
 

 

164 

DAFTAR PUSTAKA 

A.H.Kurniawan. (n.d.). Pentingnya Mempelajari Perjuangan Pahlawan 

Kemerdekaan. 6. Retrieved from https://web.perpuskita.id/pentingnya-

siswa-mempelajari-pahlawan-kemerdekaan/ 

Abdussamad, Z. (2021). Metode Penelitian Kualitatif (P. Rapanna (ed.)). 

Syakir Media Press. 

Adistya, F. A., Kartika, K. P., & Wulansari, Z. (2023). Perancangan Game 

Edukasi Bertema Pahlawan Indonesia Berbasis Html5. Jurnal 

Informatika Polinema, 9(4), 347–353. doi: 10.33795/jip.v9i4.1226 

Ahmad, N. A. N., Hamid, N. I. M., & Lokman, A. M. (2021). Performing 

Usability Evaluation on Multi-Platform Based Application for 

Efficiency, Effectiveness and Satisfaction Enhancement. International 

Journal of Interactive Mobile Technologies, 15(10), 103–117. doi: 

10.3991/ijim.v15i10.20429 

Aini, S. W., & Mukhlis, M. (2022). Analisis Taksonomi pada Soal Asesmen 

Kompetensi Minimum Literasi Membaca di SMK Negeri 3 Pekanbaru. 

Diglosia: Jurnal Kajian Bahasa, Sastra, Dan Pengajarannya, 5(4), 

933–948. doi: 10.30872/diglosia.v5i4.513 

Almoslamani, Y. (2022). The impact of learning strategies on the academic 

achievement of university students in Saudi Arabia. Learning and 

Teaching in Higher Education: Gulf Perspectives, 18(1), 4–18. doi: 

10.1108/LTHE-08-2020-0025 

Alsawaier, R. S. (2018). The effect of gamification on motivation and 

engagement. International Journal of Information and Learning 

Technology, 35(1), 56–79. doi: 10.1108/IJILT-02-2017-0009 

Anggreria, Y. (2022). PERANCANGAN USER INTERFACE WEBSITE 

LEMBAGA KEMANUSIAAN MENGGUNAKAN METODE TASK 

CENTERED SYSTEM DESIGN (Studi Kasus : Amal Insani Foundation). 

Ariefin, D. (2022). Correlation between categories in the cognitive and 

affective domain [Korelasi di antara kategori-kategori dalam domain 

kognitif dan afektif]. GRAFTA: Journal of Christian Religion Education 

and Biblical Studies, 2(1), 1–12. 



 

 

165 

Arievitch, I. M. (2020). Reprint of: The vision of Developmental Teaching 

and Learning and Bloom’s Taxonomy of educational objectives. 

Learning, Culture and Social Interaction, 27(November), 100473. doi: 

10.1016/j.lcsi.2020.100473 

Arifudin, O. (2023). Analisis teori taksonomi bloom pada pendidikan di 

Indonesia. Jurnal Al-Amar (JAA), 4(1), 13–22. 

Awouda, A., Traini, E., Asranov, M., & Chiabert, P. (2024). Bloom’s IoT 

Taxonomy towards an effective Industry 4.0 education: Case study on 

Open-source IoT laboratory. Education and Information Technologies, 

0123456789. doi: 10.1007/s10639-024-12468-7 

Beatrice Madeline, F. (2023). PACT in UX Design. SCHOOL OF 

INFORMATION SYSTEMS BINUS UNIVERSITY. Retrieved from 

https://sis.binus.ac.id/2023/01/23/pact-in-ux-design/ 

Bennett, J. M., Dunlop, L., Atkinson, L., Glasspoole-bird, H., Lubben, F., 

Reiss, M. J., & Diepen, M. T. (2023). A SYSTEMATIC REVIEW OF 

APPROACHES TO University of York Science Education Group The 

EEF Guidance Report is available at : A systematic review of 

approaches to. November. 

