DAFTAR PUSTAKA

Adi Khairul Anshary, M., Muhamad Sidik Ramdani, C., Nur Fitriani Dewi, E., Nur
Rachman, A., & Syahriszani, R. (2023). Application of Point Tracking Technology in
360 Degree Panorama VT Applications for Introduction to Siliwangi University
Campus. CESS (Journal of Computer Engineering, System and Science), 8(1), 12-21.
https://doi.org/10.24114/CESS.V811.39363

Amali, L. N., Katili, M. R., & Sugeha, A. P. (2024). Development of VT reality using 360-
degree panoramic images and Leaflet JavaScript. Indonesian Journal of Electrical
Engineering and Computer Science, 35(1), 655-664.
https://doi.org/10.11591/ijeecs.v35.i1.pp655-664

Azuma, R. T. (1997). A Survey of Augmented Reality. Presence: Teleoperators and
Virtual Environments, 6, 355-385. http://www.cs.unc.edu/~azumaw:

Beizer, B. (1990). Software testing techniques (2nd ed.) | Guide books.
https://dl.acm.org/doi/abs/10.5555/79060

Billinghurst, M., Clark, A., & Lee, G. (2014). A survey of augmented reality. Foundations
and  Trends in Human-Computer  Interaction,  8(2-3), 73-272.
https://doi.org/10.1561/1100000049

Cheng, Y. L., & Lee, L. C. (2024). A Preliminary Study on the Satisfaction Survey of
Online Cultural Self-Guide with 360-Degree Panoramic Photography . Engineering
Proceedings, 74(1). https://doi.org/10.3390/engproc2024074075

Craig, A. B. (2013). Understanding augmented reality: Concepts and applications.
Understanding Augmented Reality: Concepts and Applications, 1-272.
https://doi.org/10.1016/C2011-0-07249-6

Dewi, I. P., Prasetyo, A., Giatman, M., Wakhinuddin, W., & Samala, A. D. (2021). Design
and build VT panorama 360 Hospitality Center UNP as promotional media. Sinkron :
Jurnal Dan Penelitian Teknik Informatika, 6(1), 17-25.
https://doi.org/10.33395/SINKRON.V711.11199

Dugar, A., & Moorthi, Y. L. R. (2022). Deliberately Causing Brand Confusion: State of the
(Unfair) Art. Business Perspectives and Research, 11(1), 112-136.
https://doi.org/10.1177/22785337211070380



El Abbadi, N. K., Al Hassani, S. A., & Abdulkhaleg, A. H. (2021). A Review over
Panoramic Image Stitching Techniques. Journal of Physics: Conference Series,
1999(1). https://doi.org/10.1088/1742-6596/1999/1/012115

Farooq, S., Reshi, M., Farooq, B., Farooq, S., Reshi, M., & Farooq, B. (2024). The Role of
Augmented Reality (AR) and Virtual Reality (VR) in Medical Tourism.
Https://Services.lgi-Global.Com/Resolvedoi/Resolve.Aspx?Doi=10.4018/979-8-
3693-2248-2.Ch012, 272-289. https://doi.org/10.4018/979-8-3693-2248-2.CH012

Freina, L., & Ott, M. (2015). A Literature Review on Immersive Virtual Reality in
Education: State Of The Art and Perspectives.
http://www.google.com/patents/US3050870

Godfrey, R. (1995). New Wine in Old Bottles: Multimedia Design Methodology. Philips
International, 1(1).

Guttentag, D. A. (2010). Virtual reality: Applications and implications for tourism. Tourism
Management, 31(5), 637—651. https://doi.org/10.1016/J. TOURMAN.2009.07.003

Hakim, A. R., Hasibuan, A. R., & Hariani, P. P. (2024). Implementation of Multimedia
Development Life Cycle in Learning Media Applications for Children with Mental
Disabilities. Hanif Journal of Information Systems , 2(1), 11-21.
https://doi.org/10.56211/HANIF.VV211.28

Harikrishnan, V., & P. Vikraman, Dr. (2024). INNOVATIVE BRANDING: CREATIVE
APPROACHES FOR CAPTURING TOMORROW’S CONSUMER. Futuristic
Trends in Management Volume 3 Book 2, 34-40.
https://doi.org/10.58532/VV3BHMA2P2CH3

Huda, M. N., Burhan, M., Satibi, A., Pradita, H. A., Saifudin, A., & Kusyadi, I. (2022).
Implementasi Black Box Testing pada Aplikasi Sistem Kasir dengan Menggunakan
Teknik Equivalence Partitions. Jurnal Teknologi Sistem Informasi Dan Aplikasi, 5(2),
120. https://doi.org/10.32493/jtsi.v5i2.17645

Jerald, J. (2015). The VR Book. The VR Book. https://doi.org/10.1145/2792790

Jorgensen, P. C. (2014). Software Testing Fourth Edition A Craftsman’s Approach.

