
DAFTAR PUSTAKA

[1] Atari, Inc., “Pong,” 1972. [Online]. Available: https://www.atari.com/games/pong/

[2] Valve Corporation, “Steam - Charts Overview,” 2024. [Online]. Available:
https://store.steampowered.com/charts/mostplayed

[3] B. Engelstätter and M. R. Ward, “Video games become more mainstream,”
Entertainment Computing, vol. 42, p. 100494, May 2022. [Online]. Available:
https://linkinghub.elsevier.com/retrieve/pii/S1875952122000180

[4] I. Ayenigbara, “Gaming Disorder and Effects of Gaming on Health: An Overview,”
Journal of Addiction Medicine and Therapeutic Science, pp. 001–003, Oct.
2018. [Online]. Available: https://www.peertechzpublications.org/articles/doi10.
17352-2455-3484.000025-jamts.php

[5] Valve Corporation, “Counter-Strike 2,” 2023. [Online]. Available: https:
//www.counter-strike.net

[6] L. Zhang, J. Wang, R. Qi, L. Pan, M. Li, and Y. Cai, “Motion Sickness: Current
Knowledge and Recent Advance,” CNS Neuroscience & Therapeutics, vol. 22,
no. 1, pp. 15–24, Jan. 2016. [Online]. Available: https://onlinelibrary.wiley.com/
doi/10.1111/cns.12468

[7] J. E. Bos, W. Bles, and E. L. Groen, “A theory on visually induced motion
sickness,” Displays, vol. 29, no. 2, pp. 47–57, Mar. 2008. [Online]. Available:
https://linkinghub.elsevier.com/retrieve/pii/S0141938207000935

[8] B. Keshavarz, B. E. Riecke, L. J. Hettinger, and J. L. Campos, “Vection and
visually induced motion sickness: how are they related?” Frontiers in Psychology,
vol. 6, Apr. 2015. [Online]. Available: http://journal.frontiersin.org/article/10.3389/
fpsyg.2015.00472/abstract

[9] O. Merhi, E. Faugloire, M. Flanagan, and T. A. Stoffregen, “Motion Sickness,
Console Video Games, and Head-Mounted Displays,” Human Factors: The
Journal of the Human Factors and Ergonomics Society, vol. 49, no. 5, pp.
920–934, Oct. 2007. [Online]. Available: http://journals.sagepub.com/doi/10.1518/
001872007X230262

[10] Oculus VR, “Oculus Rift S: PC-Powered VR Gaming Headset,” 2019. [Online].
Available: https://www.oculus.com/rift-s/

[11] M. Nürnberger, C. Klingner, O. W. Witte, and S. Brodoehl, “Mismatch
of Visual-Vestibular Information in Virtual Reality: Is Motion Sickness Part
of the Brains Attempt to Reduce the Prediction Error?” Frontiers in
Human Neuroscience, vol. 15, p. 757735, Oct. 2021. [Online]. Available:
https://www.frontiersin.org/articles/10.3389/fnhum.2021.757735/full

[12] J. C. Glover, “Vestibular System,” Encyclopedia of Neuroscience, pp. 127–132, Jan.
2004, publisher: Academic Press ISBN: 9780080450469.

94

Pengukuran Visually Induced Motion Sickness Berbasis First-Person Shooter Game
DAFFA MUHAMMAD ROMERO, Dr. Ir. Rudy Hartanto, M.T., IPM., Prof. Dr. Ir. Ridi Ferdiana, S.T., M.T., IPM.
Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

https://www.atari.com/games/pong/
https://store.steampowered.com/charts/mostplayed
https://linkinghub.elsevier.com/retrieve/pii/S1875952122000180
https://www.peertechzpublications.org/articles/doi10.17352-2455-3484.000025-jamts.php
https://www.peertechzpublications.org/articles/doi10.17352-2455-3484.000025-jamts.php
https://www.counter-strike.net
https://www.counter-strike.net
https://onlinelibrary.wiley.com/doi/10.1111/cns.12468
https://onlinelibrary.wiley.com/doi/10.1111/cns.12468
https://linkinghub.elsevier.com/retrieve/pii/S0141938207000935
http://journal.frontiersin.org/article/10.3389/fpsyg.2015.00472/abstract
http://journal.frontiersin.org/article/10.3389/fpsyg.2015.00472/abstract
http://journals.sagepub.com/doi/10.1518/001872007X230262
http://journals.sagepub.com/doi/10.1518/001872007X230262
https://www.oculus.com/rift-s/
https://www.frontiersin.org/articles/10.3389/fnhum.2021.757735/full