Berni, A., & Borgianni, Y. (2021a). From the definition of user experience to 

a framework to classify its applications in design. Proceedings of the 

Design Society, 1(AUGUST), 1627–1636. doi: 10.1017/pds.2021.424 

Berni, A., & Borgianni, Y. (2021b). Making order in user experience research 

to support its application in design and beyond. Applied Sciences 

(Switzerland), 11(15). doi: 10.3390/app11156981 

Borriraklert, A., & Kiattisin, S. (2021). User Experience Design (UXD) 

Competency Model: Identifying Well-Rounded Proficiency for User 

Experience Designers in the Digital Age. Archives of Design Research, 

34(3), 61–79. doi: 10.15187/adr.2021.08.34.3.61 

Braham, A., Buendía, F., Khemaja, M., & Gargouri, F. (2022). User interface 

design patterns and ontology models for adaptive mobile applications. 

Personal and Ubiquitous Computing, 26(6), 1395–1411. doi: 

10.1007/s00779-020-01481-5 



 

 

166 

Chen, T., Peng, L., Jing, B., Wu, C., Yang, J., & Cong, G. (2020). The impact 

of the COVID-19 pandemic on user experience with online education 

platforms in China. Sustainability (Switzerland), 12(18), 1–31. doi: 

10.3390/SU12187329 

CHRISTENHUSZ, M. J. M. (2020). On species concepts, phylogenetics and 

the science of natural history—three current issues facing taxonomy. 

Megataxa, 1(1), 67–72. doi: 10.11646/megataxa.1.1.14 

Coursaris, C. K., & Van Osch, W. (2016). A Cognitive-Affective Model of 

Perceived User Satisfaction (CAMPUS): The complementary effects 

and interdependence of usability and aesthetics in IS design. Information 

and Management, 53(2), 252–264. doi: 10.1016/j.im.2015.10.003 

Dankov, Y., & Bontchev, B. (2020). Towards a Taxonomy of Instruments for 

Facilitated Design and Evaluation of Video Games for Education. ACM 

International Conference Proceeding Series, 285–292. doi: 

10.1145/3407982.3408010 

Demir, M. (2024). A taxonomy of social media for learning. Computers and 

Education, 218(May), 105091. doi: 10.1016/j.compedu.2024.105091 

Dichev, C., & Dicheva, D. (2017). Gamifying education: what is known, what 

is believed and what remains uncertain: a critical review. In International 

Journal of Educational Technology in Higher Education (Vol. 14, Issue 

1). doi: 10.1186/s41239-017-0042-5 

Farandika Nanda Pratama. (2024). Analysis of the Relevance of Class XI SKI 

Teaching Materials Based on Bloom’s Taxonomy Approach. Journal of 

Insan Mulia Education, 2(2), 60–68. doi: 10.59923/joinme.v2i2.111 

Flick, U. (2012). Qualitative Research Designs. Designing Qualitative 

Research, 36–50. doi: 10.4135/9781849208826.n4 

Giraldi, L., Giovannetti, M., & Cedrola, E. (2023). User Experience on E-

learning Platforms in Higher Education. Research Square. Retrieved 

from https://doi.org/10.21203/rs.3.rs-2753702/v1 

Hamal. (2019). Menyingkap Teori Pembelajaran Konstruktivisme Jean 

Piaget: Bagaimana Anak-Anak Membangun Pengetahuan Mereka 

dengan Lebih Santai. Retrieved from https://perpusteknik.com/teori-



 

 

167 

pembelajaran-konstruktivisme-jean-piaget/ 

Hamidli, N. (2023). Introduction to UI/UX Design: Key Concepts and 

Principles. 1–30. 

Handayani, V., Lukman Budiono, F., Rosyada, D., Nisa Sofia Amriza, R., 

Zulkifli, & Ummi Masruroh, S. (2020). Gamified Learning Platform 

Analysis for Designing a Gamification-Based UI / UX of E-learning 

Applications: A Systematic Literature Review. 2020 8th International 

Conference on Cyber and IT Service Management, CITSM 2020. doi: 

10.1109/CITSM50537.2020.9268791 

Harefa, A. L., Fau, H. S., & Ziraluo, M. (2023). Pengaruh Model 

Pembelajaran Quantum Learning Terhadap Hasil Belajar Siswa. Jurnal 

Ilmiah Aquinas, 5(01), 179–187. doi: 10.54367/aquinas.v6i2.2816 

Hashim, W., Mkpojiogu, E. O. C., Hussain, A., & Abdul-Aziz, S. N. (2021). 

