
 

DAFTAR PUSTAKA 
 

Abras, C., Maloney-Krichmar, D., & Preece, J. (2004). User-centered design. In W. Bainbridge 
(Ed.), Encyclopedia of Human-Computer Interaction (pp. 445–456). Berkshire Publishing 
Group. 

Abt, C. C. (1970). Serious games. Viking Press. 
ADNAN. (2023, November 21). Telkom University. Telkom University. 

https://telkomuniversity.ac.id/apa-itu-desain-komunikasi-visual-dkv-berikut-keunggulan-
dan-prospek-karier-jurusan-dkv/ 

Ambrose, G., & Harris, P. (2011). Design thinking. AVA Publishing. 
Amory, A. (2007). Game object model version II: A theoretical framework for educational game 

development. Educational Technology Research and Development, 55(1), 51–77. 
https://doi.org/10.1007/s11423-006-9001-x  

An, Y.-J., & Cao, L. (2017). The effects of game design experience on teachers’ attitudes and 
perceptions regarding the use of digital games in the classroom. TechTrends, 61(2), 
162–170. https://doi.org/10.1007/s11528-016-0122-8  

Aprilia, K., Yudiernawati, A., & Rachman, Moh. Z. (2024). Pengaruh edukasi dengan board 
game terhadap pengetahuan dan kepatuhan pencegahan karies gigi pada anak usia 
sekolah. Journal of Health Research Science, 4(02), 328–335. 
https://doi.org/10.34305/jhrs.v4i2.1213 

Arsyad, A. (2017). Media pembelajaran. PT RajaGrafindo Persada. 
Branch, R. M. (2009). Instructional design: The ADDIE approach. Springer. 
Buckingham, D. (2008). Youth, identity, and digital media. The MIT Press. 
Carr, N. (2010). The shallows: What the Internet is doing to our brains. W. W. Norton & 

Company. 
Chao, M., Xue, D., Liu, T., Yang, H., & Hall, B. J. (2023). Media use and mental health in 

adolescents: A systematic review. Journal of Affective Disorders, 312, 98–114. 
https://doi.org/10.1016/j.jad.2022.07.029 

Clark, R. C., & Mayer, R. E. (2016). E-learning and the science of instruction: Proven guidelines 
for consumers and designers of multimedia learning (4th ed.). Wiley. 

Dick, W., Carey, L., & Carey, J. O. (2015). The systematic design of instruction (8th ed.). 
Pearson Education. 

Engelstein, G., & Shalev, I. (2019). Building blocks of tabletop game design: An encyclopedia of 
mechanisms. CRC Press. 

Erikson, E. H. (1968). Identity: Youth and crisis. W. W. Norton & Company. 
Fullerton, T. (2014). Game design workshop: A playcentric approach to creating innovative 

games (3rd ed.). CRC Press. 
Gall, M. D., Gall, J. P., & Borg, W. R. (2003). Educational research: An introduction (7th ed.). 

Pearson Education. 
Gerlach, V. S., & Ely, D. P. (1980). Teaching and media: A systematic approach (2nd ed.). 

Prentice-Hall. 
Gibbons, A. S. (2013). An architectural approach to instructional design. Routledge. 
Gibbs, A. (2014). Using board games to engage students in learning. International Journal of 

Learning and Teaching, 6(3), 45–52. 
Gobet, F., Retschitzki, J., & de Voogt, A. (2004). Moves in mind. Psychology Press. 

https://doi.org/10.4324/9780203503638  

88 
 

https://doi.org/10.1007/s11423-006-9001-x
https://doi.org/10.1007/s11528-016-0122-8
https://doi.org/10.1016/j.jad.2022.07.029
https://doi.org/10.4324/9780203503638


89 
 

Haryanto, D. (2020). Literasi digital remaja melalui media interaktif berbasis permainan. Jurnal 
Teknologi Pendidikan dan Pembelajaran, 8(1), 55–63. 

Heinich, R., Molenda, M., Russell, J. D., & Smaldino, S. E. (2002). Instructional media and 
technologies for learning (7th ed.). Merrill Prentice Hall. 

