
 
 

x 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

DAFTAR PUSTAKA 
 

Adit, A (2023, October 3). “Bullying”: Pengertian, Bentuk, Tempat Terjadi, dan 

Dampaknya. KOMPAS.com. 

https://www.kompas.com/edu/read/2023/10/03/084907571/bullying-

pengertian-bentuk-tempat-terjadi-dan-dampaknya   

Admin, & Admin (2023, September 16). Poster Antibullying Sebagai Program 

Pencegahan Bully di Sekolah | SMP Teladan Yogyakarta. SMP 

TELADAN YOGYAKARTA. https://smpteladan.sch.id/poster-

antibullying-sebagai-program-pencegahan-bully-di-sekolah/ 

Antonopoulou, H., Halkiopoulos, C., Gkintoni, E., & Katsimpelis, A (2022, May 

30). Application of gamification tools for identification of neurocognitive 

and social function in distance learning education. 

http://ijlter.net/index.php/ijlter/article/view/1331 

ArchRavels (n.d.). Board GameGeek. https://board gamegeek.com/board 

game/255363/archravels 

Arifianto, H (2023, March 2). Siswa SD di Banyuwangi Tewas Gantung Diri 

Karena Bullying Kerap Menangis Saat Pulang ke Rumah. liputan6.com.  

Arifianto, H. (2023, March 2). Siswa SD di Banyuwangi Tewas Gantung Diri 

Karena Bullying Kerap Menangis Saat Pulang ke Rumah. liputan6.com. 

https://www.liputan6.com/surabaya/read/5220938/siswa-sd-di-

banyuwangi-tewas-gantung-diri-karena-bullying-kerap-menangis-saat-

pulang-ke-rumah 

Baer, K (2021). Information Design Workbook, Revised and Updated: Graphic 

Approaches, Solutions, and Inspiration+ 30 Case Studies. Quarry Books 

Editions. 



 
 

xi 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

Baer, K., & Vacarra, J (2008). Information Design Workbook: Graphic 

approaches, solutions, and inspiration + 30 case studies. Beverly, MA: 

Rockport Publishers. 

Bishop, R., Boo, S., Cruz, M. R., & Gadea, L (2020). Fundamentals of character 

design: how to create engaging characters for illustration, animation & 

visual development (No Title). 

Blanchflower, D. G., & Bryson, A (2024). The adult consequences of being 

bullied in childhood. Social Science & Medicine, 345, 116690. 

Booth, P (2021). Board  games as media. 

Calleja, G (2022). Unboxed: Board  game experience and design. MIT Press. 

Coaetes, K., Ellison, C (2014). An Introduction to Information Design. 

Codenames (2017, March 21). Board GameGeek. https://board 

gamegeek.com/image/3473355/codenames 

Cron, L. (2012). Wired for story: The writer's guide to using brain science to hook 

readers from the very first sentence. Ten Speed Press. 

Damme, M (2024, October 28). Efek Bully dan Cara Mengatasinya. Alodokter. 

https://www.alodokter.com/efek-bully-dan-cara-mengatasinya  

Daphne (2025, January 3). 20 best solo board  games of 2024. In The Nap of 

Time. https://www.inthenapoftime.com/20-best-solo-board -games-of-

2024/ 

DeLara, E (2016). Bullying scars: The impact on adult life and relationships. 

Oxford University Press. 

Fitra, L., Tolle, H., & Az-Zahra, H. M (2021, March 1). Perancangan User 

Experience Aplikasi Portal Smart City Kota Malang dengan Metode 

Pendekatan Human-Centered Design. https://j-ptiik.ub.ac.id/index.php/j-

ptiik/article/view/8648 



 
 

xii 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

Fraser, J (2022). The bullied brain: Heal your scars and restore your health. 

Rowman & Littlefield. 

Fullerton, T (2024). Game design workshop: a playcentric approach to creating 

innovative games. AK Peters/CrC Press. 

Gottschall, J. (2012). The storytelling animal: How stories make us human. 

Houghton Mifflin Harcourt. 

