
 

81 
 

DAFTAR PUSTAKA 

 

Adams, E., & Rollings, A. (2007). Fundamentals of Game Design. New Riders. 

Aji, C. Z. (2012). Berburu Rupiah Lewat Game Online. Yogyakarta: Bounabooks. 

Alsa, A. (2003). Pendekatan Kuantitatif & Kualitatif serta Kombinasinya dalam 

Penelitian Psikologi. Yogyakarta: Pustaka Pelajar. 

Anastasia. (2010). Aplikasi Teori Hierarki Kebutuhan Maslow Dalam 

Meningkatkan Motivasi Belajar Mahasiswa. Widya Warta No. 01, 82-91. 

Anjungroso, F. (2014, 1 31). Ada 25 Juta Orang Indonesia Doyan Main Game 

Online. Retrieved from tribunnews.com: 

http://www.tribunnews.com/iptek/2014/01/31/ada-25-juta-orang-

indonesia-doyan-main-game-online 

Ariawan, A. (2016, 4 12). Pengguna Internet Didominasi Penduduk Perkotaan. 

Retrieved from Kominfo.go.id: 

https://kominfo.go.id/content/detail/3538/pengguna-internet-didominasi-

penduduk-perkotaan/0/sorotan_media 

Badatala, A., Leddo, J., Islam, A., Patel, K., & Surapaneni, P. (2016). The effects 

of playing cooperative and competitive video games on teamwork and 

team performance. International Journal of Humanities and Social 

Science Research, vol. 2 24-28. 

Bangun, W. (2012). Manajemen Sumber Daya Manusia. Jakarta: Erlangga. 

Beck, J. C. (2004). Got Game. Massachussets: Harvard Business School Press. 

Bungin, M. B. (2011). Penelitian Kualitatif; Komunikasi, Ekonomi,. Jakarta: 

Kencana Prenada Media Group. 

Elizabeth, B. (2016). Employee Motivation and Work Performance: A 

Comparative. Industrial Engineering and Management. Kuranchie-

Mensah, K. A.-T. (2015)., 55. 

Gunarsa, S. D. (2004). Psikologi Olahraga. Jakarta: PT Gunung Mulia. 

H., H. (2015). Metode Penelitian Kualitatif Untuk Ilmu Psikologi. Jakarta: 

Salemba Humanika. 

Herdiansyah, H. (2013). Wawancara, Observasi, dan Focus Group Sebagai 

Instrumen Penggalian Data Kualitatif. Jakarta: PT. Raja Grafindo 

Persada. 

Herdiyansah, H. (2012). Metode Penelitian Kualitatif untuk Ilmu-ilmu Sosial. 

Jakarta: Salemba Humanika. 



82 

 

 
 

8
2
 

Jiang, Q. (2013). Internet addiction among young people in China Internet 

connectedness, online gaming,and academic performance decrement. 

School of Humanities and Social Sciences, Dalian University of 

Technology,Ganjingzi District, Dalian City, Liaoning Province, China, 1-

19. 

Jin, D. (2010). ESports and television business in the digital econonomy In D. Jin 

(ed.), Korea’s online. Cambridge, MA: MIT Press, 59-79. 

Khan, N., & Aziz, K. (2015). Comparative Study Of Sports Competitive Anxiety 

And Sports Achievement Motivation Between Basketball Players And All 

India Intervarsity Running Events Athletes. International Journal of 

Modern Chemistry and Applied Science. Vol 2 no 4, 235-237. 

Kompri. (2015). Motivasi Pembelajaran Prespektif Guru dan Siswa. Bandung: 

PT.Remaja Rosdakarya. 

Lai, E. R. (2011). A motivational science perspective on the role of student 

motivation in learning and teaching contexts. Journal of Educational 

Psychology.  

Laili, F. M., & Nuryono, W. (2015). Penerapan Konseling Keluarga untuk 

Mengurangi Kecanduan Game Online Pada Siswa Kelas VIII SMP Negeri 

21 Surabaya. Jurnal BK UNESA, Vol 5, No 1, 65-72. 

Lenhart, A. (2008). Pew Internet Project Data Memo. Retrieved from Pew 

Research Center Internet and Technology: http://www.pewinternet.org/ 

Lu, Z. (2017). From E-Heroin to E-Sports: The Development of Competitive 

Gaming in China. The International Journal of the History of Sport, vol.33 

no.18 2187-2206. 

Marwisni, H. (2006). Memacu Masyarakat dalam Berprestasi. Jakarta: Gramedia. 

Mendari, A. S. (2010). APLIKASI TEORI HIERARKI KEBUTUHAN 

MASLOW DALAM MENINGKATKAN MOTIVASI BELAJAR 

MAHASISWA. Widya Warta No. 01 Tahun XXXIV, 82-91. 

Mubarak, F. (2017, 10 25). NVIDIA Resmikan iCafe Gold POSEIDON Game 

Arena Solo. Retrieved from Hexatekno.com: 

http://hexatekno.com/2017/10/nvidia-resmikan-icafe-gold-poseidon-game-

arena-solo/ 

Munandar, A. S. (2001). Psikologi industri dan organisasi. Jakarta: Universitas 

Indonesia. 

Oletić, A. (2014). Intrinsic and Extrinsic Motivation for Learning English as a 

Foreign Language. ELTA. 

Pertiwi, W. K. (2018, May 25). Apa Beda antara "Gaming" dan eSports? 

Retrieved from Tekno.kompas.com: 



83 

 

 
 

8
3
 

https://tekno.kompas.com/read/2018/05/25/13150097/apa-beda-antara-

gaming-dan-esports- 

Poisso, L. (2009, April 1). WoW Rookie: Gaming terminology 101. Retrieved 

from engadget.com: https://www.engadget.com/2009/04/01/wow-rookie-

gaming-terminology-101/ 

Rachman, A. A. (1993). Psikologi pendidikan. Cet.ke-4. Yogyakarta: PT Tiara. 

Rachmat, A. (2012). Pengaruh bermain game online pada remaja, 2012. Jurnal 

online Indonesia, Vol. 01. 

Satiadarma, M. P. (2000). Dasar-dasar Psikologi Olahraga. jakarta: Pustaka 

Sinar Harapan. 

Septiana, R. C. (2017, 10 25). Solo Kini Punya "Game Center" Taraf 

Internasional. Retrieved from tekno.kompas.com: 

https://tekno.kompas.com/read/2017/10/25/11150067/solo-kini-punya-

game-center-taraf-internasional 

Seth, E., Jenny, R., Manning, D., & Margareth, C. (2016). Virtual(ly) Athletes: 

Where eSports Fit Within the Definition of “Sport”. Quest vol 69, 1-18. 

Stoner, J. A., & Freeman, R. E. (1992). Management. London: Prentice-Hall 

International. 

Surbakti, R. T. (2014). Magister Manajemen Universitas Katolik Parahyangan. 

PENGARUH MOTIVASI KERJA TERHADAP KINERJA KARYAWAN 

GOLONGAN 1 DI UNIVERSITAS KATOLIK PARAHYANGAN, Vol. 1, 

No. 2 211-232. 

Syahran, R. (2015). KETERGANTUNGAN ONLINE GAME DAN 

PENANGANANNYA. Jurnal Psikologi Pendidikan & Konseling, vol 

1,84-92. 

Wagner, M. (2014). On the Scientific Relevance of eSports. Department for 

Interactive Media and Educational Technology Danube University Krems, 

437-442. 

Widayatun, T. R. (2009). ILMU PERILAKU. Jakarta: Sagung Seto. 

 

  