Kebritchi, M., Hirumi, A., & Bai, H. (2010). The effects of modern mathematics computer 
games on mathematics achievement and class motivation. Computers & Education, 
55(2), 427–443. https://doi.org/10.1016/j.compedu.2010.02.007  

Kirriemuir, J., & McFarlane, A. (2004). Literature review in games and learning. Futurelab 
Series, Report 8. 

Kominfo. (2021). Panduan literasi digital nasional Indonesia 2021. Kementerian Komunikasi dan 
Informatika RI. 

Kominfo. (2021). Survei nasional literasi digital 2021. Kementerian Komunikasi dan Informatika 
RI. 

Kurniasih, R., & Sani, B. (2022). Board game sebagai media pendidikan karakter berbasis digital 
literacy untuk remaja. Jurnal Inovasi Media Pendidikan, 4(1), 15–24. 

Landa, R. (2011). Graphic design solutions (4th ed.). Cengage Learning. 
Lee, J. J., & Hammer, J. (2011). Gamification in education: What, how, why bother? Academic 

Exchange Quarterly, 15(2), 146–151. 
Livingstone, S., & Helsper, E. J. (2007). Gradations in digital inclusion: Children, young people 

and the digital divide. New Media & Society, 9(4), 671–696. 
https://doi.org/10.1177/1461444807080335  

Livingstone, S., & Smith, P. K. (2014). Annual research review: Harms experienced by child 
users of online and mobile technologies. Journal of Child Psychology and Psychiatry, 
55(6), 635–654. https://doi.org/10.1111/jcpp.12197  

Lupton, E., & Phillips, J. C. (2015). Graphic design: The new basics (2nd ed.). Princeton 
Architectural Press. 

M.Si, Dr. H. Z. A., S. I. K. ,. (2021). Metode penelitian kualitatif. CV. Syakir Media Press. 
Meggs, P. B., & Purvis, A. W. (2016). Meggs' history of graphic design (6th ed.). John Wiley & 

Sons. 
Miarso, Y. (2016). Membenahi pendidikan kita. Prenadamedia Group. 
Montaña, M., Jiménez, M., & Virós, C. (2024). Can't stop scrolling! Adolescents' patterns of 

TikTok use and digital well-being. Humanities and Social Sciences Communications, 11, 
39. https://doi.org/10.1057/s41599-024-03984-5  

Nasrullah, R. (2015). Komunikasi media: Pengantar memahami media dan pesan komunikasi. 
Kencana. 

Nicholson, S. (2011). Making gameplay matter: Designing modern educational board games. 
Well Played: A Journal on Video Games, Value and Meaning, 1(1), 25–47. 

Ningtyas, S. I. (2023). PENGGUNAAN BOARD GAME SEBAGAI MEDIA 
PEMBELAJARAN UNTUK MELATIH BERPIKIR KREATIF SISWA. Research and 
Development Journal of Education, 9(2), 871. https://doi.org/10.30998/rdje.v9i2.19392  

Norman, D. A. (2013). The design of everyday things (Revised and expanded edition). MIT 
Press. 

O’Keeffe, G. S., & Clarke-Pearson, K. (2011). The impact of social media on children, 
adolescents, and families. Pediatrics, 127(4), 800–804. 
https://doi.org/10.1542/peds.2011-0054  

Papalia, D. E., Martorell, G., & Feldman, R. D. (2021). Experience human development (15th 

 

https://doi.org/10.1016/j.compedu.2010.02.007
https://doi.org/10.1177/1461444807080335
https://doi.org/10.1111/jcpp.12197
https://doi.org/10.1057/s41599-024-03984-5
https://doi.org/10.30998/rdje.v9i2.19392
https://doi.org/10.1542/peds.2011-0054


90 
 

ed.). McGraw-Hill Education. 
Peiró, I., & Permuy, R. (2024). One in five young people spends too much time on TikTok. 

Universitat Oberta de Catalunya. 
https://www.uoc.edu/en/news/2024/adolescents-addiction-to-tiktok 

Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of game-based learning. 
Educational Psychologist, 50(4), 258–283. 
https://doi.org/10.1080/00461520.2015.1122533 Hurlock, E. B. (2010). Psikologi 
perkembangan: Suatu pendekatan sepanjang rentang kehidupan (5th ed.). Erlangga. 

