
 

62 

DAFTAR PUSTAKA 

[1] A. Molnar, “Content type and perceived multimedia quality in mobile 

learning,” Multimed. Tools Appl., vol. 76, no. 20, pp. 21613–21627, 2017. 
[2] M. Estai and S. Bunt, “Best teaching practices in anatomy education: A 

critical review,” Ann. Anat., vol. 208, pp. 151–157, 2016. 
[3] M. B. Ibáñez and C. Delgado-Kloos, “Augmented reality for STEM learning: 

A systematic review,” Comput. Educ., vol. 123, no. May, pp. 109–123, 2018. 
[4] M. B. Ibáñez, Á. Di-Serio, D. Villarán-Molina, and C. Delgado-Kloos, 

“Support for Augmented Reality Simulation Systems: The Effects of 
Scaffolding on Learning Outcomes and Behavior Patterns,” IEEE Trans. 

Learn. Technol., vol. 9, no. 1, pp. 46–56, 2016. 
[5] M. Aebersold et al., “Interactive Anatomy-Augmented Virtual Simulation 

Training,” Clin. Simul. Nurs., vol. 15, pp. 34–41, 2018. 
[6] D. E. Nurcahyo and B. S. Hantono, “Pemanfaatan Augmented Reality Dalam 

Dunia Pendidikan untuk mempelajari Anatomi Tubuh Manusia Berbasis 
Android,” Jurnal, vol. 2015, no. Sentika, pp. 193–198, 2015. 

[7] C. Nørgård, L. D. O’Neill, J. Chemnitz, and G. Majgaard, “Learning 
Anatomy with Augmented Reality,” Tidsskr. Læring og Medier, vol. 12, no. 

20, 2019. 
[8] C. Manrique-Juan, Z. V. E. Grostieta-Dominguez, R. Rojas-Ruiz, M. 

Alencastre-Miranda, L. Muñoz-Gómez, and C. Silva-Muñoz, “A Portable 
Augmented-Reality Anatomy Learning System Using a Depth Camera in 

Real Time,” Am. Biol. Teach., vol. 79, no. 3, pp. 176–183, 2017. 
[9] C. Moro, Z. Štromberga, A. Raikos, and A. Stirling, “The effectiveness of 

virtual and augmented reality in health sciences and medical anatomy,” Anat. 
Sci. Educ., vol. 10, no. 6, pp. 549–559, 2017. 

[10] N. A. and L. C. Rakhman, Mauludy, A. E. Permanasari, S. Wibirama, 
“Analysis of The Affective Response of Augmented Reality Media Learning 
Cranium Anatomy With Affective Engineering And UEQ Methods,” Biomic, 
2019. 

[11] W. Hidayat, A. E. Permanasari, P. I. Santosa, N. Arfian, and L. Choridah, 
“Conceptual Model for Human Anatomy Learning Based Augmented 
Reality on Marker Puzzle 3D Printing,” ICICOS 2019 - 3rd Int. Conf. 
Informatics Comput. Sci. Accel. Informatics Comput. Res. Smarter Soc. Era 

Ind. 4.0, Proc., 2019. 
[12] R. Layona, B. Yulianto, and Y. Tunardi, “Web based Augmented Reality for 

Human Body Anatomy Learning,” Procedia Comput. Sci., vol. 135, pp. 457–
464, 2018. 

[13] M. H. Kurniawan, Suharjito, Diana, and G. Witjaksono, “Human Anatomy 
Learning Systems Using Augmented Reality on Mobile Application,” 
Procedia Comput. Sci., vol. 135, pp. 80–88, 2018. 

[14] S. Loucif, M. Al-Rajab, R. Salem, A. Hesham, D. Mahely, and M. A. Ajlouni, 

“Learning human anatomy using ARA mobile application,” Int. J. Comput. 
Digit. Syst., vol. 8, no. 6, pp. 589–596, 2019. 

