
 
 

xix 
Gamification Website Design…, Lucrecia Lucas Wijaya, Universitas Multimedia Nusantara 

 

BIBLIOGRAPHY 
 

8 Proven Character Archetypes that Supercharge Your Story. Novel Factory. 
(2024, August 28). https://www.novel-software.com/character-
archetypes/#:~:text=A%20character%20archetype%20in%20novel,of%20o
ur%20own%20life%20story  

Adlani, N. (2023, May 8). 3 Tipe Homo erectus di indonesia, Salah Satunya 
Homo erectus Progresif. Adjar. https://adjar.grid.id/read/543779008/3-tipe-
homo-erectus-di-indonesia-salah-satunya-homo-erectus-progresif?page=all  

Bai, S., Hew, K. F., & Huang, B. (2020, June). Sci-Hub | is Gamification 
“Bullshit”? Evidence from a meta-analysis and synthesis of qualitative data 
in educational contexts. Educational Research Review, 100322 | 
10.1016/j.edurev.2020.100322. ScienceDirect. https://sci-
hub.se/10.1016/j.edurev.2020.100322  

Balai Pelestarian Situs Manusia Purba Sangiran. (n.d.). Manusia Jawa, 
Kehidupannya Dan Lingkungan Sekitarnya. Google Arts and Cultura. 
https://artsandculture.google.com/story/YQXBszvVOC0AIw?hl=id  

The best way to learn UX/Ui Design. Uxcel. (n.d.-a). 
https://app.uxcel.com/courses/color-psychology-for-designers/color-
scheme-personalities-537/square-tetradic-color-schemes-0417  

The best way to learn UX/UI Design. Uxcel. (n.d.-b). 
https://app.uxcel.com/courses/ui-components-n-patterns/types-344  

Bestari, N. (n.d.). 10 nama situs Dan Tinggalan manusia purba di Indonesia, 
Materi Sejarah. Bobo. https://bobo.grid.id/read/083733440/10-nama-situs-
dan-tinggalan-manusia-purba-di-indonesia-materi-
sejarah?page=all#google_vignette  

Blaxland, B. B. (2020, October 2). Hominid and hominin – what’s the 
difference? The Australian Museum. 
https://australian.museum/learn/science/human-evolution/hominid-and-
hominin-whats-the-difference/#:~:text=Hominin%20–
%20the%20group%20consisting%20of,Australopithecus%2C%20Paranthro
pus%20and%20Ardipithecus  

Character Flaws: The Secret Sauce of Relatable Writing. LitReactor. (2024, July 
24). https://litreactor.com/columns/character-flaws  



 
 

xx 
Gamification Website Design…, Lucrecia Lucas Wijaya, Universitas Multimedia Nusantara 

 

Corrigan, S. (n.d.). Why is typography important in graphic design?. Flux 
Academy - Learn How To Become a Web Designer. https://www.flux-
academy.com/blog/why-is-typography-important-in-graphic-design  

Davies, H. (n.d.). How to Illustrate a Great Children’s Book Character. 
Domestika. https://www.domestika.org/en/blog/2726-how-to-illustrate-a-
great-children-s-book-character  

Dropdown: What is a drop-down menu: Can you use drop-down menus in mobile 
apps?. Lenovo US. (n.d.). 
https://www.lenovo.com/us/en/glossary/dropdown/?orgRef=https%253A%2
52F%252Fwww.google.com%252F&srsltid=AfmBOoqRPDVMEf9enQ9b
OD7ik3IGtnzTESeE0waXcYo0nBffpbaYhsNt  

Duhri, Moh. K. (2016, April 23). Penemuan Benda Purbakala: Setelah 80 Tahun, 
Homo erectus Arkaik Ditemukan Kembali. Solopos Indonesia. 
https://solopos.espos.id/penemuan-benda-purbakala-setelah-80-tahun-homo-
erectus-arkaik-ditemukan-kembali-
713292#:~:text=Homo%20erectus%20jenis%20arkaik%20itu%20memiliki
%20ciri%2Dciri%20bentuk%20tengkorak,otak%20kera%20yakni%20600%
20cc  

Gordon, K. (2022a, July 17). Using Grids in Interface Designs. Nielsen Norman 
Group. https://www.nngroup.com/articles/using-grids-in-interface-
designs/#:~:text=Grid%3A%20A%20visual%20made%20up,modular%20gr
id%2C%20and%20hierarchical%20grid  

Gordon, K. (2022b, July 17). Using Grids in Interface Designs. Nielsen Norman 
Group. https://www.nngroup.com/articles/using-grids-in-interface-designs/  

