DAFTAR PUSTAKA

Ahmed, A., Ali, N., Giannicchi, A., Abd-alrazaq, A. A., Ahmed, M. A. S., Aziz, S., & Househ, M. (2021).
Mobile applications for mental health self-care: A scoping review. Computer Methods and Programs
in Biomedicine Update, 1. https://doi.org/10.1016/j.cmpbup.2021.10004 1

Aisyaroh, N., Hudaya, 1., & Supradewi, R. (2022). TREND PENELITIAN KESEHATAN MENTAL
REMAJA DI INDONESIA DAN FAKTOR YANG MEMPENGARUHI: LITERATURE REVIEW.
Scientific Proceedings of Islamic and Complementary Medicine, 1(1), 41-51.
https://doi.ore/10.55116/spicm.v1il.6

Aldalur, 1., & Perez, A. (2023). Gamification and discovery learning: Motivating and involving students in
the learning process. Heliyon, 9(1). https://doi.org/10.1016/j.heliyon.2023.e13135

Alsadoon, H. (2023). The Impact of Gamification on Student Motivation and Engagement: An Empirical
Study. Dirasat Educational Sciences, 50(2), 386—396. https://doi.org/10.35516/edu.v50i2.255

Algithami, S. (2021). A serious-gamification blueprint towards a normalized attention. Brain Informatics,
8(1). https://doi.org/10.1186/s40708-021-00127-3

Alruwaili, M. M., Shaban, M., & Elsayed Ramadan, O. M. (2023). Digital Health Interventions for
Promoting Healthy Aging: A Systematic Review of Adoption Patterns, Efficacy, and User Experience.
In Sustainability (Switzerland) (Vol. 15, Issue 23). Multidisciplinary Digital Publishing Institute
(MDPI). https://doi.org/10.3390/su152316503

Anderson, L. W., & David R. Krathwohl. (2001). 4 taxonomy for learning teaching and assessing a
revision of Bloom's taxonomy of educational objetives. Longman, Inc. .

Andrea Fiorillo. (2024). Mental Health Research and Practice: From Evidence to Experience (Andrea
Fiorillo, Peter Falkai, & Philip Gorwood, Eds.). Cambridge University Press.

Belova, N., & Zowada, C. (2020). Innovating higher education via game-based learning on misconceptions.
Education Sciences, 10(9), 1-10. https://doi.org/10.3390/educscil 0090221

Bhatt, P., Liu, J., Gong, Y., Wang, J., & Guo, Y. (2022). Emerging Artificial Intelligence-Empowered
mHealth: Scoping Review. In JMIR mHealth and uHealth (Vol. 10, Issue 6). JMIR Publications Inc.
https://doi.ore/10.2196/35053

Blendermann, M., Ebalu, T. 1., Obisie-Orlu, I. C., Fried, E. 1., & Hallion, L. S. (2024). A narrative
systematic review of changes in mental health symptoms from before to during the COVID-19
pandemic. Psychological Medicine, 54(1), 43—66. https://doi.org/DOI: 10.1017/S0033291723002295

Bocanegra, J. O., Gallup, J., Hou, M., Gubi, A. A., Fan, C.-H., Yang, N.-J., & Perihan, C. (2024). COVID-
19, Mental Health, Technology Use, and Job Satisfaction Among School Psychology Trainers.
Contemporary School Psychology, 28(1), 56—67. https://doi.org/10.1007/s40688-023-00449-5

Cao Thanh, N., & Thi Le Thanh, T. (2015). The Interconnection Between Interpretivist Paradigm and
Qualitative Methods in Education. In American Journal of Educational Science (Vol. 1, Issue 2).
http://www.aiscience.org/journal/ajeshttp://creativecommons.org/licenses/by-nc/4.0/

Chatzipanagiotou, P., & Katsarou, E. (2023). education sciences Crisis Management , School Leadership in
Disruptive Times and the Recovery of Schools in the Post COVID-19 Era : 13, 118.