Prensky, M. (2010). Teaching digital natives: Partnering for real learning. Corwin Press. 
Putri, N. A., & Ramadhan, H. (2022). Inovasi media pembelajaran digital untuk generasi Z: 

Kajian peran board game dalam edukasi remaja. Jurnal Media Pendidikan Interaktif, 7(1), 
33–41. 

Rajagede, R. A., & Mahardhika, G. P. (2021). Gapoera: Application Programming Interface for 
AI Environment of Indonesian Board Game. arXiv preprint arXiv:2110.11924. 
https://arxiv.org/abs/2110.11924 

Rideout, V., & Robb, M. B. (2018). Social media, social life: Teens reveal their experiences. 
Common Sense Media. 

Sadiman, A. S., Rahardjo, R., Haryono, A., & Rahardjito. (2011). Media pendidikan: Pengertian, 
pengembangan, dan pemanfaatannya. PT RajaGrafindo Persada. 

Salmy, J. Q., Aryanto, H., & Christianna, A. (2018). Perancangan board game mengenai baik 
buruknya penggunaan smartphone bagi remaja. Universitas Kristen Petra. 

Santrock, J. W. (2019). Adolescence (17th ed.). McGraw-Hill Education. 
Sari, A. P., Ilyas, A., & Ifdil, I. (2017). Tingkat Kecanduan Internet pada Remaja Awal. JPPI 

(Jurnal Penelitian Pendidikan Indonesia), 3(2), 110–117. 
https://doi.org/10.29210/02018190 

Schell, J. (2020). The art of game design: A book of lenses (3rd ed.). CRC Press. 
Setyawati, H., & Nugroho, A. (2020). Literasi digital remaja dalam menghadapi konten negatif 

di media sosial. Jurnal Komunikasi dan Media, 8(2), 101–112. 
Steinberg, L. (2014). Age of opportunity: Lessons from the new science of adolescence. 

Houghton Mifflin Harcourt. 
Subrahmanyam, K., & Šmahel, D. (2011). Digital youth: The role of media in development. 

Springer. 
Sudjana, N., & Rivai, A. (2011). Media pengajaran. Sinar Baru Algensindo. 
Suharto, D. Y. (2018). Desain komunikasi visual dalam perspektif komunikasi massa. Jurnal 

Komunikasi Ikatansa, 5(2), 112–120. 
Sung, Y., Lee, J. A., Kim, E., & Choi, S. M. (2015). Effects of brand personality on brand trust 

and brand loyalty: Empirical study of social media, Journal of Business Research, 68(3), 
431–440. https://doi.org/10.1016/j.jbusres.2014.06.001  

Sungkono, R., & Riyana, C. (2021). Model pengembangan media pembelajaran berbasis game 
edukatif. Jurnal Teknologi Pendidikan, 23(1), 45–54.  

Suryani. (2024, April 21). Prof. Suryani: 45 persen remaja di Kota Bandung sehari menggunakan 
internet 6 jam, ini sangat serius. Eduhistoria. 
https://www.eduhistoria.com/edukasi/pr-8807126369/prof-suryani-45-persen-remaja-di-k
ota-bandung-sehari-menggunakan-internet-6-jam-ini-sangat-serius 

Sutopo, H. B., & Wahyudi, E. (2021). Penerapan user centered design dalam pengembangan 
media edukasi berbasis permainan. Jurnal Riset Teknologi dan Inovasi Pendidikan, 4(2), 

 

https://doi.org/10.1080/00461520.2015.1122533
https://arxiv.org/abs/2110.11924
https://doi.org/10.29210/02018190
https://doi.org/10.1016/j.jbusres.2014.06.001


91 
 

78–86. 
Suyanto, M. (2005). Multimedia interaktif: Dasar-dasar dan pengembangannya. Andi. 
Tamonob, M. M., Wutun, M., & Swan, M. V. D. P. (2023). APLIKASI TIKTOK DAN 

PERILAKU CANDU REMAJA. Deliberatio: Jurnal Mahasiswa Komunikasi, 3(2), 
251–264. https://doi.org/10.59895/deliberatio.v3i2.184 

Tamonob, M. M., Wutun, M., & Swan, M. V. P. (2023). Aplikasi TikTok dan Perilaku Candu 
Remaja. Deliberatio: Jurnal Mahasiswa Komunikasi, 3(2), 251–264. 
https://doi.org/10.59895/deliberatio.v3i2.184 

Taspinar, H., Schmidt, W., & Schuhbauer, H. (2016). Gamification in education: A board game 
approach to knowledge acquisition. Procedia Computer Science, 99, 101–108. 
https://doi.org/10.1016/j.procs.2016.09.104  

Tessmer, M. (1993). Planning and conducting formative evaluations: Improving the quality of 
education and training. Kogan Page. 