Gultom, E. A., Sinaga, W. A., Situngkir, R. L., & Sari, Y. (2024). Dinamika 
Pembelajaran: Jurnal Pendidikan dan bahasa. Analisis Kedwibahasaan 
Terhadap Pembentukan Identitas Sosial Generasi Z, 1(4), 155–169. 
https://doi.org/https://doi.org/10.62383/dilan.v1i4.847  

Hampir 70 Persen Satuan Pendidikan Sudah Menerapkan Kurikulum Merdeka. 
Kementerian Pendidikan, Kebudayaan, Riset, dan Teknologi. (n.d.). 
https://www.kemdikbud.go.id/main/blog/2023/08/hampir-70-persen-satuan-
pendidikan-sudah-menerapkan-kurikulum-merdeka  

High-fidelity prototyping: What is it and how can it help?. Figma. (n.d.-a). 
https://www.figma.com/resource-library/high-fidelity-prototyping/  

How to Create a Video Game Character: Key Principles. Room 8 Studio. (2022, 
September 2). https://room8studio.com/news/how-to-create-a-video-game-
character-key-principles/  



 
 

xxi 
Gamification Website Design…, Lucrecia Lucas Wijaya, Universitas Multimedia Nusantara 

 

Hsieh, H. C., & Yang, H.-H. (2020). Incorporating gamification into website 
design to facilitate effective communication. Theoretical Issues in 
Ergonomics Science, 21(1), 21. 
https://doi.org/10.1080/1463922x.2019.1645920  

Interaction Design Foundation. (2016a, June 1). What is user experience (UX) 
design?. The Interaction Design Foundation. https://www.interaction-
design.org/literature/topics/ux-
design?srsltid=AfmBOop1HvrkrBziSeQ_wvXw4Fct_oANkInyesrg4R01Gc
v_HGwwl--9  

Interaction Design Foundation. (2016b, June 2). What is User Interface (UI) 
design?. The Interaction Design Foundation. https://www.interaction-
design.org/literature/topics/ui-design?srsltid=AfmBOopG6h_-
mpizBbiGsOqt9TOjICdaUlo757EKxN_j2JFBe5OxeXQK  

Interaction Design Foundation. (2016c, June 2). What is User Interface (UI) 
design?. The Interaction Design Foundation. https://www.interaction-
design.org/literature/topics/ui-
design?srsltid=AfmBOooVq6KU0h_D7zQEPatTlA1MDoJ3gMvfInuSSHQ
H5_-OH8uy6uR6#how_to_design_user_interfaces_for_users-1  

Interaction Design Foundation. (2016d, June 5). What are the Principles of 
Design?. The Interaction Design Foundation. https://www.interaction-
design.org/literature/topics/design-
principles?srsltid=AfmBOorz30AkceztkyqfD4PO10LtZDn2tUzASItJ0j8m
DNKouBZ3MrGe  

Interaction Design Foundation. (2024, April 25). What is User Centered Design 
(UCD)?. The Interaction Design Foundation. https://www.interaction-
design.org/literature/topics/user-centered-design#4_phases_in_user-
centered_design-2  

Jackson, M. (2016). Gamification Elements to Use for Learning. Enspire. 
September 23, 2024, 
https://trainingindustry.com/content/uploads/2017/07/enspire_cs_gamificati
on_2016.pdf  

Katz, V., & Rideout, V. (2021, June 24). Learning at home while under-
connected: The project. New America. 
https://www.newamerica.org/education-policy/collections/learning-at-
home-while-under-connected-project/  

Kieffer, K. (2024, May 26). My Favorite Method for Building Characters’ 
Personalities. Well Storied. https://www.well-storied.com/blog/character-



 
 

xxii 
Gamification Website Design…, Lucrecia Lucas Wijaya, Universitas Multimedia Nusantara 

 

personalities#:~:text=A%20character’s%20personality%20is%20more,with
%20the%20world%20around%20them  

Krath, J., Schürmann, L., & von Korflesch, H. F. O. (2021). Revealing the 
theoretical basis of gamification: A systematic review and analysis of theory 
in research on gamification, serious games and game-based 
learning. Computers in Human Behavior, 125. 
https://doi.org/10.1016/j.chb.2021.106963  

Kumar, J. M., Herger, M., & Dam, R. F. (2024, March 8). Bartle’s player types 
for Gamification. The Interaction Design Foundation. 
https://www.interaction-design.org/literature/article/bartle-s-player-types-
for-
gamification#:~:text=These%20categories%20are%20the%20Achiever,whi
ch%20determines%20their%20overall%20preference  

Kumar, J., & Herger, M. (n.d.). Chapter 6: Mechanics. The Interaction Design 
Foundation. https://www.interaction-
design.org/literature/book/gamification-at-work-designing-engaging-
business-software/chapter-6-58-
mechanics?srsltid=AfmBOopaPydaAmld2Q02OCK0PXFcalwzNooeWhSA
Xuxim1oexOnNDS39  