Juric, M., Pehar, F., & Pavlovi¢, N. P. (2024). Translation, Psychometric Evaluation, and
Validation of the Croatian Version of the User Experience Questionnaire (UEQ).
International Journal of Human-Computer Interaction, 40(7), 1644-1657.
https://doi.org/10.1080/10447318.2022.2147713



Karlina, N. H., & Nugraha, A. B. (2022). Designing a Video-Based Panorama 360 VT at
the Sri Baduga Museum in Bandung as a Media for History and Culture Learning for
Middle and High School Students in the City of Bandung. ArtComm, 5(1), 45-57.
https://doi.org/10.37278/ ARTCOMM.V511.499

Kasabov, E. (2015). What we know, don’t know, and should know about confusion
marketing.  European Journal of Marketing, 49(11-12), 1777-1808.
https://doi.org/10.1108/EJM-03-2014-0166

Kumala, F. N., Ghufron, A., Astuti, P. P., Crismonika, M., Hudha, M. N., & Nita, C. I. R.
(2021). MDLC model for developing multimedia e-learning on energy concept for
primary school students. Journal of Physics: Conference Series, 1869(1), 012068.
https://doi.org/10.1088/1742-6596/1869/1/012068

Laugwitz, B., Held, T., & Schrepp, M. (2008). Construction and evaluation of a user
experience questionnaire. Lecture Notes in Computer Science (Including Subseries
Lecture Notes in Artificial Intelligence and Lecture Notes in Bioinformatics), 5298
LNCS, 63-76. https://doi.org/10.1007/978-3-540-89350-9_6

Laugwitz, B., Schubert, U., limberger, W., Tamm, N., Held, T., & Schrepp, M. (2009).
Subjektive Benutzerzufriedenheit quantitativ erfassen: Erfahrungen mit dem User
Experience Questionnaire UEQ. UP.

Lee, L. K., Wei, X., Chui, K. T., Cheung, S. K. S., Wang, F. L., Fung, Y. C., Lu, A,, Hui,
Y.K, Hao, T., U, L. H., & Wu, N. I. (2024). A Systematic Review of the Design of
Serious Games for Innovative Learning: Augmented Reality, Virtual Reality, or
Mixed Reality? Electronics 2024, Vol. 13, Page 890, 13(5), 890.
https://doi.org/10.3390/ELECTRONICS13050890

Lyu, K., Brambilla, A., Globa, A., & de Dear, R. (2023). An immersive multisensory virtual
reality approach to the study of human-built environment interactions. Automation in
Construction, 150, 104836. https://doi.org/10.1016/J.AUTCON.2023.104836

Malapane, T. A., & Ndlovu, N. K. (2024). Assessing the Reliability of Likert Scale
Statements in an E-Commerce Quantitative Study: A Cronbach Alpha Analysis Using
SPSS Statistics. 2024 Systems and Information Engineering Design Symposium,
SIEDS 2024, 90-95. https://doi.org/10.1109/SIEDS61124.2024.10534753

Maulana, T., & Voutama, A. (2023). A BLACK BOX TESTING DENGAN TEKNIK
EQUIVALENCE PARTITIONS PADA WEBSITE DINAS PENGENDALIAN



PENDUDUK DAN KELUARGA BERENCANA KARAWANG. Jurnal Sistem
Informasi Dan Informatika (Simika), 6(2), 112-121.
https://doi.org/10.47080/SIMIKA.V612.2536

Milgram, P., & Kishino, F. (1994). A Taxonomy of Mixed Reality Visual Displays. In
IEICE Transactions on Information Systems (Issue 12).
http://vered.rose.utoronto.ca/people/paul_dir/IEICE94/ieice.html

