
77 

 

DAFTAR PUSTAKA  

[1] Artik. Peran Wayang Kulit Dalam Penguatan Kebudayaan Nasional. 

Semarang, 2012. 

[2] Christian, Albert Budi, and Ridwan Sanjaya. "Pemanfaatan portal web 

"Indonesian Wayang Network" untuk eksistensi kesenian wayang kulit." 

Ilmu Komputer Universitas Diponegoro. Semarang, 2012. 6. 

[3] Putra Santoso, Bhangga Adi. "Pelestarian Wayang Indonesia Lewat Animasi 

Bergenre "Action Comedy"." Institut Teknologi Sepuluh Nopember. 

Surabaya, 2013. 

[4] Prahara, Aditya Yoga, and Taqwa Hariguna. "Rancang Bangun Game 

Pertempuran Lakon Wayang Sebagai Sarana Pengenalan Tokoh 

Pewayangan Indonesia." Telematika, 2010. 

[5] Prawira Tanjung, Mahardika Abdi. Analisis Pengaruh Storytelling Terhadap 

Game Lorong Waktu - Pangeran Dipenogoro Sebagai Media Edukasi 

Sejarah. Yogyakarta, 2013. 

[6] Arroyyan, M., and Yoannita. Rancang Bangun Aplikasi Edugame Sejarah 

Walisongo (Sunan Kalijaga) Dengan Unity 3D. Palembang, 2013. 

[7] Widiastuti, Indriani Nelly, and Irwan Setiawan. Membangun Game Edukasi 

Sejarah Walisongo. Bandung, 2012. 

[8] Kurniawan, Deny. R : A language and environment for statistical 

computing. 2008. 

[9] Hermadanti Widya, dan Emha Taufiq Luthf. “Game Edukasi Menyusun 

Gambar “Wayang Kulit Super”.” Jurnal Dasi, 2012. 

[10] Giddens, Antthony. Konsekuwensi modernitas . 2011. 

[11] Zhang, Edward Y., and Lorie Loeb. Mobile Applications: Games that 

Transform Education. 2013. 

[12] Westari, Ni Luh, Ni Made Sulastri, and Ni Made Suarjana. Penerapan 

Metode Bermain Peran Pasar - Pasaran Untuk Meningkatkan Keterampilan 

Berbahasa Lisan Anak Kelompok A Taman Kanak-Kanak Widya Kumara 

Singaraja. 2013. 

[13] Zamroni, M. Rosidi, Nizar Suryaman, and Ahmad Jalaluddi. Rancang 

Bangun Aplikasi Permainan Untuk Pembelajaran Anak Menggunakan 

HTML 5. Jawa Timur, 2013. 

[14] Amory, Alan, and Robert Seagram. Educational Game Models: 

Conceptualization and Evaluation. 2012. 

[15] Edward, S. L. "Learning Process and Violent Video Games. Hand Book of 

Research on Effective Electronic Game in Education." Florida: University 

of Florida, 2009. 

[16] Virvou, M. "Combining Software Games with Education: Evaluation of Its 

Educational Effectivinnes." Journal Educational Technology and Society, 

2005: 54-65. 

[17] Erwin, and Florensa Rosani Purba. Game RPG "True Destiny" 

Menggunakan Aplikasi RGP Maker VX. Jakarta, 2013. 

 

 

RANCANG BANGUN ROLE PLAYING GAME EDUKASI WAYANG KULIT
NUGROHO NURCAHYONO, Dr. Ridi Ferdiana S.T., M.T.;Selo S.T., M.T., M.Sc., Ph.D.
Universitas Gadjah Mada, 2016 | Diunduh dari http://etd.repository.ugm.ac.id/



78 

 

[18]  Zin, N. A., Jaafar, A., & Yue, W. S. "Digital Game-based learning (DGBL) 

model and development methodology." 2009. 

[19] Clearwater, David A. What Defines Video Game Genre? Thinking about 

Genre Study after the Great Divide. Dept. of New Media, University of 

Lethbridge, n.d. 

[20] Kementerian Pendidikan Nasional. Struktur Kurikulum 2013 SD. 2013. 

[21] Rumate, F. A. "Desain Instruksional. Modul Desain Instruksional." 2012. 

[22] Sheldon, L. "Character Development and Storytelling For Game." 2004. 

[23] Sari, R. Y., Pujianto, & Darmawan, D. "Edutainment For Children." 

Lembaga Penelitian Universitas Yogyakarta, 2010. 

 

RANCANG BANGUN ROLE PLAYING GAME EDUKASI WAYANG KULIT
NUGROHO NURCAHYONO, Dr. Ridi Ferdiana S.T., M.T.;Selo S.T., M.T., M.Sc., Ph.D.
Universitas Gadjah Mada, 2016 | Diunduh dari http://etd.repository.ugm.ac.id/


