=en&lr=&id=dSpAlXuGUCUC&oi=fnd&pg=PA65&

dq=C.+R.+Semiawan,+Metode+penelitian+kualitatif.+Grasindo,+2010.&ots=_yV5EyEO

VY&sig=wgPOIh3UUhLkhEAhcWCgp2ebYF4&redir_esc=y#v=onepage&q&f=false 

 

  

http://ascilite.org/conferences/sydney13/program/papers/McGrath.pdf
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.923.9875&rep=rep1&type=pdf
http://www.dei.unipd.it/~zanella/PAPER/CR_2014/IoTSmartCity2014_CR.pdf
https://www.ncbi.nlm.nih.gov/pubmed/26737419
http://www.sg4adults.eu/files/art-game-design.pdf