Mintarsih, M. (2023). Pengujian Black Box Dengan Teknik Transition Pada Sistem
Informasi Perpustakaan Berbasis Web Dengan Metode Waterfall Pada SMC
Foundation. Jurnal Teknologi Dan Sistem Informasi Bisnis, 5(1), 33-35.
https://doi.org/10.47233/JTEKSIS.V511.727

Ngurah, G., & Nata, M. (2022). Penerapan VT 360 Sebagai Promosi Wisata Desa Kenderan
Berbasis Website. Jurnal Sistem Dan Informatika (JSI), 17(1), 30-39.
https://doi.org/10.30864/JS1.\V1711.493

Pai, C. K., Liu, Y., Kang, S., & Dai, A. (2020). The Role of Perceived Smart Tourism
Technology Experience for Tourist Satisfaction, Happiness and Revisit Intention.
Sustainability 2020, Vol. 12, Page 6592, 12(16), 6592.
https://doi.org/10.3390/SU12166592

Pan, Z., Cheok, A. D., Yang, H., Zhu, J., & Shi, J. (2006). Virtual reality and mixed reality
for virtual learning environments. Computers and Graphics (Pergamon), 30(1), 20—
28. https://doi.org/10.1016/j.cag.2005.10.004

Pérez-Garcia, J. L., Gébmez-Lopez, J. M., Mozas-Calvache, A. T., & Delgado-Garcia, J.
(2024). Analysis of the Photogrammetric Use of 360-Degree Cameras in Complex
Heritage-Related Scenes: Case of the Necropolis of Qubbet el-Hawa (Aswan Egypt).
Sensors, 24(7). https://doi.org/10.3390/S24072268

Puspaningsih, A., Nugroho, D., Jordan, R., Pratama, Y., & Saifudin, A. (2022). Pengujian
Perangkat Lunak Sistem Informasi Penilaian Siswa dengan Teknik Boundary Value
Analysis Menggunakan Metode Black Box Testing. OKTAL : Jurnal llmu Komputer
Dan Sains, 1(12), 2257-2261.
https://journal.mediapublikasi.id/index.php/oktal/article/view/1336

Putri, S. J., Galih, D., Putri, P., Hayuhardhika, W., & Putra, N. (2024). Analisis Komparasi
pada Teknik Black Box Testing (Studi Kasus: Website Lars). Journal of Internet and
Software Engineering, 5(1), 23-28. https://doi.org/10.22146/JISE.VV511.9446



Rahaman, H., Champion, E., & McMeekin, D. (2023). Outside Inn: Exploring the Heritage
of a Historic Hotel through 360-Panoramas. Heritage, 6(5), 4380-4410.
https://doi.org/10.3390/HERITAGE6050232/S1

Rahimizhian, S., Ozturen, A., & llkan, M. (2020). Emerging realm of 360-degree
technology to promote tourism destination. Technology in Society, 63.
https://doi.org/10.1016/j.techsoc.2020.101411

Ramadhanty, A. P., Handayani, P. W., Pinem, A. A., & Hilman, M. H. (2021). VT Actual
Usage: The Influence of Perceived Benefits and Sacrifices. Jurnal Sistem Informasi,
17(2), 62-76. https://doi.org/10.21609/JS1.V1712.1103

Rauschenberger, M., Schrepp, M., Perez-Cota, M., Olschner, S., & Thomaschewski, J.
(2013). Efficient Measurement of the User Experience of Interactive Products. How
to use the User Experience Questionnaire (UEQ).Example: Spanish Language
Version. International Journal of Interactive Multimedia and Artificial Intelligence,
2(1), 39. https://doi.org/10.9781/1JIMAI.2013.215

Rhee, T., Thompson, S., Medeiros, D., Dos Anjos, R., & Chalmers, A. (2020). Augmented
Virtual Teleportation for High-Fidelity Telecollaboration. IEEE Transactions on
Visualization and Computer Graphics, 26(5), 1923-1933.
https://doi.org/10.1109/TVCG.2020.2973065

Roedavan, R., Pudjoatmodjo, B., & Putri Sujana, A. (2022). MULTIMEDIA
DEVELOPMENT LIFE CYCLE (MDLC).
https://doi.org/10.13140/RG.2.2.16273.92006