Kurniawan, D. (2020, September 20). Pengamat Ungkap Banyak siswa yang tidak 
suka pelajaran sejarah. Pengamat ungkap Banyak Siswa yang Tidak Suka 
Pelajaran Sejarah - Jawa Pos. 
https://www.jawapos.com/pendidikan/01289469/pengamat-ungkap-banyak-
siswa-yang-tidak-suka-pelajaran-sejarah  

Landa, R. (2019). In Graphic Design Solutions (6th ed., pp. 55–337). essay, 
Cengage.  

Laubheimer, P. (2016, November 6). Cards: UI-component definition. Nielsen 
Norman Group. https://www.nngroup.com/articles/cards-component/  

Low-fidelity prototyping: What is it and how can it help?. Figma. (n.d.-b). 
https://www.figma.com/resource-library/low-fidelity-prototyping/  

Low-fidelity prototyping: What is it and how can it help?. Figma. (n.d.-c). 
https://www.figma.com/resource-library/low-fidelity-prototyping/  

McDowell, K. (2021). Storytelling wisdom: Story, information, anddikw. Journal 
of the Association for Information Science and Technology, 72(10), 1224. 
https://doi.org/10.1002/asi.24466  



 
 

xxiii 
Gamification Website Design…, Lucrecia Lucas Wijaya, Universitas Multimedia Nusantara 

 

Miller, C. H. (2020). Digital Storytelling: A creator’s guide to interactive 
entertainment. CRC Press.  

Ningsih, W. L., & Nailufar, N. N. (2021, June 5). Kala Holosen: Keadaan Alam, 
Kehidupan, Dan Manusia pendukung. KOMPAS.com. 
https://www.kompas.com/stori/read/2021/06/05/110310379/kala-holosen-
keadaan-alam-kehidupan-dan-manusia-pendukung  

Nurani, I. A., & Wibowo, H. (2021). Lanskap Hunian Kala Plestosen – Awal 
Holosen Kawasan Gunung Sewu:  Pengaruh Lingkungan Alam Dalam 
Bertahan Hidup. Prosiding Balai Arkeologi Jawa Barat, 60. 
https://doi.org/10.24164/prosiding.v4i1.6  

Pedada, S. (2023, December 22). Building on the past: How to write previous 
studies in Research. Mind the Graph. https://mindthegraph.com/blog/how-
to-write-previous-study-in-research/  

Prinada, Y. (2021, September 13). Sejarah Fosil Homo floresiensis: Penemu, 
Lokasi, Ciri-Ciri, Usia. Tirto.id. https://tirto.id/sejarah-fosil-homo-
floresiensis-penemu-lokasi-ciri-ciri-usia-gbyc#google_vignette  

Putri, A. (2023, March 20). Akses internet DKI paling OK, Provinsi Mana Paling 
Gaptek?. CNBC Indonesia. 
https://www.cnbcindonesia.com/research/20230320074744-128-
423039/akses-internet-dki-paling-ok-provinsi-mana-paling-gaptek  

Putri, V. K. M. (2022, December 3). Jenis-Jenis Homo erectus di indonesia. 
KOMPAS.com. 
https://www.kompas.com/skola/read/2022/12/03/100000069/jenis-jenis-
homo-erectus-di-indonesia  

Riva, M. de la. (2023, May 10). 32 UI elements designers need to know: 2024 
guide. CareerFoundry. https://careerfoundry.com/en/blog/ui-design/ui-
element-glossary/  

Rodríguez, C. L., García-Jiménez, M., Massó-Guijarro, B., & Cruz-González, C. 
(2021). Digital Storytelling in Education: A systematic review of the 
literature. Review of European Studies, 13(2), 13. 
https://doi.org/10.5539/res.v13n2p13  

Romano, J. (2024, August 29). A Complete Guide to the Hamburger Menu Plus 
12 Striking Examples. Wix Blog. https://www.wix.com/blog/hamburger-
menu  

Ryan. (2023, July 20). The Definitive Guide to Illustration Styles. 21 Draw. 
https://www.21-draw.com/illustration-styles/?d_currency_code=multi  



 
 

xxiv 
Gamification Website Design…, Lucrecia Lucas Wijaya, Universitas Multimedia Nusantara 

 

Sangiran Early Man Site. UNESCO World Heritage Centre. (n.d.). 
https://whc.unesco.org/en/list/593/  

