DAFTAR PUSTAKA

Aashutosh Shrestha. (2023). Game Development Lifecycle: Review.
https://www.researchgate.net/publication/371692382

Abdur Rahman Wahid, A. (2024). Rancang Bangun Aplikasi Game Visual
Novel Untuk Penguatan Orientasi Kampus Universitas Pradita

Menggunakan Tyranobuilder. Journal of Animation and Games Studies,
10(1), 27-44.

Abuloum, A., Farah, A., Kaskaloglu, E., & Yaakub, A. (2019). College
students’ usage of and preferences for print and electronic textbooks.

International Journal of Emerging Technologies in Learning, 14(7), 80—
97. https://doi.org/10.3991/ijet.v14i07.9871

Adelva Nakya Restri, Jody Fathir Muhammad, Muhammad Abrar Asaady,
Nurul Fitriani, Sri Aini Putri, & Mochamad Whilky Rizkyanfi. (2023).
Pengaruh Pelaksanaan Orientasi Studi dan Pengenalan Kampus terhadap
Pembentukan Karakter Mahasiswa. Pendekar: Jurnal Pendidikan
Berkarakter, 6(4), 313-317.

Agung Saputra, A., Nonggala Putra, F., & Darma Rusdian Yusron, R. (2022).
Pembuatan Game Edukasi Pengenalan Kebudayaan Indonesia
Menggunakan Metode Game Development Life Cycle (GDLC) Berbasis.
JACIS : Journal Automation Computer Information System, 2(1), 66—73.
https://doi.org/10.47134/jacis.v2il.43

Aleem, S., Fernando Capretz, L., & Ahmed, F. (2016). Critical success factors
to improve the game development process from a developer’s perspective.
Journal of Computer Science and Technology, 31(5), 925-950.
https://doi.org/10.007/s11390-016-1673-z

Andreas Hinderks, Martin Schrepp, & Jorg Thomaschewski. (2024). User
Experience Questionnaire. https://www.ueq-online.org/

Anto, A., Basu, A., Selim, R., Foscht, T., & Eisingerich, A. B. (2024). Open-
World Games’ Affordance of Cognitive Escapism, Relaxation, and Mental
Well-Being Among Postgraduate Students: Mixed Methods Study.
Journal of Medical Internet Research, 26. https://doi.org/10.2196/63760

Ary Yulianti, & Ekohariadi. (2020). Pemanfaatan Media Pembelajaran Berbasis
Game Edukasi Menggunakan Aplikasi Construct 2 pada Mata Pelajaran
Komputer dan Jaringan Dasar. IT-Edu : Jurnal Information Technology
and Education, 5(1), 527-533. https://doi.org/10.26740/it-edu.v5i3.38272

101



Aulia, H., Hafeez, M., Usman Mashwani, H., Deen Careemdeen, J., &
Mirzapour, M. (2024). The Role of Interactive Learning Media in
Enhancing Student FEngagement and Academic Achievement.
International Seminar on Student Research in Education, Science, and
Technology, 1(1), 57-67. http://journal.ummat.ac.id/index.php/issrestec

Ayu Sholiha Ariyani Raharjo, Rufi’i, & Hartono. (2022). Penerapan Media
Pembelajaran Multimedia Interaktif Bermuatan Game Edukasi untuk
Meningkatkan Aktivitas Belajar. JIPI (Jurnal Ilmiah Penelitian dan
Pembelajaran Informatika), 7(1), 441-452.

Billah, S. A., Wulandari, A. A., & Sapitri, A. N. (2020). Teori Kesan Pertama
terhadap Pesan Visual Poster Kampanye dalam Keputusan Pemilu 2024.
Jurnal Digital Media & Relationship, 6(1), 38-51.

Brown, L., Friesen, A., & Jeffrey, A. (2021a). Position Paper: Goals of the Luau
Type System. SPLASH 2021, 1(1), 1-7. http://arxiv.org/abs/2109.11397

Brown, L., Friesen, A., & Jeffrey, A. (2021b). Position Paper: Goals of the Luau
Type System. Human Aspects of Types and Reasoning Assistants 2021, 1,
1-7. http://arxiv.org/abs/2109.11397

creately. (2022, November 29). Activity Diagram Tutorial | Easy Guide with
Examples. Creately.Com. https://creately.com/guides/activity-diagram-
tutorial

Crysania Suhartanto. (2024, February 1). 7 Game Paling Terkenal di Indonesia
dan Asal Negaranya.
https://teknologi.bisnis.com/read/20240201/564/1737453/7-game-paling-
terkenal-di-indonesia-dan-asal-negaranya

Debi Apriani, Muhammad Darwis, & Wahyuningdiah Trisari. (2024).
Pengembangan Game Fun Learning Untuk Siswa Sekolah Dasar Dengan
Metode Game Development Life Cycle (GDLC). Jurnal llmu Komputer
Dan Sistem Informasi (JIKOMSI, 7(1), 238-245.