Membandingkan Pengalaman Penggunaan Media Pembelajaran Anatomi Cranium Menggunakan
Pengembangan
Augmented Reality Antara Markers dan Markerless Di Fakultas Kedokteran
WAHYU HIDAYAT, Adhistya Erna Permanasari, S.T., M.T., Ph.D;Ir. P. Insap Santosa, M.Sc., Ph.D., IPU.
Universitas Gadjah Mada, 2021 | Diunduh dari http://etd.repository.ugm.ac.id/



 

63 

[15] H. S. Ferdous et al., “‘What’s Happening at That Hip?’: Evaluating an On-
body Projection Based Augmented Reality System for Physiotherapy 
Classroom,” Proc. 2019 CHI Conf. Hum. Factors Comput. Syst., pp. 234:1–
234:12, 2019. 

[16] S. Nuanmeesri, “The augmented reality for teaching Thai students about the 
human heart,” Int. J. Emerg. Technol. Learn., vol. 13, no. 6, pp. 203–213, 
2018. 

[17] P. I. Santosa, “Perbedaan Beban Kognitif pada Penggunaan,” JNTETI, vol. 

7, no. 1, pp. 44–49, 2018. 
[18] M. Hassenzahl and N. Tractinsky, “User experience - A research agenda,” 

Behav. Inf. Technol., vol. 25, no. 2, pp. 91–97, 2006. 
[19] T. Olsson, K. Väänänen-Vainio-Mattila, T. Saari, A. Lucero, and J. 

Arrasvuori, “Reflections on experience-driven design: A case study on 
designing for playful experiences,” Proc. 6th Int. Conf. Des. Pleasurable 
Prod. Interfaces, DPPI 2013, no. September, pp. 165–174, 2013. 

[20] E. L. C. Law, V. Roto, M. Hassenzahl, A. P. O. S. Vermeeren, and J. Kort, 

“Understanding, scoping and defining user experience: A survey approach,” 
Conf. Hum. Factors Comput. Syst. - Proc., no. April, pp. 719–728, 2009. 

[21] B. Laugwitz, T. Held, and M. Schrepp, “Construction and evaluation of a 
user experience questionnaire,” Lect. Notes Comput. Sci. (including Subser. 

Lect. Notes Artif. Intell. Lect. Notes Bioinformatics), vol. 5298 LNCS, pp. 
63–76, 2008. 

[22] M. Schrepp, A. Hinderks, and J. Thomaschewski, “Construction of a 
Benchmark for the User Experience Questionnaire (UEQ),” Int. J. Interact. 

Multimed. Artif. Intell., vol. 4, no. 4, p. 40, 2017. 
[23] A. Hinderks, M. Schrepp, F. J. Domínguez Mayo, M. J. Escalona, and J. 

Thomaschewski, “Developing a UX KPI based on the user experience 
questionnaire,” Comput. Stand. Interfaces, vol. 65, no. April 2018, pp. 38–

44, 2019. 
[24] K. Marton and N. Eichorn, “Interaction between working memory and long-

term memory: A study in children with and without language impairment,” 
Zeitschrift fur Psychol. / J. Psychol., vol. 222, no. 2, pp. 90–99, 2014. 

[25] J. Sweller, “Cognitive load theory, learning difficulty, and instructional 
design,” Learn. Instr., vol. 4, no. 4, pp. 295–312, 1994. 

[26] J. J. G. Von Merriënboer and P. Aryres, “Research on cognitive load theory 
and its design implications for E-learning,” Educ. Technol. Res. Dev., vol. 

53, no. 3, pp. 5–13, 2005. 
[27] F. Biocca, C. Owen, A. Tang, and C. Bohil, “Attention issues in spatial 

information systems: Directing mobile users’ visual attention using 
augmented reality,” J. Manag. Inf. Syst., vol. 23, no. 4, pp. 163–184, 2007. 

[28] I. Ajzen, “The Theory of Planned Behavior,” Organ. Behav. Hum. Decis. 
Process, vol. 50, no. 11, pp. 179–211, 1991. 

[29] S. C. Eagly, J.F., “The psychology of attitudes,” Harcourt Brace Jovanovich 
Inc., 1993. 

