Pengembangan Aplikasi Permainan Edukasi Untuk Konservasi Hutan Menggunakan Unity
GISELA ANDHIKA SARI, Ridi Ferdiana, Dr., S.T., M.T.; Sunu Wibirama, Dr.Eng., S.T., M.Eng.

Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

DAFTAR PUSTAKA

[1] A.H.Meridian, S. A. Mancayo, A. Wijaya, B. Nugroho, C. Hartati, F. Wadiji,
G. G. B. Indrarto and H. Prayitno, "Nasib Hutan Alam Indonesia,” in
Intip Hutan, Bogor, Forest Watch Indonesia, 2015, p. 4.

[2] R. Nofitra, "Tempo.co,” 8 Maret 2016. [Online]. Available:
https://m.tempo.co/read/news/2016/03/08/206751680/pangdam-riau-
gagal-cegah-kebakaran-hutan. [Accessed 27 September 2016].

[3] Mukhlisun, "sumbar.antaranews.com," 21 Oktober 2013. [Online]. Available:
http://www.antarasumbar.com/berita/66226/perlu-tingkatkan-
sosialisasi-perlindungan-hutan.html. [Accessed 27 September 2016].

[4] D. L. Aini, "Sosialisasi Pentingnya Konservasi Mangrove oleh Tokoh Idola,
Alternatif Solusi untuk Mengembangkan Jiwa Kebaharian pada
Generasi Muda," 2013. [Online]. Available:
http://myze7386.blogspot.co.id/2013/07/sosialisasi-pentingnya-
konservasi.html. [Accessed 27 September 2016].

[5] R. Morsi and S. Mull, "Digital Lockdown: A 3D Adventure Game for
Engineering Education,” Norfolk, Virginia, USA, 2015.

[6] B. Gates, "Bill & Melinda Gates Foundation,” 2005. [Online]. Available:
http://www.gatesfoundation.org/media-center/speeches/2005/02/bill-
gates-2005-national-education-summit. [Accessed 27 September 2016].

[7] "Harnessing the Power of Video Games for Learning,” in Summit on
Educational Games, Washington, Federation of American Scientist,
2006, p. 3.

[8] "Games: Improving Education,” Entertainment Software Association, 2014,
p. 1.

[9] 1. Granic, A. Lobel and R. C. M. E. Engels, "The Benefits of Playing Video
Games," American Psychologist, vol. 69, p. 66, 2014.

[10] C. J. Ferguson, "Violent Video Games and the Supreme Court," American
Psychologist, vol. 68, pp. 57-70, 2013.

[11] Sachinfan,  "myfan,” 26 June  2011. [Online].  Available:
http://sachinfan82.blogspot.co.id/2011/06/ectopia-players-click-to-
plant-25000.html. [Accessed 9 February 2017].

[12] J. Gaudiosi, "Hollywood Reporter,” 7 March 2011. [Online]. Available:
http://www.hollywoodreporter.com/news/harrison-ford-helps-develop-
environmental-164831. [Accessed 4 September 2016].

[13] Andrew, "In Pure Spirit,” 22 June 2011. [Online]. Available:
http://inpurespirit.com/3787/ecotopia-play-the-game-on-facebook-
save-the-planet/. [Accessed 18 September 2016].

[14] L. Ericson, "Research note: Top Ten “Need to Know” Digital Games for
Nature," Conservation Governance Lab, 2011.

64



Pengembangan Aplikasi Permainan Edukasi Untuk Konservasi Hutan Menggunakan Unity
GISELA ANDHIKA SARI, Ridi Ferdiana, Dr., S.T., M.T.; Sunu Wibirama, Dr.Eng., S.T., M.Engg

Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

[15] Gazelle, 21 June 2014. [Online]. Available:
https://continentalgaming.blogspot.co.id/2014/06/the-8-most-
downloaded-mobile-games.html. [Accessed 9 February 2017].