Hearts, clubs, diamonds, spades: Players who suit MUDs (n.d.). 

https://scholar.google.com/citations?view_op=view_citation&hl=en&user

=ZKvoljcAAAAJ&citation_for_view=ZKvoljcAAAAJ:u-x6o8ySG0sC 

Herdiana, I (n.d.). Mengenal Aplikasi Bersuara untuk Korban Perundungan dari 

Mahas. . . BandungBergerak.id. 

https://bandungbergerak.id/article/detail/15828/mengenal-aplikasi-

bersuara-untuk-korban-perundungan-dari-mahasiswa-itb 

Home – Love Myself  (n.d.). LOVE MYSELF.  

https://www.love-myself.org/eng/home/ 

IDEO, E (2015). The field guide to human-centered design: design kit. San 

Francisco, CA:: IDEO. 

Ihsan, D (2023, July 20). Rapor Pendidikan 2022-2023, Nadiem: 24,4 persen 

siswa alami bullying. KOMPAS.com.  

Ihsan, D. (2023, July 20). Rapor Pendidikan 2022-2023, Nadiem: 24,4 persen 

siswa alami bullying. KOMPAS.com. 

https://www.kompas.com/edu/read/2023/07/20/182016471/rapor-

pendidikan-2022-2023-nadiem-244-persen-siswa-alami-bullying 

Jackman, R (2020). Healing your lost inner child. Art of Practical Wisdom LLC 

Jimerson, S. R., Swearer, S. M., & Espelage, D. L (Eds.) (2009). Handbook of 

bullying in schools: An international perspective. 



 
 

xiii 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

Kleon, A (2012). Steal like an artist: 10 things nobody told you about being 

creative. Hachette UK. 

Landa, Robin (2014). Graphic Design Solutions, 5th Edition. Lokasi: Clark 

Baxter. 

Landa, Robin (2019). Graphic Design Solutions, 6th Edition. Lokasi: Clark 

Baxter. 

Makkatenni, N. H., Bamba, A. T., Tandiallo, R. S., Nurmila, N., & Ariqah, N 

(2021). Molly polly: Permainan berbasis media pembelajaran untuk 

mengedukasi anti perilaku perundungan. Jurnal Psikologi Insight, 5(2), 

81-95. 

Marbun, J. (2024, May 31). Memahami dan Menghargai Manusi Dalam 

Tingkatnya Kasus Bullying di Indonesia. 

https://ojs.co.id/1/index.php/jksh/article/view/1054 

Marchese, C (2021). Information design for the common good: human-centric 

approaches to contemporary design challenges. Bloomsbury Publishing. 

Martinez, L., Gimenes, M., & Lambert, E (2022). Entertainment Video Games for 

Academic Learning: A Systematic review. Journal of Educational 

Computing Research, 60(5), 1083–1109. 

https://doi.org/10.1177/07356331211053848 

McKee, R. (2005). Story (Vol. 3). Dixit. 

Mokhtar, N. M. M. B. M., & Hassan, N. H. B (2023). Pengaruh Faktor Persepsi 

Negatif dan Budaya Tular Terhadap Buli Siber di Media Sosial dalam 

Kalangan Pelajar. 

Myers, I. B., & Myers, P. B. (2010). Gifts differing: Understanding personality 

type. Nicholas Brealey. 



 
 

xiv 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

Norman, D.A (1986) User-Centered System Design: New Perspectives on 

Human-computer Interaction. In: Norman, D.A. and Draper, S.W., Eds., 

Cognitive Engineering, Lawrence Erlbaum Associates, Hillsdale, 31-61. 

Ntb, A. D (2023, November 30). 6 Dampak Bullying bagi Korban & Pelaku yang 

Perlu Diwaspadai. Dinas Pemberdayaan Perempuan Perlindungan Anak 

Pengendalian Penduduk Dan KB. 

https://dp3ap2kb.ntbprov.go.id/2023/11/30/6-dampak-bullying-bagi-

korbanpelaku-yang-perlu-diwaspadai/  

Olweus, D (1996). Bullying at school: Knowledge base and an effective 

intervention program a. Annals of the new York Academy of 

Sciences, 794(1), 265-276. 