Dengel, A., & Migdefrau, J. (2019). Presence Is the Key to Understanding
Immersive Learning. Immersive Learning Research Network, 10044(1),
1-14. https://doi.org/10.1007/978-3-030-23089-0_14

Dias, R. P., Vidanapathirana, C. S. L., Weerasinghe, R., Manupiya, A., Bandara,
R. M. S. J., & Ranasinghe, Y. P. H. W. (2023). Automated use case
diagram generator using NLP and ML. 1-5.
http://arxiv.org/abs/2306.06962

Didik Wahyudi, M., & Fahmi2, H. Z. (2024). Perancangan Game Android 2D
Platformer Runner Math Untuk Meningkatkan Kemampuan Operasi
Aritmatika Siswa Sekolah Dasar (Studi Kasus: SD Negeri Kletek). Jurnal
Manajemen  Informatika, 0035/VOKASI-V-M-INF/2024, 1-10.

102



https://ejournal.unesa.ac.id/index.php/jurnal-manajemen-
informatika/article/view/61573

Fitriya, Amanda Yustina Putri, & David Segoh. (2024). Strategi Pengajaran
Bahasa Indonesia Menggunakan Media Game. JURNAL ETNOLINGUAL,
8(2), 141-167. https://doi.org/10.20473/etno.v8i2.49722

Haryanto, H., Harisa, A. B., & Gamayanto, 1. (2021). Appreciative Learning for
Immersive Reward System in Education Game Development. Journal of
Game, Game  Art and  Gamification, 06(02), 32-38.
https://doi.org/10.21512/jggag.v6i2.7398

Haryanto, H., & Shinta Sari, W. (2020). Serious Game Berbasis Konsep Open
World sebagai Sarana Belajar Mandiri dalam Pengenalan Bahasa
Mandarin untuk Anak. TechnoCOM Jurnal Teknologi Informasi, 11(4),
202-210. https://doi.org/10.33633/tc.v11i4.1015

Humas Tel-U Surabaya. (2024, January 18). 11 Program Studi Unggulan
Telkom University Surabaya. https://surabaya.telkomuniversity.ac.id/11-
program-studi-unggulan-telkom-university-surabaya/

Lestarina, N. N. W., & Purwantini, D. (2023). Gambaran Proses Adaptasi
Mahasiswa Baru STIKES di Surabaya. MAHESA : Malahayati Health
Student Journal, 3(3), 761-769.
https://doi.org/10.33024/mahesa.v3i3.9971

Low, H. G. H., & Ellefson, M. (2024). Punnett Farms: Developing An
Immersive Educational Game-Based Platform for Learning Genetics.
Simulation and Gaming, 55(2), 302-322.
https://doi.org/10.1177/10468781231220728

Mansori, Natal Kristiono, Ujud Supriaji, Raka Ismaya, & Nunung Suryana
Jamin.  (2024). Transformasi Pembelajaran Era  Metaverse:
Mengintegrasikan Teknologi Pembelajaran Imersif Dalam Pendidikan
Modern. INNOVATIVE: Journal Of Social Science Research, 4(4), 1-10.
https://doi.org/innovative.v4i4.14518

Meier, C., Saorin, J. L., Leon, A. B. de, & Cobos, A. G. (2020). Using the
Roblox Video Game Engine for Creating Virtual tours and Learning about

the Sculptural Heritage. International Journal of Emerging Technologies
in Learning, 15(20), 268-280. https://doi.org/10.3991/ijet.v15120.16535

Mustofa, Lasmana Putra, J., & Kesuma, C. (2021). Penerapan Game
Development Life Cycle Untuk Video Game Dengan Model Role Playing
Game. Computer  Science  (CO-SCIENCE), (1), 27-34.
https://doi.org/10.31294/coscience.v1il.158

Muzata, A. R., Singh, G., Stepanov, M. S., & Musonda, 1. (2024). Immersive
Learning: A Systematic Literature Review on Transforming Engineering

103



Education Through Virtual Reality. Virtual Worlds, 3(4), 480-505.
https://doi.org/10.3390/virtualworlds3040026

Ningsih, D. U., Sulistiyowati, T. I., Santoso, A. M., Novia, T., Maharani, O. A.,
Studi, P., Biologi, P., Nusantara, U., Kediri, P., Cipta, P. T., Internasional,
K., & Al-Qur’an Wonosobo, S. (2023). Studi Kasus Pembuatan Game
Edukasi Sains Belajar. MU Berbasis Metaverse Menggunakan Aplikasi
Roblox Studio. Seminar Nasional Pendidikan dan Pembelajaran ke-6,
6(1), 602-610.
https://proceeding.unpkediri.ac.id/index.php/semdikjar/article/view/3690

Perkasa, R. A. E., & Wantoro, J. (2024). Game Edukasi Interaktif Sejarah
Kerajaan Hindu-Buddha menggunakan Platform Scratch. Edumatic:
Jurnal Pendidikan Informatika, 8(1), 36-45.
https://doi.org/10.29408/edumatic.v8il.25161