[13] ARRIS Composites, “About Us,” 2023. [Online]. Available: https:
//arriscomposites.com/about/

[14] ——, “America’s Interest in Virtual & Augmented Reali-
ty,” Aug. 2022. [Online]. Available: https://arriscomposites.com/
americas-interest-in-virtual-and-augmented-reality/

[15] Valve Corporation, “Steam Hardware & Software Survey: March 2024,”
Mar. 2024. [Online]. Available: https://store.steampowered.com/hwsurvey/
Steam-Hardware-Software-Survey

[16] C. Diels and J. E. Bos, “Self-driving carsickness,” Applied Ergonomics, vol. 53, pp.
374–382, Mar. 2016. [Online]. Available: https://linkinghub.elsevier.com/retrieve/
pii/S0003687015300818

[17] O. X. Kuiper, J. E. Bos, E. A. Schmidt, C. Diels, and S. Wolter,
“Knowing What’s Coming: Unpredictable Motion Causes More Motion
Sickness,” Human Factors: The Journal of the Human Factors and Ergonomics
Society, vol. 62, no. 8, pp. 1339–1348, Dec. 2020. [Online]. Available:
http://journals.sagepub.com/doi/10.1177/0018720819876139

[18] A. K. Leung and K. L. Hon, “Motion sickness: an overview,” Drugs
in Context, vol. 8, pp. 1–11, Dec. 2019. [Online]. Available: https:
//www.drugsincontext.com/motion-sickness:-an-overview/

[19] A. Jasper, N. Cone, C. Meusel, M. Curtis, M. C. Dorneich, and S. B. Gilbert,
“Visually Induced Motion Sickness Susceptibility and Recovery Based on Four
Mitigation Techniques,” Frontiers in Virtual Reality, vol. 1, p. 582108, Oct.
2020. [Online]. Available: https://www.frontiersin.org/articles/10.3389/frvir.2020.
582108/full

[20] Entertainment Software Rating Board, “ESRB Ratings Guides, Categories, Content
Descriptors,” 2023. [Online]. Available: https://www.esrb.org/ratings-guide/

[21] Pan European Game Information, “What do the labels mean? Pegi Public Site,”
2023. [Online]. Available: https://pegi.info/what-do-the-labels-mean

[22] R. S. Kennedy, N. E. Lane, K. S. Berbaum, and M. G. Lilienthal, “Simulator
Sickness Questionnaire: An Enhanced Method for Quantifying Simulator
Sickness,” The International Journal of Aviation Psychology, vol. 3, no. 3,
pp. 203–220, 1993. [Online]. Available: https://www.tandfonline.com/doi/abs/10.
1207/s15327108ijap0303_3

[23] K. M. Stanney, R. S. Kennedy, and J. M. Drexler, “Cybersickness is Not
Simulator Sickness,” Proceedings of the Human Factors and Ergonomics Society
Annual Meeting, vol. 41, no. 2, pp. 1138–1142, 1997. [Online]. Available:
https://doi.org/10.1177/107118139704100292

[24] P. Bimberg, T. Weissker, and A. Kulik, “On the Usage of the Simulator
Sickness Questionnaire for Virtual Reality Research,” in 2020 IEEE Conference
on Virtual Reality and 3D User Interfaces Abstracts and Workshops (VRW).
Atlanta, GA, USA: IEEE, Mar. 2020, pp. 464–467. [Online]. Available:
https://ieeexplore.ieee.org/document/9090573/

95

Pengukuran Visually Induced Motion Sickness Berbasis First-Person Shooter Game
DAFFA MUHAMMAD ROMERO, Dr. Ir. Rudy Hartanto, M.T., IPM., Prof. Dr. Ir. Ridi Ferdiana, S.T., M.T., IPM.
Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