Patrizki, I (2007, November 28). Kampanye Anti Bullying. 

antarafoto.com. https://www.antarafoto.com/id/view/19091/kampanye-

anti-bullying 

PENELITIAN CYBERBULLYING DI INDONESIA. EDU RESEARCH, 5(1), 

55–62. https://doi.org/10.47827/jer.v5i1.153  

Perancangan Media Informasi Digital “from the ground” untuk Meningkatkan 

Kesadaran Mengenai Pertanian Regeneratif bagi Generasi Z (n.d.). 

https://kc.umn.ac.id/id/eprint/32941/ 

Pratama, A., Nauli, H. A., & Arsyati, A. M (2023). Hubungan Sikap dengan 

Kejadian Bullying pada Siswa SMPN X Kota Bogor. PROMOTOR, 6(4), 

309–314. https://doi.org/10.32832/pro.v6i4.261 

Qothrunnada, K (2021, December 3). 7 Prinsip Dasar Desain Grafis Lengkap 

dengan Unsur-Unsurnya. Detikedu. 

https://www.detik.com/edu/detikpedia/d-5838921/7-prinsip-dasar-desain-

grafis-lengkap-dengan-unsur-unsurnya 

Rahayu, S., & Wicaksono, V. D (2023, June 6). Pengembangan Komik Digital 

Sebagai Media Edukasi Anti-Perundungan di Sekolah Dasar. 



 
 

xv 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

https://ejournal.unesa.ac.id/index.php/jurnal-penelitian-

pgsd/article/view/52567 

Ratnawati, S., & Fetrina, E (2023, August 8). Machine Learning untuk prediksi 

gaya hidup berdasarkan Socioeconomic Status SES menggunakan 

algoritma CatBoost Studi kasus: Mahasiswa UIN Jakarta. 

https://repository.uinjkt.ac.id/dspace/handle/123456789/73329 

Restu (2023, October 1). Data KPAI Kasus Bullying Makin Meningkat 226 di 

2022, Korban Terbanyak Siswa SD. beritasatu.com. 

https://www.beritasatu.com/network/wartabanjar/28775/data-kpai-kasus-

bullying-makin-meningkat-226-di-2022-korban-terbanyak-siswa-sd   

Ritter, L. A (2025). Gamification in Adult Education: didactic potentials and 

Limitations. ResearchGate. 

https://www.researchgate.net/publication/393361855_Gamification_in_Ad

ult_Education_Didactic_Potentials_and_Limitations 

Rosa, N (2022, November 29). Siswa Waspada, Ini 4 Tempat yang Sering Terjadi 

Bullying. Detikedu. https://www.detik.com/edu/sekolah/d-6433585/siswa-

waspada-ini-4-tempat-yang-sering-terjadi-bullying 

Rosa, N (2023, December 31). Catatan akhir Tahun Pendidikan 2023, FSGI: 

Kasus bullying meningkat. Detikedu. 

https://www.detik.com/edu/sekolah/d-7117942/catatan-akhir-tahun-

pendidikan-2023-fsgi-kasus-bullying-meningkat 

Rusydi, M. I., Winata, Y., Putri, D. Y., Santoso, B. A., Dhuha, N. A., Khalish, M., 

... & Nugroho, H (2022). Perancangan Platform Pengaduan Perundungan 

Berlandasarkan Bukti menggunakan Metode Agile. MATRIK: Jurnal 

Manajemen, Teknik Informatika dan Rekayasa Komputer, 21(2), 283-292. 

Salmond, M., & Ambrose, G (2013). The fundamentals of interactive design. 

Bloomsbury Publishing. 



 
 

xvi 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

Schell, J (2019). The Art of Game Design: A Book of Lenses, Third Edition. A K 

Peters/CRC Press.  

Schwartz, R (2021). No bad parts: Healing trauma and restoring wholeness with 

the internal family systems model. Sounds True. 

Setiawan, K (2025, March 23). 5 Faktor Penyebab Kekerasan di Lingkungan 

Pendidikan Temuan KPAI. NU Online. https://www.nu.or.id/nasional/5-

faktor-penyebab-kekerasan-di-lingkungan-pendidikan-temuan-kpai-T7MFi  

Shipwrights of the North Sea: Redux Review - Mark’s Marks (2025, May 2). 