100

Strategi Mitigasi Masalah..., Xavier Kharis, Universitas Multimedia Nusantara



Dahalan, F., Alias, N., & Shaharom, M. S. N. (2024). Gamification and Game Based Learning for
Vocational Education and Training: A Systematic Literature Review. Education and Information
Technologies, 29(2), 1279—1317. https://doi.org/10.1007/s10639-022-11548-w

Damasevicius, R., Maskeliiinas, R., & Blazauskas, T. (2023). Serious Games and Gamification in
Healthcare: A Meta-Review. In Information (Switzerland) (Vol. 14, Issue 2). MDPI.
https://doi.ore/10.3390/info14020105

Dzogovic, S. A., & Bajrami, V. (2023). QUALITATIVE RESEARCH METHODS IN SCIENCE AND
HIGHER EDUCATION. Human Research in Rehabilitation, 13(1), 156—166.
https://doi.ore/10.21554/hrr.042318

Ellins, J., Hocking, L., Al-Haboubi, M., Newbould, J., Fenton, S. J., Daniel, K., Stockwell, S., Leach, B.,
Sidhu, M., Bousfield, J., McKenna, G., Saunders, C., O’Neill, S., & Mays, N. (2023). Implementing
mental health support teams in schools and colleges: the perspectives of programme implementers and
service providers. Journal of Mental Health. https://doi.org/10.1080/09638237.2023.2278101

Fonseca, I., Caviedes, M., Chantré, J., & Bernate, J. (2023). Gamification and Game-Based Learning as
Cooperative Learning Tools: A Systematic Review. International Journal of Emerging Technologies
in Learning (IJET), 18(21), 4-23. https://doi.org/10.3991/ijet.v18i21.40035

Freud, S. (2007). The Origin and Development of Psychoanalysis The Origin and Development of
Psychoanalysis. In American Journal of Psychology (Vol. 21). www.Abika.com

Gladding, S. T. (2018). Eight h Edition Counseling A Comprehensive profession. https://lccn.loc.

Goodyer, 1., & Raphael Kelvin. (2023). Brief Psychosocial Intervention for Adolescents. Cambridge
University Press.

Hodes, M., & Gau, S. S.-F. (2016). Positive mental health, fighting stigma and promoting resiliency for
children and adolescents.

Hoover, K. (2010). The Future of Identity. Lexington Books.

Hunziker, S., & Blankenagel, M. (2024). Research Design in Business and Management A Practical Guide
for Students and Researchers Second Edition (Second). Springer Fachmedien Wiesbaden.
https://ashcards.springernature.com/login

I-NAMHS: Indonesia-National Adolescent Mental Health Survey. (n.d.).

Isni, K., Nurfatona, W. Y., & Qomariyah, N. (2023). SOCIAL SUPPORT IN ACCESSING
ADOLESCENTS MENTAL HEALTH SERVICES. The Indonesian Journal of Public Health, 18(3),
493-504. https://doi.org/10.20473/ijph.v18i3.2023.493-504

Ivarson, E., Erlandsson, V., Faraon, M., & Khatib, S. (2024). Augmented reality and gamification in higher
education: Designing mobile interaction to enhance students’ motivation and learning. E-Learning
and Digital Media. https://doi.org/10.1177/20427530241239981

Jongsma Jr., A. E., L. Mark Peterson, William P. McInnis, & Timothy J. Bruce. (2024). The Adolescent
Psychotherapy Treatment Planner Sixth Edition. John Wiley & Sons, Inc.

Juliansen, A., Heriyanto, R. S., Muljono, M. P., Budiputri, C. L., Sagala, Y. D. S., & Octavius, G. S. (2024).
Mental health issues and quality of life amongst school-based adolescents in Indonesia. Journal of
Medicine, Surgery, and Public Health, 2, 100062. https://doi.org/10.1016/j.glmedi.2024.100062

101

Strategi Mitigasi Masalah..., Xavier Kharis, Universitas Multimedia Nusantara



Kaligis, F., Ismail, R. I., Wiguna, T., Prasetyo, S., Indriatmi, W., Gunardi, H., Pandia, V., & Magdalena, C.
C. (2021). Mental health problems and needs among transitional-age youth in Indonesia. International
Journal of Environmental Research and Public Health, 18(8). https://doi.org/10.3390/ijerph18084046

Kennes, A., Lataster, J., Janssens, M., Simons, M., Reijnders, J., Jacobs, N., & Peeters, S. (2023). Efficacy
of a School-Based Mental Health Intervention Based on Mindfulness and Character Strengths Use
Among Adolescents: a Pilot Study of Think Happy-Be Happy Intervention. Journal of Happiness
Studies, 24(2), 677—697. https://doi.org/10.1007/s10902-022-00611-5

Kirschenbaum, A. (2004). Chaos.Organization.and. Disaster. Management.eBook-EEn.