[30] D. J. Bem, “Self-Perception Theory,” Academic Press, Inc. 1972. 
[31] A. Fishbein, M. I, “Belief, Attitude, Intention and Behaviour An introduction 

Membandingkan Pengalaman Penggunaan Media Pembelajaran Anatomi Cranium Menggunakan
Pengembangan
Augmented Reality Antara Markers dan Markerless Di Fakultas Kedokteran
WAHYU HIDAYAT, Adhistya Erna Permanasari, S.T., M.T., Ph.D;Ir. P. Insap Santosa, M.Sc., Ph.D., IPU.
Universitas Gadjah Mada, 2021 | Diunduh dari http://etd.repository.ugm.ac.id/



 

64 

of Theory and Research,” Addison-Wesley Publ. Co., 1975. 
[32] I. Ajzen and T. J. Madden, “Prediction of Goal-Directed Behaviour Attitudes, 

Intentions, and Perceived Behavioral Control,” Blackwell Publ., 1997. 
[33] M. S. Nazare, “Evaluation of Agile Software Development Methodologies 

and Its Applications.,” 2019. 
[34] M. G. Salazar, H. A. Mitre, C. L. Olalde, and J. L. G. Sánchez, “Proposal of 

game design document from software engineering requirements 
perspective,” Proc. CGAMES’2012 USA - 17th Int. Conf. Comput. Games 

AI, Animat. Mobile, Interact. Multimedia, Educ. Serious Games, pp. 81–85, 
2012. 

[35] A. Bangor, P. T. Kortum, and J. T. Miller, “An empirical evaluation of the 
system usability scale,” Int. J. Hum. Comput. Interact., vol. 24, no. 6, pp. 

574–594, 2008. 
[36] S. Nidhra, “Black Box and White Box Testing Techniques - A Literature 

Review,” Int. J. Embed. Syst. Appl., vol. 2, no. 2, pp. 29–50, 2012. 
[37] F. D. Davis, R. P. Bagozzi, and P. R. Warshaw, “User Acceptance of 

Computer Technology: A Comparison of Two Theoretical Models,” Manage. 
Sci., vol. 35, no. 8, pp. 982–1003, 1989. 

[38] F. D. Davis, “Perceived usefulness, perceived ease of use, and user 
acceptance of information technology,” MIS Q. Manag. Inf. Syst., vol. 13, 

no. 3, pp. 319–339, 1989. 
[39] Sugiyono, “Metode Penelitian Kuantitatif, Kualitatif, Dan R&D,” Alfabeta, 

2017. 
[40] T. C. Urdan, “Statistics in Plain English,” Routledge, p. 224, 2010. 

[41] R. Barmaki et al., Enhancement of Anatomical Education Using Augmented 
Reality: An Empirical Study of Body Painting . 2019. 

[42] S. Küçük, S. Kapakin, and Y. Göktaş, “Learning anatomy via mobile 
augmented reality: Effects on achievement and cognitive load,” Anat. Sci. 

Educ., vol. 9, no. 5, pp. 411–421, 2016. 
[43] S. S. Jamali, M. F. Shiratuddin, K. W. Wong, and C. L. Oskam, “Utilising 

Mobile-Augmented Reality for Learning Human Anatomy,” Procedia - Soc. 
Behav. Sci., vol. 197, no. February, pp. 659–668, 2015. 

[44] M. B. Ibáñez and C. Delgado-Kloos, “Augmented reality for STEM learning: 
A systematic review,” Comput. Educ., vol. 123, pp. 109–123, 2018. 

 

  

  

  

  

  

  

  

  

  

Membandingkan Pengalaman Penggunaan Media Pembelajaran Anatomi Cranium Menggunakan
Pengembangan
Augmented Reality Antara Markers dan Markerless Di Fakultas Kedokteran
WAHYU HIDAYAT, Adhistya Erna Permanasari, S.T., M.T., Ph.D;Ir. P. Insap Santosa, M.Sc., Ph.D., IPU.
Universitas Gadjah Mada, 2021 | Diunduh dari http://etd.repository.ugm.ac.id/