A Product Pain-Pleasure Framework for Software Product Design in the 

Usability and User Experience Domains. Webology, 18, 1–31. doi: 

10.14704/WEB/V18SI01/WEB18004 

Hermawan, I. (2019). Metodologi Penelitian Pendidikan ( Kualitatif, 

Kuantitatif dan Mixed Method ). Hidayatul Qur’an Kuningan. 

Hulusic, V., Gusia, L., Luci, N., & Smith, M. (2023). Tangible User Interfaces 

for Enhancing User Experience of Virtual Reality Cultural Heritage 

Applications for Utilization in Educational Environment. Journal on 

Computing and Cultural Heritage, 16(2). doi: 10.1145/3593429 

Humaida, R. T., & Suyadi, S. (2021). Pengembangan Kognitif Anak Usia 

Dini melalui Penggunaan Media Game Edukasi Digital Berbasis ICT. 

Aulad: Journal on Early Childhood, 4(2), 78–87. doi: 

10.31004/aulad.v4i2.98 

Ika, T., Kusumawati, J., & Hayati, P. (2024). Desain Aplikasi Pembelajaran 

Perangkat Jaringan Berbasis Augmented Reality Dengan Gamification 

Model Canvas Abstrak. 9(2), 18–28. 

Jamil, M. (2023). Efektifitas Hasil Belajar Siswa Pada Materi Teks Cerita 

(Novel) Sejarah Di Kelas Xii-Bs-4 Melalui Model Pembelajaran 

Kooperatif Tipe Think Pair Share (Tps). Jurnal Kinerja Pendidikan 



 

 

168 

Facilities of Educator Career and Educational Scientific Information, 

5(2), 100–119. 

Kim, Y. eun, Zepeda, C. D., & Butler, A. C. (2023). An Interdisciplinary 

Review of Self-Regulation of Learning: Bridging Cognitive and 

Educational Psychology Perspectives. Educational Psychology Review, 

35(3), 1–24. doi: 10.1007/s10648-023-09800-x 

Krath, J., & Von Korflesch, H. F. O. (2021). Designing gamification and 

persuasive systems: A systematic literature review. CEUR Workshop 

Proceedings, 2883(April), 100–109. 

Kurniati, R., & Yogyakarta, S. K. (2024). Leadership of the Deputy Principal 

for Curriculum in Implementing the Independent Learning Policy At 

Smk Negeri 2 Depok Sleman District , Yogyakarta Special Region. 8(1), 

482–492. doi: 10.36526/js.v3i2.3427 

Kusumawati, I., & Nurfuadi. (2024). Integrasi Kurikulum Pesantren Dalam 

Kurikulum Nasional Pada Pondok Pesantren Modern. Sanskara 

Pendidikan Dan Pengajaran, 2(01), 1–7. doi: 10.58812/spp.v2i01.293 

Lubis, M., Handayani, D. O., Novrian, N., & Fauzi, R. (2021). Development 

of internet healthy platform for student community through design 

approach against internet addiction. ACM International Conference 

Proceeding Series, June 2022, 24–30. doi: 10.1145/3479162.3479166 

Lubis, M., Pamungkas, A. R. P., Jacob, D. W., Al-Khowarizmi, A. K., & 

Lubis, A. R. (2021). User Experience Design in E-Consultation on 

General Legal Criminals: The Utilization of Alternative Design. ACM 

International Conference Proceeding Series, April, 81–86. doi: 

10.1145/3462676.3462689 

Magfirah, T., Arridha, R., & Ismail, O. Z. (2022). Android-based Introduction 

to Indonesian Heroes Application. Jurnal Mantik, 6(3). Retrieved from 

http://www.iocscience.org/ejournal/index.php/mantik/article/view/3325 

Mayasari, A., Supriani, Y., & Arifudin, O. (2021). Implementasi Sistem 

Informasi Manajemen Akademik Berbasis Teknologi Informasi dalam 

Meningkatkan Mutu Pelayanan Pembelajaran di SMK. JIIP - Jurnal 

Ilmiah Ilmu Pendidikan, 4(5), 340–345. doi: 10.54371/jiip.v4i5.277 



 

 

169 

Milawati, M. (2021). Memperkenalkan Sejarah Pahlawan Nasional Kh. Noer 

Ali Bagi Peserta Didik Mi/Sd Di Indonesia. Ibtidai’Y Datokarama: 

Jurnal Pendidikan Dasar, 2(1), 13–24. doi: 

10.24239/ibtidaiy.vol2.iss1.7 

Nani Widiyawati. (2019). Integrasi Domain Afektif Taksonomi Blom 

Dengan pendidikan Spiritual. Journal Educative : Journal of 

Educational Studies, 4(2), 121. 

