DAFTAR PUSTAKA

(1]

(2]

(3]

(4]

(5]

(6]

(7]

(8]

(9]

C. Guest, "Gamifikasi: Cara Membuat Acara Anda Lebih Menyenangkan dan Interaktif,"

Gamifikasi: Cara Membuat Acara Anda Lebih Menyenangkan dan Interaktif, 2018.

G. Zichermann and A. Jo Kim, ""The Power of Gamification"," 2014.

U. Tractors, "United Tractors," 2023.

L. Lin, Gamification: Designing for Engagement, Springer, 2019.

L. P. R. I. S. Fernando A. Moreira, "Gamification in the Workplace: The Use of Serious Games,"

International Journal of Human-Computer Studies, 2019.

Y.-k. Chou, Actionable Gamification: Beyond Points, Badges, and Leaderboards, Octalysis Media,

2019.

J. &. H. J. Koivisto, "The Rise of Motivational Information Systems: A Review of Gamification

Research," International Journal of Information Management, 2019.

R. M. R. H. Hamzah Asyrani Sulaiman, "Understanding Gamification: A Review of Definitions and
Applications," Journal of Telecommunication, Electronic and Computer Engineering, vol. 10,

2018.

J. Allen, vent Planning: The Ultimate Guide to Successful Meetings, Corporate Events,
Fundraising Galas, Conferences, Conventions, Incentives, and Other Special Events, Hoboken:

John Wiley & Sons, 2018.

[10] W. K. Bicknell, Gamification in Event Planning: How to Use Game Designh Techniques to Create

Memorable Events, London, UK: Event Planning Press, 2020.

[11] R. Givens, Game On: Using Gamification to Bring Events to Life, New York, NY: Event Innovation

Books, 2019.

[12] D. Bassett, Events Management: An Introduction to Event Planning, Abingdon, UK: Routledge,

2021.

24