Thiagarajan, S. (2003). Design your own games and activities: Thiagi’s templates for 
performance improvement. Pfeiffer. 

Thiagarajan, S. (2010). Design your own games and activities: Thiagi's templates for 
performance improvement. John Wiley & Sons. 

Tirtouotomo, S. (2015). Perancangan Media Board Game untuk Remaja Tentang Perilaku Baik 
dan Buruk. Jurnal Desain Komunikasi Visual, Fakultas Seni dan Desain, Universitas 
Kristen Petra. https://publication.petra.ac.id/index.php/dkv/article/view/3232  

Tirtoutomo, S., Negara, I. N. S., & Aryanto, H. (2015). Perancangan Media Board Game untuk 
Remaja Tentang Perilaku Baik dan Buruk (Doctoral dissertation, Petra Christian 
University). 

Twenge, J. M., Joiner, T. E., Rogers, M. L., & Martin, G. N. (2018). Increases in depressive 
symptoms, suicide-related outcomes, and suicide rates among U.S. adolescents after 2010 
and links to increased new media screen time. Clinical Psychological Science, 6(1), 3–17. 
https://doi.org/10.1177/2167702617723376  

Utama, V. Y., Kuntjara, A. P., & Sutanto, R. P. (2016). Perancangan Board Game tentang 
Manajemen Waktu dalam Berlalu Lintas (Doctoral dissertation, Petra Christian 
University). 

Wijaya, D. (2021). Penggunaan media permainan papan untuk meningkatkan hasil belajar. Jurnal 
Pendidikan Interaktif, 4(2), 112–118. 

Willard, N. E. (2007). Cyber-safe kids, cyber-savvy teens: Helping young people learn to use the 
Internet safely and responsibly. Jossey-Bass. 

Wong, W. (2010). Principles of form and design. John Wiley & Sons. 
Young, K. S., & Rogers, R. C. (1998). The relationship between depression and internet 

addiction. CyberPsychology &amp; Behavior, 1(1), 25–28. 
https://doi.org/10.1089/cpb.1998.1.25 

Yuswanto, A. (2021). Desain grafis dalam pendidikan: Optimalisasi visual dalam pembelajaran. 
Jurnal Teknologi Pendidikan, 13(2), 142–150. 

Wirawan, A. R. (2022). Yuk Bikin Board Game Edukasi: Panduan Perancangan Board Game 
Edukasi yang Mudah & Menyenangkan!. Mekanima Inspira Nagara. 

Karo-Karo, I. R., & Rohani, R. (2018). Manfaat media dalam pembelajaran. Axiom: jurnal 
pendidikan dan matematika, 7(1). 

Belinda, N. R., & Surya, L. S. (2021). Media Edukasi dalam Pendidikan Kesehatan Gigi dan 
Mulut pada Anak-Anak. Jurnal Riset Intervensi Pendidikan (JRIP), 3(1), 55-60. 

 

https://doi.org/10.1016/j.procs.2016.09.104
https://publication.petra.ac.id/index.php/dkv/article/view/3232
https://doi.org/10.1177/2167702617723376
https://doi.org/10.1089/cpb.1998.1.25


92 
 

Pridyaputri, A. C., & Aditya, D. K. (2019). Perancangan Media Informasi Pentingnya 
Memahami Kecerdasan Emosional Remaja. eProceedings of Art & Design, 6(3). 

Kamilah, L. I., & Aditya, D. K. (2018). Perancangan buku ilustrasi menghadapi emosi anak usia 
dini bagi orangtua muda yang bekerja. eProceedings of Art & Design, 5(3). 

Agung, A. A. G., Widiana, I. W., & Indrasuari, N. K. S. (2017). Pengembangan Aktivitas 
Pembelajaran Mengasosiasi Berbasis Media Gambar Berseri Dalam Meningkatkan 
Proses Kognitif Siswa. Jurnal Ilmiah Sekolah Dasar, 1(3), 138-146. 

 