Nurmatova, S., & Altun, M. (2023). A Comprehensive Review of Bloom’s 

Taxonomy Integration to Enhancing Novice EFL Educators’ 

Pedagogical Impact. Arab World English Journal, 14(3), 380–388. doi: 

10.24093/awej/vol14no3.24 

Okoli, C. (2019). A citation analysis of theoretical concept reviews. 25th 

Americas Conference on Information Systems, AMCIS 2019, October. 

doi: 10.2139/ssrn.3452116 

Pellas, N., Mystakidis, S., & Christopoulos, A. (2021). A systematic literature 

review on the user experience design for game-based interventions via 

3d virtual worlds in k-12 education. Multimodal Technologies and 

Interaction, 5(6). doi: 10.3390/mti5060028 

Plass, J. L., & Pawar, S. (2020). Toward a taxonomy of adaptivity for 

learning. Journal of Research on Technology in Education, 52(3), 275–

300. doi: 10.1080/15391523.2020.1719943 

Puspitasari, A., Mufida, F., & Setiaji, B. (2024). Analysis of the Influence of 

Analytical Mechanics Concept on the Development of Modern Physics. 

Jurnal Pendidikan Dan Ilmu Fisika, 4(1), 60. doi: 

10.52434/jpif.v4i1.4004 

Putra, Y. S. (2019). THEORITICAL REVIEW : TEORI PERBEDAAN 

GENERASI. Universitas Nusantara PGRI Kediri, 01(1952), 1–7. 

Rakhmawati, R., & Setiyowati, T. R. (2024). Desain Sistem Interaktif Alat 

Bantu Terapi Anak Autisme dengan Pendekatan User Centered Design 

dan User Acceptance. JUSTIN (Jurnal Sistem Dan Teknologi …, 12(1), 

121–126. doi: 10.26418/justin.v12i1.70061 

Ramadhan, R. G., & Surahman, A. (2023). Media Pembelajaran Aksara 



 

 

170 

Jepang Berbasis Android untuk Siswa SMA Kelas X. Jurnal Informatika 

Dan Rekayasa Perangkat Lunak, 4(3), 246–252. doi: 

10.33365/jatika.v4i3.2602 

Ricardo Dias. (2022). The Trap of Technology in Interaction Design — The 

PACT Framework. Medium Artikel. Retrieved from 

https://bootcamp.uxdesign.cc/the-trap-of-technology-in-interaction-

design-the-pact-framework-26e054a71097 

Ridwan, M., AM, S., Ulum, B., & Muhammad, F. (2021). Pentingnya 

Penerapan Literature Review pada Penelitian Ilmiah. Jurnal Masohi, 

2(1), 42. doi: 10.36339/jmas.v2i1.427 

Sadikin, R. R. F. (2022). Tinjauan Dan Pengembangan Aplikasi E-Faktur 

Versi 3.0 Dari Segi Pengalaman Pengguna (User Experience) Dan Grafis 

Antar Pengguna (User Interface). Educoretax, 2(4), 297–320. doi: 

10.54957/educoretax.v2i4.277 

Samrgandi, N. (2021). User Interface Design & Evaluation of Mobile 

Applications. International Journal of Computer Science and Network 

Security, 21(1), 55–63. Retrieved from 

https://doi.org/10.22937/IJCSNS.2021.21.1.9 

Saxena, R., Agarwal, C. C., & Ganguly, S. (2021). Application of the blooms 

taxonomy model of teaching and learning in character education for 

designing effective program Application Of The Blooms Taxonomy 

Model Of Teaching And Learning In Character Education For Designing 

Effective Program Rachana Saxen. Academy of Marketing Studies 

Journal, 25(6), 1–12. 

Setiawan, A., Praherdhiono, H., & Suthoni, S. (2019). Penggunaan Game 

Edukasi Digital Sebagai Sarana Pembelajaran Anak Usia Dini. 