Lester, D., Skulmoski, G. J., Fisher, D. P., Mehrotra, V., Lim, 1., Lang, A., & Keogh, J. W. L. (2023).
Drivers and barriers to the utilisation of gamification and game-based learning in universities: A
systematic review of educators’ perspectives. In British Journal of Educational Technology (Vol. 54,
Issue 6, pp. 1748-1770). John Wiley and Sons Inc. https://doi.org/10.1111/bjet.13311

Li, D., Yang, H., & Hu, Z. (2023). Exploring the ineffectiveness of gamification health management: a U-
shaped relationship between competition and technological exhaustion. Information Technology and
People. https://doi.org/10.1108/itp-05-2022-0347

Lynch, R., & Pickersgill, M. (2023). Health, Technology and Society Series.

Maria José Sousa, Francisco Guilherme Nunes, Generosa do Nascimento, & Chinmay Chakraborty. (2023).
Future Health Scenarios Al and Digital Technologies in Global Healthcare Systems.

McCarthy, J. B. (2023). HUNDRED YEARS OF THE PSYCHOANALYTIC PROGRESSIVE MENTAL
HEALTH MOVEMENT. The American Journal of Psychoanalysis, 83(1), 1-11.
https://doi.org/10.1057/s11231-023-09390-1

Moorhouse, B. L., Wong, K. M., & Li, L. (2023). Teaching with Technology in the Post-Pandemic Digital
Age: Technological Normalisation and Al-Induced Disruptions. RELC Journal, 54(2), 311-320.
https://doi.org/10.1177/00336882231176929

Moreno, M. A., & Radovic, A. (2018). Technology and Adolescent Mental Health. Springer.

Morrison, J. (2024). Diagnosis Made Easier Principles and Techniques for Mental Health Clinicians. The
Guilford Press.

Nicolson, D., & Harry Ayers. (2004). Adolescent Problems. David Fulton Publishers Ltd.

Nolen-Hoeksema, S., Fredrickson, Barbara., & Loftus, G. R. (2009). Atkinson and Hilgard's introduction to
psychology. Cengage Learning.

Okoko, J. M., Tunison, S., & Walker, K. D. (Eds.). (2023). Varieties of Qualitative Research Methods.
Springer International Publishing. https://doi.org/10.1007/978-3-031-04394-9

Pandia, V., Noviandhari, A., Amelia, 1., Hidayat, G. H., Fadlyana, E., & Dhamayanti, M. (2021).
Association of Mental Health Problems and Socio-Demographic Factors Among Adolescents in
Indonesia. Global Pediatric Health, 8. https://doi.org/10.1177/2333794X211042223

Pham, M. D., Sawyer, S. M., Agius, P. A., Kennedy, E. C., Ansariadi, A., Kagilis, F., Wiguna, T., Wulan, N.
R., Devaera, Y., Medise, B. E., Riyanti, A., Wiweko, B., Cini, K. L., Tran, T., Fisher, J., Luchters, S., &
Azzopardi, P. S. (2023). Foregone health care in adolescents from school and community settings in

Indonesia: a cross-sectional study. The Lancet Regional Health - Southeast Asia, 13.
https://doi.org/10.1016/j.lansea.2023.100187

102

Strategi Mitigasi Masalah..., Xavier Kharis, Universitas Multimedia Nusantara



Prizeman, K., Weinstein, N., & McCabe, C. (2023). Effects of mental health stigma on loneliness, social
isolation, and relationships in young people with depression symptoms. BMC Psychiatry, 23(1).
https://doi.org/10.1186/s12888-023-04991-7

Purnomo, E. N., Imron, A., Wiyono, B. B., Sobri, A. Y., & Dami, Z. A. (2024). Transformation of Digital-
Based School Culture: implications of change management on Virtual Learning Environment
integration. Cogent Education, 11(1). https://doi.org/10.1080/2331186X.2024.2303562

Riazi, N. A., Battista, K., Duncan, M. J., Wade, T. J., Pickett, W., Ferro, M. A., Leatherdale, S. T., & Patte,
K. A. (2023). Stronger together: Coping behaviours and mental health changes of Canadian
adolescents in early phases of the COVID-19 pandemic. BMC Public Health, 23(1).
https://doi.org/10.1186/s12889-023-15249-y

Russell, J. (2020). Psychoanalysis and Deconstruction: Freud's Psychic Apparatus. Routledge.

