
135 
 

DAFTAR PUSTAKA 

  

[1] Wellia Shinta Sari. 2012. Multimedia Presentasi Pembelajaran Berbasis 

Augmented Reality untuk Pengenalan Pancaindra dalam Mendukung Mata 

Pelajaran IPA Tingkat Sekolah Dasar. Universitas Dian Nusantoro. 

[2] Pressman, S Roger. 2010. Software Engineering: A Practitioner’s 

Approach, Seventh Edition, United States. 

[3] Kearsley, Greg. (1983). Computer Based Training: A Guide to Selection 

and Implementation. Addition-Weasley, Inc., Cambridge, Massachusets. 

[4] Chambers, Jack A., Sprecher, Jerry W. (1983). Computer Assisted 

Instruction: Its Use In The Classroom. Prentice Hall. 

[5] Vaughan, Tay. (2004). Multimedia : Making It Work, Edisi ke-6. Tim 

Penerjemah ANDI, Tim Penerbit ANDI, Yogyakarta. 

[6] Hofstetter, Fred T. (2001). Multimedia Literacy. Third Edition. McGraw-

Hill International Edition, New York. 

[7] Srini M. Iskandar. (1997). Pendidikan Ilmu Pengetahuan Alam. Jakarta: 

DIKTI. 

[8] Azuma, Ronald T. 1997. A Survey of Augmented Reality. Presence: 

Teleoperators and Virtual Environments.  

[9] Koyama ,Tomohiko. 2009. Introduction to FLARToolKit. Katamari Inc. 

CTO / Flash Developer. 

[10] Walesa, Danto,dkk. Analisis Metode Occlusion Based pada Augmented 

Reality Studi Kasus : Interaksi dengan Objek Virtual Secara Real Time 

Menggunakan Gerakan Marker. Institut Teknologi Telkom. 

[11] S. Coquillart, M. Göbel. 2004. Authoring of Mixed Reality Applications 

including Multi-Marker Calibration for Mobile Devices. 

EurographicsSymposium on Virtual Environments (2004), pp.1–9.  

[12] Pulung Nurtantio Andono, dkk. 2012. Analisa Pengaruh Perbedaan 

Medium Air Dan Udara Terhadap Kalibrasi Kamera Dengan Menggunakan 

Metode Zhang. Program Pasca Sarjana, Universitas Dian Nusantoro. 

 



136 
 

 

[13] Billinghurst, M., Kim, G.(2007), Interaction Design for Tangible 

Augmented Reality Applications, Emerging Technologies of Augmented 

Reality : Interfaces and Design, Idea Group Inc, hal 261-279 

[14]  Sugiyono. 2007. Statistika Untuk Penelitian. Bandung. Penerbit: CV. 

Alfabeta. 

[15] Fowler, Martin. 2005. UML Distilled Edisi Ketiga (Panduan Singkat 

Tentang Bahasa Pemodelan Objek Standar). Yogyakarta : Andi. 

[16] Hendratman, Hendi. 2008. The Magic Of 3D Studio Max. Bandung : 

Informatika. 

[17] Priyanto Hidayatullah, dkk. 2011. Membuat Mobile Game Edukatif dengan 

Flash. Bandung : Informatika. 

[18] Andriana, Lucky. 2013. Pembangunan Augmented Reality Multi Marker 

Virtual Animal Berbasis Android. Bandung : Universitas Komputer 

Indonesia. 

[19] Wahyono, Budi dan Nurachmandani, Setyo. 2008. Ilmu Pengetahuan Alam 

untuk SD dan MI kelas IV. Pusat Perbukuan Departemen Pendidikan 

Nasional. 

[20] Elmqvist, Niklas and Tsigas, Philippas. 2007. A Taxonomy of 3D Occlusion 

Management Techniques. Goteborg, Sweden : Chalmers University of 

Technology. 

[21] Gun A. Lee, Mark. Billinghurst, Gerard. Jounghyun Kim. 2004. Occlusion 

Based Interaction Methods For Tangible Augmented Reality Environments. 

Republic of Korea : POSTECH. 

[22] Madden, Lester. (2011), Professional Augmented Reality Browsers for 

Smartphones: Programming for junaio, Layar, and Wikitude, Wiley 

Publishing,Inc, United Kingdom. 

 [23] Yoan Sanjaya, dkk. 2011. Analisis dan Perancangan Perangkat Ajar Gaya 

Pada Bidang Studi IPA Kelas 4 SD Tarsisius 2 Berbasis Multimedia. 

Jakarta : Binus University. 



137 
 

 [24] Richard O. Duda and Peter E. Hart. 1971. Use Of The Hough 

Transformation To Detect Lines And Curves In Pictures. Stanford Research 

Institute,Menlo Park, California.  

 

  