[16] B. Monteferri, L. Erickson, B. Adams and C. Sandbrook, "Games for Nature,"
9 November 2011. [Online]. Available:
http://gamesfornature.org/seminar-2011/. [Accessed 20 9 2016].

[17] F. Bellotti, B. Kapralos, K. Lee, P. Moreno-Ger and R. Berta, "Assessment in
and of Serious Games: An Overview," Advances in Human Computer
Interaction, 2013.

[18] L. Ericson, "Research Note: Top Ten “Games for Nature” Tips,"
Conservation Governance Lab, 2011.

[19] A. R. Sanchez, "8Bit  Education,” [Online].  Awvailable:
http://www.8biteducation.com/game-design.html. [Accessed 9
February 2017].

[20] [Online].  Awvailable:  http://www.allertonave.com/games/project-spark/.
[Accessed 9 February 2017].

[21] L. Grace, "Game Type and Game Genre," American University Washington
D.C., Washington D.C., 2005.

[22] H. M. Mohamad, "Adventurous Game for Education: Role-Playing Game
Based," Faculty of Computer Science & Information Technology,
University of Malaya, Kuala Lumpur, 2009.

[23] W. Hawkes-Robinson, "Role-playing Games Used as Educational and
Therapeutic Tools for Youth and Adults,” RPG Research Project
Document, 2008.

[24] S. Blackman, Beginning 3D Game Development with Unity, California:
Apres, 2013.

[25] C. Claborn, "Game Developers Group,” 27 9 2015. [Online]. Available:
http://www.indiana.edu/~gamedev/2015/09/27/creating-a-visual-novel-
in-unity/. [Accessed 20 10 2016].

[26] P. Cairns, A. Cox, N. Berthouze, S. Dhoparee and C. Jennett, "Quantifying
the Experience of Immersion in Games," UCL Interaction Centre.

[27] C. Jennett, A. L. Cox, P. Cairns, S. Dhoparee, A. Epps, T. Tim and A. Walton,
"Measuring and Defining the Experience of Immersion in games,"
International Journal of Human Computer Studies, p. 642, 2008.

[28] R. Patterson, "Answers in Genesis,” 5 April 2007. [Online]. Available:
https://answersingenesis.org/biology/plants/the-origin-of-plants/.
[Accessed 15 October 2016].

[29] M. Pedro, "Green Peace,” 7 November 2013. [Online]. Available:
http://www.greenpeace.org/seasia/id/blog/14-alasan-mengapa-kita-
perlu-menyelamatkan-hu/blog/47270/. [Accessed 15 October 2016].

[30] Alamendah, "Alamendah's Blog,” 1 October 2015. [Online]. Available:
https://alamendah.org/2015/10/01/penyebab-kebakaran-hutan-di-
indonesia/. [Accessed 15 October 2016].



Pengembangan Aplikasi Permainan Edukasi Untuk Konservasi Hutan Menggunakan Unity
GISELA ANDHIKA SARI, Ridi Ferdiana, Dr., S.T., M.T.; Sunu Wibirama, Dr.Eng., S.T., M.Engg

Universitas Gadjah Mada, 2017 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

[31] R. Shier, Statistics, Mathematics Learning Support Center, 2004.

[32] M. B. Grutzky and A. Cederholm, "The Obstacles and Opportunities for
Digital Distribution in the Video Game Industry, Today and Tomorrow,"
KTH Computer Science and Communication, Sweden, 2017.

[33] S. Purwanto, Statistika Untuk Ekonomi dan Keuangan Modern, Jakarta:
Salemba Empat, 2004.

[34] J. Huhtala, P. Isokoski and S. Ovaska, "The Usefulness of an Immersion
Questionnaire in Game Development,” in CHI '12 Extended Abstracts
on Human Factors in Computing Systems, Austin, 2012, pp 1859-1864 .



	S1_Gisela_39123_Naskah Skripsi v9 (1)