Rosli, N., Johar, E. R., Omar Zaki, H., & Mohd Farid Fernandez, D. F. (2023). The Rise of
VT in Tourism: A Bibliometric Review and Future Research Agenda. International
Journal of Academic Research in Business and Social Sciences, 13(2).
https://doi.org/10.6007/1JARBSS/V13-12/16278

Schmalstieg, D., & Hollerer, T. (2017). Augmented reality: Principles and practice.
Proceedings - IEEE Virtual Reality, 425-426.
https://doi.org/10.1109/VR.2017.7892358

Schrepp, M. (2023). User Experience Questionnaire Handbook (Vol. 11).
https://doi.org/10.13140/RG.2.1.2815.0245

Schrepp, M., Hinderks, A., & Thomaschewski, J. (2014). Applying the User Experience

Questionnaire (UEQ) in Different Evaluation Scenarios. Lecture Notes in Computer



Science (Including Subseries Lecture Notes in Artificial Intelligence and Lecture
Notes in Bioinformatics), 8517 LNCS(PART 1), 383-392.
https://doi.org/10.1007/978-3-319-07668-3_37

Schrepp, M., Hinderks, A., & Thomaschewski, J. (2017). Construction of a Benchmark for
the User Experience Questionnaire (UEQ). International Journal of Interactive
Multimedia and Artificial Intelligence, 4(4), 40.
https://doi.org/10.9781/1JIMA1.2017.445

Siddiqui, M. S., Syed, T. A., Nadeem, A., Nawaz, W., & Alkhodre, A. (2022). VTism and
Digital Heritage: An Analysis of VR/AR Technologies and Applications.
International Journal of Advanced Computer Science and Applications, 13(7), 303—
315. https://doi.org/10.14569/IJACSA.2022.0130739

Slater, M., & Sanchez-Vives, M. V. (2016). Enhancing our lives with immersive virtual
reality. In Frontiers Robotics Al (Vol. 3, Issue DEC). Frontiers Media S.A.
https://doi.org/10.3389/frobt.2016.00074

Sugiyono, S. (2013). METODE PENELITIAN KUANTITATIF, KUALITATIF DANR &. D
(19th ed., Vol. 1). Alfabeta, CV. https://digi-
lib.stekom.ac.id/assets/dokumen/ebook/feb 35efe6a47227d6031a75569¢2f3f39d44f
e2db43_1652079047.pdf

Suryanto, T. L. M., & Wibowo, N. C. (2021). Development JEJAKATUA Using Auto-
Stitching as a Campus VT to Support Digital Promotion Media. 5th International
Seminar of Research Month 2020, 64—70. https://doi.org/10.11594/nstp.2021.0910

Utami, F. P., Zahra Alifa, H., Muhammad, D., & Yagin, A. (2024). Implementasi Black
Box Testing Pada Game Ular Untuk Mendeteksi Bug. Journal Automation Computer
Information System, 4(2), 76-87. https://doi.org/10.47134/JACIS.V412.85

Van Huan, N., Hung, N. M., Hang, N. T., & Phuong, T. T. V. (2024). The Impact of the
Construction of a Virtual Traditional Room on VT Support Using Digital
Transformation Technology: A Case Study of Thai Nguyen High School for the
Gifted. Lecture Notes in Networks and Systems, 848, 253-264.
https://doi.org/10.1007/978-3-031-50818-9 28

Vazquez de Agredos Pascual, M. L., Fantoni, R., Francucci, M., Guarneri, M., Mongelli,
M., Pierattini, S., Puccini, M., Ferrero Gil, S., Izquierdo Garay, J. C., & Gil Bordallo,
J. M. (2022). 3D Model Acquisition and Image Processing for the Virtual



Musealization of the Spezieria di Santa Maria della Scala, Rome. Heritage, 5(2),
1253-1275. https://doi.org/10.3390/HERITAGE5020065

Wiryawan, M. R., & Nuraisyah, S. S. (2023). Development of Interactive VT Based on
360-Degree Panorama Technology at the Bandung City Museum. International
Journal of Quantitative Research and Modeling, 4(4), 294-300.
https://doi.org/10.46336/1JQRM.V414.548

Zara, J., Benes§, B., & Rodarte, R. R. (2004). Virtual campeche: A web based virtual three-
dimensional tour. Proceedings of the Fifth Mexican International Conference in
Computer Science, ENC 2004, 133-140. https://doi.org/10.1109/ENC.2004.1342598



