Referensi

[1]

2]

[3]

[4]

[5]

[6]

[7]

[8]

S. Chacon and B. Straub, Pro Git. Berkeley, CA: Apress, 2014. doi:
10.1007/978-1-4842-0076-6.

N. N. Zolkipli, A. Ngah, and A. Deraman, “Version Control System: A
Review,” Procedia Comput Sci, vol. 135, pp. 408-415, Jan. 2018, doi:
10.1016/j.procs.2018.08.191.

Google Trends, ‘“Pelajari minat penelusuran untuk Git, Subversion,
Mercurial, Perforce, Concurrent Versions System menurut waktu, lokasi,
dan popularitas di  Google Trends,” Google Trends, 2022.
https://trends.google.com/trends/explore?date=today%6205-
y&geo=1D&q=%2Fm%2F05vqwg,%2Fm%2F012ct9,%2Fm%2F08441 ,%
2Fm%2F08w6d6,%2Fm%2F09d6g (accessed Nov. 13, 2022).

W. Yang, C. Zhang, M. Pan, C. Xu, Y. Zhou, and Z. Huang, “Do Developers
Really Know How to Use Git Commands? A Large-scale Study Using Stack
Overflow,” ACM Transactions on Software Engineering and Methodology,
vol. 31, no. 3, pp. 1-29, Jul. 2022, doi: 10.1145/3494518.

D. Allcoat and A. Von Muhlenen, “Learning in virtual reality: Effects on
performance, emotion and engagement,” Research in Learning Technology,
vol. 26, Nov. 2018, doi: 10.25304/rlt.v26.2140.

N. Charlier, N. Zupancic, S. Fieuws, K. Denhaerynck, B. Zaman, and P.
Moons, “Serious Games for improving knowledge and self-management in
young people with chronic conditions: A systematic review and meta-
analysis,” J Am Med Inform Assoc, vol. 23, Jul. 2015, doi:
10.1093/jamia/ocv100.

M. Riopel et al., “Impact of serious games on science learning achievement
compared with more conventional instruction: an overview and a meta-
analysis,” Stud Sci Educ, vol. 55, pp. 169-214, Dec. 2019, doi:
10.1080/03057267.2019.1722420.

P. Caserman et al., “Quality Criteria for Serious Games: Serious Part, Game
Part, and Balance,” JMIR Serious Games, vol. 8, no. 3, p. €19037, 2020, doi:
10.2196/19037.

41



[10]
[11]

[12]

[13]

[14]

[15]

[16]

[17]

[18]

A. Blanco and H. Engstrom, “Patterns in Mainstream Programming Games,”
International Journal of Serious Games, vol. 7, pp. 97-126, Mar. 2020, doi:
10.17083/ijsg.v7i1.335.

S. Bjork, S. Lundgren, and J. Holopainen, Game Design Patterns. 2003.

W. van Casteren, The Waterfall Model and the Agile Methodologies : A
comparison by project characteristics. 2017. doi:
10.13140/RG.2.2.36825.72805.

M. and S. G. and D. M. B. C. and G. L. and B. F. de Melo Alexandre Altair
and Hinz, “Version Control System Gamification: A Proposal to Encourage
the Engagement of Developers to Collaborate in Software Projects,” in
Social Computing and Social Media, G. Meiselwitz, Ed., Cham: Springer
International Publishing, 2014, pp. 550-558.

M. E. W. Dankbaar et al., “Comparative effectiveness of a serious game and
an e-module to support patient safety knowledge and awareness,” BMC Med
Educ, vol. 17,no. 1, p. 30,2017, doi: 10.1186/s12909-016-0836-5.

M. Miljanovic and J. Bradbury, A4 Review of Serious Games for
Programming. 2018.

A. Blani¢, M.-A. Amorim, and D. Benhamou, “Comparative value of a
simulation by gaming and a traditional teaching method to improve clinical
reasoning skills necessary to detect patient deterioration: a randomized study
in nursing students,” BMC Med Educ, vol. 20, no. 1, p. 53, 2020, doi:
10.1186/512909-020-1939-6.

S. H. Perveez, “What is Git: Features, Command and Workflow in Git,”
Simplilearn, 2022.

J. Mufioz, M. Montoya, and J. Boger, “From exergames to immersive virtual
reality systems: serious games for supporting older adults,” 2022, pp. 141—
204. doi: 10.1016/B978-0-323-85173-2.00011-4.

T. Brackenbury and L. Kopf, “Serious Games and Gamification: Game-
Based Learning in Communication Sciences and Disorders,” Perspect ASHA
Spec Interest Groups, vol. 7, no. 2, pp. 482-498, Apr. 2022, doi:
10.1044/2021 PERSP-21-00284.

42



[19]

[20]

[21]

[22]
[23]

[24]

[25]

[26]

[27]

[28]

[29]

G. Zichermann and C. Cunningham, Gamification by Design: Implementing
Game Mechanics in Web and Mobile Apps, 1st ed. O’Reilly Media, Inc.,
2011.

A. Andrade, “Game engines: a survey,” EAIl Endorsed Transactions on
Game-Based Learning, vol. 2, p. 150615, Nov. 2015, doi: 10.4108/eai.5-11-
2015.150615.

MDN Contributors, “Introduction to game development for the Web,”
Morzilla, 2023. https://developer.mozilla.org/en-
US/docs/Games/Introduction (accessed May 29, 2023).

Robert Zubek, Elements of Game Design, 1st ed. 2020.

B. Brathwaite, I. Schreiber, and C. R. M. (Firm), Challenges for Game
Designers.  Course  Technology, 2009. [Online].  Available:
https://books.google.co.id/books?id=wzAJLWAACAAJ

M. Urmanov, M. Alimanova, and S. Adilkhan, “Application of game design
elements on higher education in Computer Science,” in 2021 16th
International Conference on FElectronics Computer and Computation
(ICECCO), 2021, pp. 1-4. doi: 10.1109/ICECC053203.2021.9663756.

M. G. Salazar, H. A. Mitre, C. L. Olalde, and J. L. G. Sanchez, “Proposal of
Game Design Document from software engineering requirements
perspective,” in 2012 17th International Conference on Computer Games
(CGAMES), IEEE, Jul. 2012, pp- 81-85. doi:
10.1109/CGames.2012.6314556.

Sugiyono, “Metode Penelitian Kuantitatif Kualitatif Dan R & D,” Alfabeta,
2009.

J. W. Creswell and J. David. Creswell, Research design.: qualitative,
quantitative and mixed methods approaches, 5th ed. Los Angeles: SAGE,
2018.

A. Hamadeh, “Learning Git Through Serious Educational Game.” Malmo
universitet/Teknik och samhélle, p. 43, 2020.

W. Boone, J. Staver, and M. Yale, Rasch Analysis in the Human Sciences.

2014. doi: 10.1007/978-94-007-6857-4.

43



[30] B. Sumintono and W. Widhiarso, Aplikasi Pemodelan Rasch pada
Assessment Pendidikan. 2015.

[31] V.R.Prybutok, “An Introduction to Statistical Methods and Data Analysis,”

Technometrics, vol. 31, pp. 389-390, Mar. 2012, doi:
10.1080/00401706.1989.10488572.

44



