DAFTAR PUSTAKA

[1] Fauzi, A. (2023). Media Pembelajaran Alternatif untuk Meningkatkan
Pemahaman Kosakata Bahasa Arab. Jurnal Inovasi Pendidikan Dasar, 9(2),
210-220.

[2] R. W. Lui and C. H. Au, "Establishing an Educational Game Development
Model: From the Experience of Teaching Search Engine Optimization,"”
International Journal of Game-Based Learning (IJGBL), vol. 8, no. 1, pp. 52-
73, 2018.

[3] G.lJin, M. Tu, T. H. Kim, J. Heffron, and J. White, "Evaluation of game-based
learning in cybersecurity education for high school students,” Journal of
Education and Learning (EduLearn), vol. 12, no. 1, pp. 150-158, 2018.

[4] F.Y. Al Irsyadi, D. Puspitassari, and Y. I. Kurniawan, "ABAS (Ayo Belajar
Sholat): Game Edukasi Pembelajaran Sholat Untuk Anak Tuna Rungu
Wicara," Jurnal Manajemen Informatika (JAMIKA), vol. 9, no. 1, pp. 17-28,
2019.

[5] M. Y. Nadwa, "Aplikasi Bahan Ajar Bahasa Arab Bermedia Komputer dalam
Memotivasi Belajar Siswa Kelas XI Semester Il Di Madrasah Aliyah Negeri 4
Muaro Jambi," Jambi: Nadwa, 2016.

[6] N. S. Rahardjo, Metodologi Penelitian Kualitatif dan Kuantitatif, 1st ed.
Jakarta: Salemba Empat, 2018.

[7] H.S. Prabowo, Desain dan Pengembangan Game Edukasi, 1st ed. Surabaya:
Unair Press, 2017.

[8] J. L. Plass, B. D. Homer, and C. K. Kinzer, "Foundations of Game-Based
Learning,” Educational Psychologist, vol. 50, no. 4, pp. 258-283, 2015. doi:
10.1080/00461520.2015.1122533.

[9] S. A. Al-Mudhaif and A. S. Al-Rawi, "The Impact of Educational Games on
Vocabulary Learning and Motivation of Saudi EFL Students,” English
Language Teaching, vol. 11, no. 4, pp. 116-129, 2018. doi:
10.5539/elt.v11n4pl16.

[10]R. R. Widyani and Y., "Game development life cycle guidelines,” in 2013
International Conference on Advanced Computer Science and Information
Systems (ICACSIS), 2013, pp. 95-100.

[11] M. Hake, "Interactive-engagement versus traditional methods: A six-thousand-
student survey of mechanics test data for introductory physics courses,” Am. J.
Phys., vol. 66, no. 1, pp. 64-74, Jan. 1998.

[12] Melzer, D., "Teaching and learning with N-Gain scores: A new approach for
evaluating learning gains," Journal of Science Education and Technology, vol.
21, no. 4, pp. 399-407, Aug. 2012.

[13] Dewi, S., & Santoso, H. (2022). Penggunaan Game Edukasi Berbasis Android
untuk Meningkatkan Pembelajaran Kosakata Bahasa Arab. Jurnal Teknologi
Pendidikan, 18(3), 321-334.

[14] Wulandari, S., & Hidayat, R. (2019). Pengembangan Game Kuis sebagai
Media Pembelajaran Interaktif. Jurnal Inovasi Pendidikan, 8(2), 87-95.

82



[15] Setiawan, B., & Nurhadi, A. (2020). Game Susun Kata sebagai Media
Pembelajaran Bahasa. Jurnal Teknologi Pendidikan, 15(4), 299-312.

[16] Sugiyono. (2015). Metode Penelitian Pendidikan (Pendekatan Kuantitatif,
Kualitatif, dan R&D). Bandung: Alfabeta.

[17] F.T. Hofstetter, Multimedia Literacy. New York : McGraw-Hill College, 1995.

[18] D. H. d. E. Jenuings, Standardized Edicational Games Ratings. 2009.

[19] [13]F. Indriyani, Yunita, D. A. Muthia, A. Surniandari, and Sriyadi, “20. Buku-
Ajar-APSI 2,” pp. 1-90, 2019.

[20]M. T. A. Ghani, S. Ramli, M. Hamzah, and W. A. A. W. Daud, "Providing a
Digital Game-based Learning for Non-Native Arabic Speakers: A Need
Analysis Study for the Development of Mobile Application Digital Game,"”
International Journal of Academic Research in Business and Social Sciences,
vol. 9, no. 6, 2019.

83