Savitri, A. W. (2016, April 29). Kemdikbud: Penemuan Fosil di Sangiran Baru 30 
persen. detiknews. https://news.detik.com/berita/d-3199464/kemdikbud-
penemuan-fosil-di-sangiran-baru-30-persen  

Shahbazi, N. (2024, July 30). Shape Language Character Design Technique: How 
to use?. Pixune. https://pixune.com/blog/shape-language-technique/  

Simamora, R. S., Najuah, N., Manalu, J. P., Haloho, H. D., & Sidiq, R. (2022). 
Pengembangan media Pembelajaran interaktif Sejarah Lokal materi tokoh 
Nasional Dan Daerah Dalam memperjuangkan Kemerdekaan Kelas XI 
SMA negeri 1 Bandar. Jurnal Handayani, 13(2), 13. 
https://doi.org/10.24114/jh.v13i2.41265  

Storytelling through Objects. Dreaming Museums. (n.d.). 
https://www.dreamingmuseums.com/storytelling-through-objects  

Subroto, L. H., & Ningsih, W. L. (2022, June 16). 4 Situs Purbakala di Indonesia. 
KOMPAS.com. 
https://www.kompas.com/stori/read/2022/06/16/090000679/4-situs-
purbakala-di-indonesia  

Sudirman, A. (n.d.). Upaya kolaboratif Dalam Mengatasi Kesenjangan Digital. 
Beranda. https://bpmpntb.kemdikbud.go.id/artikel/35/upaya-kolaboratif-
dalam-mengatasi-kesenjangan-digital  

Sugiyono. (2013). Metode Penelitian Kuantitatif, Kualitatif, dan R & D. CV 
Alfabeta.  

Supriatna, N. (2021). The Creative History Teacher as a Creative 
Historian. Paramita: Historical Studies Journal, 31(2), 285–289. 
https://doi.org/10.15294/paramita.v31i2.31341  

Supriyanto, S., & Setiawati, E. (2018). Analisis Kesulitan Belajar Siswa dalam 
Pembelajaran Sejarah (Siswa Kelas X IPS SMA Muhammadiyah 1 Metro 
Dalam Materi Manusia Purba di Indonesia). SWARNADWIPA, 2(1), 19–20. 
https://doi.org/10.24127/sd.v2i1.759  

Tomasis, R. (2024, April 17). What are ad placements?: A definition. wix. 
https://www.wix.com/encyclopedia/definition/ad-placements  

Understanding scale and proportion in art and design - 2024. MasterClass. (2021, 
June 8). https://www.masterclass.com/articles/scale-and-proportion-in-
art#3codQPkpTAw802OGaW5egK  



 
 

xxv 
Gamification Website Design…, Lucrecia Lucas Wijaya, Universitas Multimedia Nusantara 

 

User Interface Elements Every Designer Should Know. UXPin. (2024, March 8). 
https://www.uxpin.com/studio/blog/user-interface-elements-every-designer-
should-know/  

Velarde, O. (2024, January 15). Layout Design: Types of Grids for Creating 
Professional-looking Designs. Visme Blog. https://visme.co/blog/layout-
design/#:~:text=Column%20grids%20are%20used%20to,in%20online%20n
ewspapers%20or%20blogs  

What is a Graphical User Interface?. What is a Graphical User Interface? 
Definition and FAQs | HEAVY.AI. (n.d.). https://www.heavy.ai/technical-
glossary/graphical-user-interface  

What is Learning Experience Design?. Learning Experience Design. (2023, 
November 27). https://lxd.org/fundamentals-of-learning-experience-
design/what-is-learning-experience-design/  

Widianto, H., & Noerwidi, S. (2020). Saatnya Menengok Ke Barat: Sebuah 
Interpretasi Baru Tentang distribusi Temuan Homo erectus di jawa. Berkala 
Arkeologi, 40(2), 155–156. https://doi.org/10.30883/jba.v40i2.598  

Widianto, H., & Noerwidi, S. (2023). Long Journey of Indonesian Homo erectus: 
Arrival and dispersal in Java Island. L’Anthropologie, 127(3). 
https://doi.org/10.1016/j.anthro.2023.103167  

Wong, E. (2024, January 11). User interface design guidelines: 10 rules of thumb. 
The Interaction Design Foundation. https://www.interaction-
design.org/literature/article/user-interface-design-guidelines-10-rules-of-
thumb  

World Health Organization. (n.d.). Adolescent health. World Health Organization. 
https://www.who.int/health-topics/adolescent-health#tab=tab_1  

Zimmermann, B. B. (1997). Applying Tufte’s principles of information design to 
creating effective web sites. Proceedings of the 15th Annual International 
Conference on Computer Documentation - SIGDOC ’97, 309–317. 
https://doi.org/10.1145/263367.263406  

 
 

 

 

 