Pratama, P. M., Amalia, M. N., Zamahsari, G. K., & Pangestu, G. (2022).
Design and Development Bineka: A Platformer 2D Game for Learning
Indonesian Language. 2537-2543.
https://doi.org/10.46254/eu05.20220493

Richter, K., & Kickmeier-Rust, M. (2025). Gamification in Physics Education:
Play Your Way to Better Learning. International Journal of Serious
Games, 12(1), 59-81. https://doi.org/10.17083/ijsg.v12i1.858

Rifqi Nauval Taufiqurrohman, Supeno Handoko, & Darmawan Fajar. (2021).
Perancangan Game Edukasi untuk Orientasi Mahasiswa Baru Berbasis
Massively Multiplayer Online. Jurnal Pasundan Informatika, 1(1), 1-8.
https://doi.org/10.23969/pasinformatik.v1i01.5107

Roblox. (2024a). Luau.

Roblox. (2024b). Persyaratan Hardware & Sistem Operasi Komputer.
https://en.help.roblox.com/hc/id/articles/203312800-Persyaratan-
Hardware-Sistem-Operasi-Komputer

Roblox. (2024c¢). Roblox Studio.
https://en.help.roblox.com/hc/id/articles/203313860-Roblox-Studio

Sawali Wahyu. (2022). Penerapan Metode Game Development Life Cycle Pada
Pengembangan Aplikasi Game Pembelajaran Budi Pekerti. SKANIKA:
Sistem Komputer dan Teknik Informatika, 5, 82-91.

Schaa, M., Kollmorgen, J., Schrepp, M., & Thomaschewski, J. (2024). Impact
of a Split into Single Items on the Response Rate of the User Experience
Questionnaire Short (UEQ-S). Proceedings of the 20th International
Conference on Web Information Systems and Technologies, 363-371.
https://doi.org/10.5220/0013046400003825

104



sekolah.mu. (2022, August 18). Mengenal Roblox dan Manfaatnya untuk Anak.
https://www.sekolah.mu/blog/umum/permainan-roblox-living-tech

Shrestha, A. (2023). Game  Development  Lifecycle:  Review.
https://www.researchgate.net/publication/371692382

Siska Narulita, Ahmad Nugroho, & M. Zakki Abdillah. (2024). Diagram
Unified Modelling Language (UML) untuk Perancangan Sistem Informasi
Manajemen Penelitian dan Pengabdian Masyarakat (SIMLITABMAS).
Bridge : Jurnal Publikasi Sistem Informasi Dan Telekomunikasi, 2(3),
244-256. https://doi.org/10.62951/bridge.v2i3.174

Syafina Zaskia Ariandi, & Muhammad Adharamadinka. (2025). Perancangan
Storyboard pada Animasi 2D Trailer Game Edukasi Mengenai Pentingnya

Suara Mahasiswa terhadap Pemilu Negara Indonesia. E-Proceeding of Art
& Design, 12(1),2975-2991.

teknosecret. (2019, March 28). Game Development Life Cycle (GDLC).

Telkom University Surabaya. (2024). Fasilitas di Telkom University Surabaya.
https://surabaya.telkomuniversity.ac.id/fasilitas/

Tymur Solod. (2024). What is a Game Design Document?
https://pinglestudio.com/knowledge-base/for-beginners/what-is-a-game-
design-document

Victor, & Selvia. (2023). Pengaruh Fasilitas Kampus dan Lingkungan Kampus
Terhadap Motivasi Belajar Mahasiswa Program Studi Manajemen STMB
MULTISMART Medan. Jurnal Administrasi Dan Manajemen, 13(4),
393-401.
http://ejournal.urindo.ac.id/index.php/administrasimanajemen/index

Wang, Y. (2024). Immersion in open-world games based on Grounded theory -
A case study of Genshin Impact. Transactions on Computer Science and
Intelligent Systems Research, 6,390-397.

Widiyatmoko, A., Nugrahani, R., Yanitama, A., & Darmawan, M. S. (2023).
The Effect of Virtual Reality Game-Based Learning to Enhance STEM
Literacy in Energy Concepts. Jurnal Pendidikan IPA Indonesia, 12(4),
648—657. https://doi.org/10.15294/jpii.v12i4.48265

Wiki Esports Guides. (2024). Is Roblox Cross Platform? Let’s find out.
https://www.esports.net/wiki/guides/roblox-cross-platform-crossplay/

Wikipedia. (2024a). Roblox. https://id.wikipedia.org/wiki/Roblox

Wikipedia. (2024Db). Universitas Telkom Surabaya.
https://id.wikipedia.org/wiki/Universitas_Telkom_Surabaya

105



Wiryaningtyas, R. K., Adamura, F., & Astuti, I. P. (2023). Pengembangan Game
Edukasi Sebagai Media Pembelajaran Berbasis Android Pada Materi
Bangun Ruang Kelas VII SMP Negeri 1 Geger. Jurnal Cendekia : Jurnal
Pendidikan Matematika, 7(3), 3192-3204.
https://doi.org/10.31004/cendekia.v7i3.2815

106