Russmann, U. (2022). Designing Qualitative Research Design. In The SAGE Handbook of Qualitative
Research Design. https://doi.org/10.4135/9781529770278.n52

Ruth, A., Wutich, A., & Bernard, H. R. (2023). The Handbook of Teaching Qualitative and Mixed Research
Methods: A Step-by-Step Guide for Instructors. In The Handbook of Teaching Qualitative and Mixed
Research Methods. a Step-by-Step Guide for Instructors. https://doi.org/10.4324/9781003213277

Sailer, M., & Homner, L. (2020). The Gamification of Learning: a Meta-analysis. Educational Psychology
Review, 32(1), 77-112. https://doi.org/10.1007/s10648-019-09498-w

Salcedo, Z. B. V., Tari, I. D. A. E. P. D., Ratsameemonthon, C., & Setiyani, R. Y. (2023). Artificial
Intelligence and Mental Health Issues: A Narrative Review. Journal of Public Health Sciences, 2(02),
58-65. https://doi.org/10.56741/jphs.v2i102.282

Sarwono, S. W. (2019). Psikologi Remaja. Rajawali Pers.

Sclein, S. (2016). The Clinical Erik Evikson: A psychoanalytic method of engagement and activation.
Routledge.

Spanellis, A., & Harviainen, J. T. (2021). Transforming society and organizations through gamification:
From the sustainable development goals to inclusive workplaces. In Transforming Society and
Organizations through Gamification: From the Sustainable Development Goals to Inclusive
Workplaces. Springer International Publishing. https://doi.org/10.1007/978-3-030-68207-1

Tangen, J., Runcorn, A. Q., & Hall, B. (2023). Developmental Trajectory of Teachers: A Theoretical
Synthesis and Application to Counselor Education. COUNS-EDU: The International Journal of
Counseling and Education, 8(1). https://doi.org/10.23916/0020230841210

Timotheou, S., Miliou, O., Dimitriadis, Y., Sobrino, S. V., Giannoutsou, N., Cachia, R., Monés, A. M., &
loannou, A. (2023a). Impacts of digital technologies on education and factors influencing schools’
digital capacity and transformation: A literature review. Education and Information Technologies,
28(6), 6695-6726. https://doi.org/10.1007/s10639-022-11431-8

Timotheou, S., Miliou, O., Dimitriadis, Y., Sobrino, S. V., Giannoutsou, N., Cachia, R., Monés, A. M., &
loannou, A. (2023b). Impacts of digital technologies on education and factors influencing schools’
digital capacity and transformation: A literature review. Education and Information Technologies,
28(6), 6695-6726. https://doi.org/10.1007/s10639-022-11431-8

Toda, A., Cristea, A. 1., & Isotani, S. (2023). Gamification Design for Educational Contexts. In
Gamification Design for Educational Contexts. Springer International Publishing.
https://doi.ore/10.1007/978-3-031-31949-5

103

Strategi Mitigasi Masalah..., Xavier Kharis, Universitas Multimedia Nusantara



Triantafyllou, S. A., & Georgiadis, C. K. (2022). Gamification Design Patterns for User Engagement.
Informatics in Education, 21(4), 655—674. https://doi.org/10.15388/infedu.2022.27

Vanessa Ratten. (2023). RESEARCH METHODOLOGIES FOR BUSINESS MANAGEMENT.
Vogel, D. L. (2022). The Cambridge Handbook of Stigma and Mental Health. Cambridge University Press.

Weng, J. H., Hu, Y., Heaukulani, C., Tan, C., Chang, J. K., Phang, Y. S., Rajendram, P., Tan, W. M., Loke,
W. C., & Morris, R. J. T. (2024). Mental Wellness Self-Care in Singapore With mindline.sg: A Tutorial
on the Development of a Digital Mental Health Platform for Behavior Change. Journal of Medical
Internet Research, 26. https://doi.org/10.2196/44443

Willermark, S., Hogberg, K., & Nilsson, P. (2023). Exploring technostress in disruptive teaching practices.
International Journal of Workplace Health Management, 16(4), 328-343.
https://doi.org/10.1108/IIWHM-10-2022-0161

104

Strategi Mitigasi Masalah..., Xavier Kharis, Universitas Multimedia Nusantara



