
 

70 
  

DAFTAR PUSTAKA 

[1] “Product | CodeLabs.” https://codelabs.unikom.ac.id/products/ (accessed Feb. 

18, 2022). 

[2] J. Lee, M. Kim, and J. Kim, “RoleVR: Multi-experience in immersive virtual 

reality between co-located HMD and non-HMD users,” Multimedia Tools 

and Applications 2019 79:1, vol. 79, no. 1, pp. 979–1005, Oct. 2019, doi: 

10.1007/S11042-019-08220-W. 

[3] “Tanah Airku Indonesia - Apps on Google Play.” 

https://play.google.com/store/apps/details?id=com.CodeLabs.TanahAirku.I

ndonesia&hl=en&gl=US (accessed Feb. 18, 2022). 

[4] VisCircle GmbH, “Why the era of Samsung Gear VR is coming to an end. | 

VisCircle 3D configurator.” https://viscircle.de/why-the-era-of-samsung-

gear-vr-is-coming-to-an-end/?lang=en (accessed Aug. 31, 2022). 

[5] ben Lang, “Number of VR Headsets on Steam Has Blasted Through 3M 

Milestone.” https://www.roadtovr.com/monthly-connected-vr-headsets-

steam-survey-january-2022/ (accessed Aug. 31, 2022). 

[6] Tomislav Bezmalinovic, “SteamVR Statistics April 2022: Meta dominates.” 

https://mixed-news.com/en/steamvr-statistics-april-2022-meta-dominates/ 

(accessed Aug. 31, 2022). 

[7] “Oculus Quest 2 lampaui penjualan total semua headset Oculus lain.” 

https://www.gamereactor.asia/oculus-quest-2-lampaui-penjualan-total-

semua-headset-oculus-lain/ (accessed Aug. 31, 2022). 

[8] “Marak Virtual Reality, Ini Deretan Sektor Yang Mulai Pakai.” 

https://www.cnbcindonesia.com/tech/20211216143514-37-299826/marak-

virtual-reality-ini-deretan-sektor-yang-mulai-pakai (accessed Aug. 31, 

2022). 

[9] Janet M. Six and Ritch Macefield, “How to Determine the Right Number of 

Participants for Usability Studies :: UXmatters.” 

https://www.uxmatters.com/mt/archives/2016/01/how-to-determine-the-

right-number-of-participants-for-usability-studies.php (accessed Feb. 18, 

2022). 



71 
  

 
 

[10] R. Lavoie, K. Main, C. King, and D. King, “Virtual experience, real 

consequences: the potential negative emotional consequences of virtual 

reality gameplay,” Virtual Reality 2020 25:1, vol. 25, no. 1, pp. 69–81, Apr. 

2020, doi: 10.1007/S10055-020-00440-Y. 

[11] “5 User Experience Goals to Set - UX Motel.” https://ux.walkme.com/5-user-

experience-goals-set/ (accessed Feb. 18, 2022). 

[12] M. Berga and S. Gomes, “Participatory Design: bringing users to the design 

process,” Jun. 17, 2021. 

https://www.imaginarycloud.com/blog/participatory-design/ (accessed Feb. 

18, 2022). 

[13] M. Sili, J. Kropf, and S. Hanke, “UX in IxD - User Experience in Interaction 

Design,” Lecture Notes in Computer Science (including subseries Lecture 

Notes in Artificial Intelligence and Lecture Notes in Bioinformatics), vol. 

12181 LNCS, pp. 147–159, Jul. 2020, doi: 10.1007/978-3-030-49059-1_11. 

[14] M. M. Soares, E. Rosenzweig, and A. Marcus, Eds., “Design, User Experience, 

and Usability: UX Research and Design,” vol. 12779, 2021, doi: 

10.1007/978-3-030-78221-4. 

[15] F. de Crescenzio, S. Bagassi, S. Asfaux, and N. Lawson, “Human centred 

design and evaluation of cabin interiors for business jet aircraft in virtual 

reality,” International Journal on Interactive Design and Manufacturing, 

vol. 13, no. 2, pp. 761–772, Jun. 2019, doi: 10.1007/S12008-019-00565-

8/FIGURES/18. 

