DAFTAR PUSTAKA

Purba, E.R.D., & Sibagariang, S. (2021). Belajar dan bermain pada anak usia dini dengan

teknologi augmented reality. Jurnal Mahajana Informasi, 6(2).

Kurniawan, Y. I, & Kusuma, A. F. S. (2019). Aplikasi augmented reality untuk
pembelajaran salat bagi siswa sekolah dasar. Jurnal Teknologi Informasi dan Ilmu

Komputer, 8(1), 7-14.

Lee, J. J. C. U., & Hammer, J. C. U. (2011). Gamification in education: What, how, why
bother? Academic Exchange Quarterly, 15(2).

Mabhendra, 1. B. M. (2016). Implementasi augmented reality (AR) menggunakan Unity 3D
dan Vuforia SDK. Jurnal llmiah llmu Komputer Universitas Udayana, 9(1).

Marti, N. W., Dewi, L. J. E., Permana, A. A. J., & Ariawan, I. M. Y. (2020). Augmented
reality (AR) based application to introduce animals for children. Journal of Physics:

Conference Series, 1516(1), 012022.

PTC Inc. (2024). Vuforia developer library  documentation. Vuforia by

PTC. https://developer.vuforia.com/library/

Ramadan, R., & Widyani, Y. (2013). Game development life cycle guidelines. 2013
International Conference on Advanced Computer Science and Information Systems

(ICACSIS), 95-100.

Sarosa, M., Chalim, A., Suhari, S., Sari, Z., & Hakim, H. B. (2019). Developing augmented
reality based application for character education using Unity with Vuforia

SDK. Journal of Physics: Conference Series, 1375(1), 012035.

Triatmaja, Y. K., Aryotejo, G., Nugraheni, D. M. K., & Noranita, B. (2022). Gamification
in e-learning for playgroup. 2022 6th International Conference on Informatics and

Computational Sciences (ICICoS), 146—151.

Dicheva, D., Dichev, C., Agre, G., & Angelova, G. (2015). Gamification in education: A
systematic mapping study. Journal of Educational Technology & Society, 18(3), 75-
88.

65


https://developer.vuforia.com/library/

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and

strategies for training and education. Pfeiffer.

Rachmanto, A. D., & Noval, M. S. (2018). Implementasi augmented reality sebagai media
pengenalan promosi Universitas Nurtanio Bandung menggunakan Unity 3D. Jurnal

Teknologi Informasi dan Komunikasi FIKI, 9(1), 29-37.

Niagiantas, A., Konstantakis, M., Aliprantis, J., Manousos, D., Koumakis, L., & Caridakis,
G. (2022). An augmented reality children's book edutainment through participatory
content creation and promotion based on the pastoral life of Psiloritis. Applied

Sciences, 12(3), 1339.

Sugiyono (2013) Metode penelitian pendidikan: Pendekatan kuantitatif, kualitatif, dan
R&D. Alfabeta.

Waryanto, N. H. (2014). Storyboard dalam media pembelajaran interaktif. Prosiding
Seminar Nasional Informatika (SEMNASIF), 1(1), 1-11.

Azuma, R. (1997). A survey of augmented reality. Presence: Teleoperators and Virtual

Environments, 6(4), 355-385.

Aleem, S., Capretz, L. F., & Ahmed, F. (2016). Game development software engineering
process life cycle: a systematic review. Journal of Software Engineering Research

and Development, 4(1), 1-23.

66