JINOTEP (Jurnal Inovasi Dan Teknologi Pembelajaran) Kajian Dan 

Riset Dalam Teknologi Pembelajaran, 6(1), 39–44. doi: 

10.17977/um031v6i12019p039 

Shalih, P. R., & Irfansyah, I. (2020). Perancangan Game Berbasis Multimedia 

Development Life Cycle (MDLC) Tentang Tokoh Pahlawan Indonesia 

Masa Kini untuk Generasi Z. Edsence: Jurnal Pendidikan Multimedia, 



 

 

171 

2(2), 83–92. doi: 10.17509/edsence.v2i2.26690 

Subakti, D. P., Marzal, J., & Hsb, M. H. E. (2021). Pengembangan E-LKPD 

berkarakteristik budaya jambi menggunakan model discovery learning 

berbasis STEM untuk meningkatkan kemampuan berpikir kreatif 

matematis. Jurnal Cendekia: Jurnal Pendidikan Matematika, 05(02), 

1249–1264. 

Sundari, S., & Fauziati, E. (2021). Implikasi Teori Belajar Bruner dalam 

Model Pembelajaran Kurikulum 2013. Jurnal Papeda: Jurnal Publikasi 

Pendidikan Dasar, 3(2), 128–136. doi: 

10.36232/jurnalpendidikandasar.v3i2.1206 

Suratno, B., & Shafira, J. (2022). Development of User Interface/User 

Experience using Design Thinking Approach for GMS Service 

Company. Journal of Information Systems and Informatics, 4(2), 469–

494. doi: 10.51519/journalisi.v4i2.344 

Sweller, J. (2020). Cognitive load theory and educational technology. 

Educational Technology Research and Development, 68(1), 1–16. doi: 

10.1007/s11423-019-09701-3 

Toktamysov, S., Alwaely, S. A., & Gallyamova, Z. (2023). Digital 

technologies in history training: the impact on students` academic 

performance. Education and Information Technologies, 28(2), 2173–

2186. doi: 10.1007/s10639-022-11210-5 

Wang, L. H., Chen, B., Hwang, G. J., Guan, J. Q., & Wang, Y. Q. (2022). 

Effects of digital game-based STEM education on students’ learning 

achievement: a meta-analysis. International Journal of STEM 

Education, 9(1). doi: 10.1186/s40594-022-00344-0 

Westera, W. (2019). Why and How Serious Games can Become Far More 

Effective: Accommodating Productive Learning Experiences, Learner 

Motivation and the Monitoring of Learning Gains. Educational 

Technology & Society, 22(1), 59–69. 

Widiana, I. W., Triyono, S., Sudirtha, I. G., Adijaya, M. A., & Wulandari, I. 

G. A. A. M. (2023). Bloom’s revised taxonomy-oriented learning 

activity to improve reading interest and creative thinking skills. Cogent 



 

 

172 

Education, 10(2). doi: 10.1080/2331186X.2023.2221482 

Wirja, J. (2024). Kajian Ergonomi dalam Desain Interior: Menciptakan 

Ruang yang Nyaman dan Fungsional. 1–15. 

Yehdeya, E. F., Primasari, C. H., Purnomo Sidhi, T. A., Wibisono, Y. P., 

Setyohadi, D. B., & Cininta, M. (2023). Analisis User Interface (UI) Dan 

User Experience (UX) Sudut Elevasi Pemukul Gamelan Metaverse 

Virtual Reality Menggunakan User Centered Design (UCD). JIKO 

(Jurnal Informatika Dan Komputer), 7(1), 137. doi: 

10.26798/jiko.v7i1.757 

Youling Li,Di Chen, X. D. (2024). The impact of digital educational games 

on student’s motivation for learning: The mediating effect of learning 

engagement and the moderating effect of the digital environment. PLOS 

ONE. Retrieved from 

https://journals.plos.org/plosone/article?id=10.1371/journal.pone.0294

350 

Yusof, N., Hashim, N. L., & Hussain, A. (2022). A Conceptual User 

Experience Evaluation Model on Online Systems. International Journal 

of Advanced Computer Science and Applications, 13(1), 428–438. doi: 

10.14569/IJACSA.2022.0130153 

Zhu, G., Raman, P., Xing, W., & Slotta, J. (2021). Curriculum design for 

social, cognitive and emotional engagement in Knowledge Building. 

International Journal of Educational Technology in Higher Education, 

18(1). doi: 10.1186/s41239-021-00276-9 

 

 

 

 

 

 

 

 