Board GameGeek. https://board 

gamegeek.com/blog/13717/blogpost/173633/shipwrights-of-the-north-sea-

redux-review-marks-ma 

Shulman, J. L., & Bowen, W. G (2011). The Game of Life : college sports and 

educational values. Shulman, James L. - Bowen, William G. - Princeton 

University Press - Torrossa. 

https://www.torrossa.com/en/resources/an/5643090 

Simon, J., Luthfi, M., Syauqi, T. M., & Sitompul, A (2025). Sosialisasi Strategi 

Komunikasi Efektif Dalam Kampanye Anti-Perundungan di Sekolah 

Menengah. JPPM (Jurnal Pengabdian Dan Pemberdayaan Masyarakat), 

1(2), 85–94. https://doi.org/10.63854/jppm.v1i2.53 

Stone, T. L., Adams, S., & Morioka, N (2008). Color design workbook: A real 

world guide to using color in graphic design. Rockport Pub. 

Sugiyono, D (2013). Metode penelitian pendidikan pendekatan kuantitatif, 

kualitatif dan R&D. 

Suib, S., & Safitri, A (2022). Perilaku Bullying Remaja Dipengaruhi Lingkungan 

Sekolah dan Pengetahuan. JKEP, 7(2), 149–157. 

https://doi.org/10.32668/jkep.v7i2.710 



 
 

xvii 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

Tekinbas, K. S., & Zimmerman, E (2003). Rules of play: Game design 

fundamentals. MIT press. 

Upaya Pencegahan dan Penanggulangan Kekerasan dan Perundungan Melalui 

Bimbingan Konseling Islami di Man 2 PATI - Unissula Repository (n.d.). 

http://repository.unissula.ac.id/36899/  

Wadrianto, G. K (2022, September 16). Memahami Arti Bullying, Jenis, 

Penyebab, Dampak, dan Cara Mengatasinya. KOMPAS.com. 

https://lifestyle.kompas.com/read/2022/09/16/142424720/memahami-arti-

bullying-jenis-penyebab-dampak-dan-cara-mengatasinya?page=all 

Wolke, D., & Lereya, S. T (2015). Long-term effects of bullying. Archives of 

Disease in Childhood, 100(9), 879–885. 

https://doi.org/10.1136/archdischild-2014-306667 

Yin, R. K (2009). Case study research: Design and methods (Vol. 5). sage. 

Yin, R. K (2018). Case Study Research and Applications: Design and Methods 

(6th ed.), sage. 

Zaman, B., Ridha, M. A., Bukhari, N., Sari, N., Munawwarah, K., Husna, N., 

Rabial, J., & Arumaisa, D (2024). Upaya peningkatan pengetahuan 

masyarakat tentang pentingnya kesehatan jiwa. Beujroh Jurnal 

Pemberdayaan Dan Pengabdian Pada Masyarakat, 2(2), 355–364. 

https://doi.org/10.61579/beujroh.v2i2.185 

Zeegen, L (2005). The Fundamentals of Illustration. AVA Publishing. 

Zuanda, N. N., Rokiyah, N., Dini, N. R., & Alrefi, N (2024). TREN 

PENELITIAN CYBERBULLYING DI INDONESIA. EDU RESEARCH, 

5(1), 55–62. https://doi.org/10.47827/jer.v5i1.153 

Zubek, R (2020). Elements of game design. MIT Press. 

Zuhriyah, U., Nancy, Y., & Raditya, I. N (2024, December 30). Data kasus 

bullying terbaru 2024, apakah meningkat? tirto.id. https://tirto.id/data-

kasus-bullying-terbaru-2024-apakah-meningkat-g621#google_vignette   



 
 

xviii 
Perancangan Board  Game…, Kenzo Chandra, Universitas Multimedia Nusantara 

 

Zulfani, M. H., & Tirtawidjaja, I (2014). Kampanye Pencegahan Bullying di 

Lingkungan Sekolah. Neliti. 

https://www.neliti.com/id/publications/180458/kampanye-pencegahan-

bullying-di-lingkungan-sekolah 

 
 
 

 

  


	DAFTAR PUSTAKA

