DAFTAR PUSTAKA

Agustriyana. (2017). “Fully Human Being Pada Remaja Sebagai Pencapaian Perkembangan

Identitas.”

Al, Surahman. (2016) Metodologi Penelitian, (Jakarta Selatan: Pusdik SDM Kesehatan)
Bates, B. (2004). Game Design Second Edition. Cengage Learning PTR; 2nd Edition.

Bossom, A. (2016). What are Video Games ? In A. Bossom, Video Games (p. 20). London: Bloomsbury
Publishing.

Claycamp, H. J., & Massy, W. F. (2016). A Theory of Market Segmentation. A Theory of Market
Segmentation, 388.

Fullerton, T. (2008). Game Design Workshop : a Playcentric Approach to Creating Innovative Games

Second Edition. Elsevier Inc.

Gesmi, I. H. (2018). Pengertian Pancasila. In I. H. Gesmi, Buku Ajar Pendidikan Pancasila (p. 1).

Ponorogo: Uwais Inspirasi Indonesia.
Indriyo Gitosudarmo. (2008) Manajemen Pemasaran. BPFE — Yogyakarta.
Rahmawati, F. E. (2019). Meneroka Garuda Pancasila Dari Kisah Garudeya. Malang: UB Press.
Rouse, R. (2005). Game Design Theory & Practice Second Edition. Wordware Publishing Inc.
Sugiyono. (2018). Metode Penelitian Kombinasi (Mixed Methods).

Sugiyono. (2014). Metode Penelitian Pendidikan Pendekatan Kuantitatif, Kualitatif, dan R&D.

74