[16] J. Preece, Y. Rogers, and H. Sharp, Interaction design : beyond human-

computer interaction.  

[17] A. M. Bachtiar, D. Dharmayanti, and F. Febriana, “Analysis of interaction 

design in braille al-qur’an learning app for visually impaired people,” 

Journal of Engineering Science and Technology, vol. 15, pp. 1–9, Oct. 2020. 

[18] “User Research: Arti, Tujuan, Metode, dan Tips Menjalankan - Glints Blog,” 

Aug. 04, 2021. https://glints.com/id/lowongan/user-research-adalah/ 

(accessed Feb. 18, 2022). 

[19] A. Cooper, R. Reimann, D. Cronin, and C. Noessel, “About face : the essentials 

of interaction design”. 



72 
 

 
 

[20] N. A. S T, “Participatory Design: Definisi, Metode dan Manfaatnya untuk 

Bisnis.” https://myskill.id/blog/dunia-kerja/participatory-design/ (accessed 

Feb. 18, 2022). 

[21] M. R. B. M. C. and D. M. Loyola, “Use of Virtual Reality in Participatory 

Design,” Sousa, JP, Xavier, JP and Castro Henriques, G (eds.), Architecture 

in the Age of the 4th Industrial Revolution - Proceedings of the 37th eCAADe 

and 23rd SIGraDi Conference - Volume 2, University of Porto, Porto, 

Portugal, 11-13 September 2019, pp. 449-454, 2019. 

[22] “Mengaplikasikan Taksonomi Bloom pada Learning Objective di eLearning – 

BINUS University.” https://binus.ac.id/knowledge/2019/06/taksonomi-

bloom-e-learning/ (accessed Jun. 05, 2022). 

[23] “Taksonomi Bloom (*Apa dan Bagaimana Menggunakannya?) | Pendidikan 

Bahasa dan Sastra Indonesia.” http://bind.fkip.unila.ac.id/taksonomi-bloom-

apa-dan-bagaimana-menggunakannya/ (accessed May 28, 2022). 

[24] H. T. T. Saurik, D. D. Purwanto, and J. I. Hadikusuma, “Teknologi Virtual 

Reality untuk Media Informasi Kampus,” Jurnal Teknologi Informasi dan 

Ilmu Komputer, vol. 6, no. 1, p. 71, Jan. 2019, doi: 

10.25126/jtiik.2019611238. 

[25] M. Sparkes, “What is a metaverse,” New Sci (1956), vol. 251, no. 3348, p. 18, 

Aug. 2021, doi: 10.1016/S0262-4079(21)01450-0. 

[26] C. Peukert, C. Weinhardt, O. Hinz, and W. M. P. van der Aalst, “Metaverse: 

How to Approach Its Challenges from a BISE Perspective,” Business & 

Information Systems Engineering, Aug. 2022, doi: 10.1007/S12599-022-

00765-9. 

[27] “Metaverse adalah Realitas Virtual yang Ramai Dibicarakan. Seperti Apa?” 

https://graduate.binus.ac.id/2022/07/29/metaverse-adalah-realitas-virtual-

yang-ramai-dibicarakan-seperti-apa-itu/ (accessed Aug. 18, 2022). 

[28] Anindya Miriati Hasanah, “Review Oculus Quest 2 | Popmama.com.” 

https://www.popmama.com/big-kid/10-12-years-old/anindya-miriati-

hasanah/review-oculus-quest-2-sesuai-dengan-harganya/3 (accessed Aug. 

31, 2022). 



73 
  

 
 

[29] Steven M. LaValle., Virtual Reality - LaValle. Cambridge University Press, 

2016. 

[30] “OBJEK DAN DAYA TARIK WISATA - PDF Free Download.” 

https://docplayer.info/30398230-Objek-dan-daya-tarik-wisata.html 

(accessed Jun. 05, 2022). 

  

 


