
88 

 

DAFTAR PUSTAKA 

[1] A. Izzan and M. Mahfuddin, How to Master English. Jakarta: Kesaint 

Blanc Publishing, 2014. 

[2] A. Ismail, Education Games: Menjadi Cerdas dan Ceria dengan 

Permainan Edukatif. 2006. Accessed: Jan. 08, 2023. [Online]. 

Available: 

http://kin.perpusnas.go.id/DisplayData.aspx?pId=53611&pRegionCo

de=UNES&pClientId=634 

[3]  al Suciaty and A. azizy, Ragam Latihan Khusus Asah Ketajaman 

Otak Anak Plus Melejitkan Daya Ingatnya. Jogjakarta: Diva Press, 

2010. 

[4] Dimyati dkk, Belajar dan pembelajaran. Jakarta: PT. Rineka Cipta, 

2009. 

[5] F. dkk Aziz, Cara Asyik Membuat Game RPG. Yogyakarta: Gardu 

Studio, 2011. 

[6] Dwi. Cahyo, “Application Development Using Games Jinx Ren’Py,” 

2011. 

[7] B. Warsita, Teknologi Pembelajaran Landasan dan Aplikasinya. 

Jakarta: Rhineka Cipta, 2008. 

[8] www.ef.co.id, “Daftar peringkat terbesar berdasarkan kemampuan 

bahasa Inggris di negara dan wilayah terbesar dunia,” 2022. 

https://www.ef.co.id/epi/ (accessed Mar. 24, 2023). 

[9] S. L. Agustia, Inovasi Media Pembelajaran SD Berbasis Kearifan 

Budaya Lokal, no. 2. CV Srikandi Kreatif Nusantara, 2021. 

[10] R. Nisak, Lebih Dari 50 Game Kreatif Untuk Aktivitas Belajar–

Mengajar. Jogjakarta: Diva Press, 2011. 

[11] J. Stenros, “The Game Definition Game: A Review,” Games Cult, vol. 

12, no. 6, pp. 499–520, 2017, doi: 10.1177/1555412016655679. 

[12] D. Berry, “The Electronic Journal for English as a Second Language 

Level-up Learning: Video Games in an Online Class,” vol. 1, no. 1, 

pp. 1–25, 2021. 



89 

 

[13] A. R. Baig and A. Alotaibi, “Effect of Curriculum-Based Video 

Games on Students’ Performance An Experimental Study,” 

International Journal of Emerging Technologies in Learning, vol. 15, 

no. 22, pp. 244–257, 2020, doi: 10.3991/ijet.v15i22.15541. 

[14] R. J. Paddick, “The Grasshopper: Games, Life and Utopia. By 

Bernard Suits. Toronto, University of Toronto Press 1978,” J Philos 

Sport, vol. 6, no. 1, pp. 73–78, Jan. 1979, doi: 

10.1080/00948705.1979.10654153. 

[15] İ. DÖNMEZ, M. TEKÇE, and Ş. KİRMİT, “Using Digital Games in 

Technology Oriented STEM Education: The Examination of the 

Students’ Game Designs,” J Educ Environ Sci Health, vol. 6, no. 2, 

pp. 77–91, Apr. 2020, doi: 10.21891/jeseh.669097. 

[16] J. E. Kemp and D. K. Dayton, Planning and producing instructional 

media. New York: Harper & Row, 1985. 

[17] Hardjono and Rayner, Everyday English phrases Ungkapan bahasa 

Inggris seharti-hari. Jakarta: Gramedia Pustaka Utama, 2001. 

[18] guru.kemdikbud.go.id, “Capaian Umum Fase C Bahasa Inggris.” 

https://guru.kemdikbud.go.id/kurikulum/referensi-

penerapan/capaian-pembelajaran/sd-sma/bahasa-Inggris/fase-c/ 

(accessed Mar. 24, 2023). 

[19] guru.kemdikbud.go.id, “Capaian Umum Fase D Bahasa Inggris.” 

https://guru.kemdikbud.go.id/kurikulum/referensi-

penerapan/capaian-pembelajaran/sd-sma/bahasa-Inggris/fase-d/ 

(accessed Mar. 24, 2023). 

[20] D. Wang, “Gamified learning through unity 3D in visualizing 

environments,” Neural Comput Appl, vol. 29, no. 5, pp. 1399–1404, 

2018, doi: 10.1007/s00521-017-2928-5. 

[21] H. Hotz, “A Short Introduction to Game Theory Introduction 

Definitions Games Evolutionary Game Theory Applications 

Outlook,” 2006. 

[22] Sugiyono, Metode Penelitian kuantitatif, kualitatif dan R & D. 

Bandung: Alfabeta, 2014. 



90 

 

[23] V. Venkatesh, M. G. Morris, G. B. Davis, and F. D. Davis, “User 

acceptance of information technology: Toward a unified view,” MIS 

Q, vol. 27, no. 3, pp. 425–478, 2003, doi: 10.2307/30036540. 

[24] L. D. Kaczmarek, “Hedonic Motivation,” in Encyclopedia of 

Personality and Individual Differences, Springer International 

Publishing, 2017, pp. 1–3. doi: 10.1007/978-3-319-28099-8_524-1. 

[25] M. Fishbein and Ajzen Icek, Belief, Attitude, Intention, and Behavior: 

An Introduction to Theory and Research. Addison-Wesley Publishing 

Company, 1975. 

[26] J. L. Whitten and L. D. Bentley, System Analysis and Design Methods 

Seventh Edition. New York, USA: McGraw-Hill, 2007. 

[27] Rizal, “Aturan Jumlah Maksimal Siswa Per Rombel Sd, Smp, 

Sma/Smk di Dapodik 2023,” Mar. 06, 2023. 

https://pusatdapodik.com/aturan-jumlah-maksimal-siswa-per-

rombel-sdsmpsma-smk-di-dapodik-2023/ (accessed Apr. 17, 2023). 

[28] Kasmadi and S. S. Nia, Panduan modern penelitian kuantitatif. 

Bandung: Alfabeta, 2014. 

[29] I. Ghozali, Aplikasi Analisis Multivariate Dengan Program IBM SPSS 

21 Update PLS Regresi, 7th ed. Semarang: Badan Penerbit 

Universitas Diponegoro, 2013. 

[30] D. S. Moore and G. P. McCabe, Introduction to the practice of 

statistics. New York, NY, US: W H Freeman/Times Books/ Henry 

Holt & Co, 1989. 

  

  