https://arriscomposites.com/about/
https://arriscomposites.com/about/
https://arriscomposites.com/americas-interest-in-virtual-and-augmented-reality/
https://arriscomposites.com/americas-interest-in-virtual-and-augmented-reality/
https://store.steampowered.com/hwsurvey/Steam-Hardware-Software-Survey
https://store.steampowered.com/hwsurvey/Steam-Hardware-Software-Survey
https://linkinghub.elsevier.com/retrieve/pii/S0003687015300818
https://linkinghub.elsevier.com/retrieve/pii/S0003687015300818
http://journals.sagepub.com/doi/10.1177/0018720819876139
https://www.drugsincontext.com/motion-sickness:-an-overview/
https://www.drugsincontext.com/motion-sickness:-an-overview/
https://www.frontiersin.org/articles/10.3389/frvir.2020.582108/full
https://www.frontiersin.org/articles/10.3389/frvir.2020.582108/full
https://www.esrb.org/ratings-guide/
https://pegi.info/what-do-the-labels-mean
https://www.tandfonline.com/doi/abs/10.1207/s15327108ijap0303_3
https://www.tandfonline.com/doi/abs/10.1207/s15327108ijap0303_3
https://doi.org/10.1177/107118139704100292
https://ieeexplore.ieee.org/document/9090573/


[25] S. Bouchard, M. Berthiaume, G. Robillard, H. Forget, C. Daudelin-Peltier,
P. Renaud, C. Blais, and D. Fiset, “Arguing in Favor of Revising the Simulator
Sickness Questionnaire Factor Structure When Assessing Side Effects Induced by
Immersions in Virtual Reality,” Frontiers in Psychiatry, vol. 12, p. 739742, Nov.
2021. [Online]. Available: https://www.frontiersin.org/articles/10.3389/fpsyt.2021.
739742/full

[26] M. Dennison and M. D’Zmura, “Effects of unexpected visual motion on
postural sway and motion sickness,” Applied Ergonomics, vol. 71, pp. 9–
16, Sep. 2018. [Online]. Available: https://linkinghub.elsevier.com/retrieve/pii/
S0003687018300760

[27] P. Brown, P. Spronck, and W. Powell, “The simulator sickness questionnaire,
and the erroneous zero baseline assumption,” Frontiers in Virtual Reality, vol. 3,
p. 945800, Sep. 2022. [Online]. Available: https://www.frontiersin.org/articles/10.
3389/frvir.2022.945800/full

[28] F. G. Miller, L. Colloca, and T. J. Kaptchuk, “The Placebo Effect: Illness and
Interpersonal Healing,” Perspectives in Biology and Medicine, vol. 52, no. 4, pp.
518–539, Sep. 2009. [Online]. Available: https://muse.jhu.edu/article/362914

[29] J. McCambridge, M. De Bruin, and J. Witton, “The Effects of Demand
Characteristics on Research Participant Behaviours in Non-Laboratory Settings: A
Systematic Review,” PLoS ONE, vol. 7, no. 6, p. e39116, Jun. 2012. [Online].
Available: https://dx.plos.org/10.1371/journal.pone.0039116

[30] S. D. Young, B. D. Adelstein, and S. R. Ellis, “Demand Characteristics in
Assessing Motion Sickness in a Virtual Environment: Or Does Taking a Motion
Sickness Questionnaire Make You Sick?” IEEE Transactions on Visualization and
Computer Graphics, vol. 13, no. 3, pp. 422–428, May 2007. [Online]. Available:
http://ieeexplore.ieee.org/document/4297685/

[31] E. Wetzel, J. R. Böhnke, and A. Brown, “Response Biases,” in The ITC
International Handbook of Testing and Assessment. Oxford University Press,
Jun. 2016, pp. 349–363. [Online]. Available: https://academic.oup.com/book/1027/
chapter/137932291

[32] M. Pouke, A. Tiiro, S. M. LaValle, and T. Ojala, “Effects of Visual Realism and
Moving Detail on Cybersickness,” in 2018 IEEE Conference on Virtual Reality and
3D User Interfaces (VR). Reutlingen: IEEE, Mar. 2018, pp. 665–666. [Online].
Available: https://ieeexplore.ieee.org/document/8446078/

[33] R. Kennedy, K. Stanney, J. Rolland, M. Ordy, and A. Mead, “Motion sickness
symptoms and perception of self motion from exposure to different wallpaper pat-
terns,” Proceedings of the Human Factors and Ergonomics Society Annual Meeting,
vol. 46, pp. 2129–2133, 09 2002.

[34] B. Keshavarz and H. Hecht, “Validating an Efficient Method to Quantify
Motion Sickness,” Human Factors: The Journal of the Human Factors and
Ergonomics Society, vol. 53, no. 4, pp. 415–426, Aug. 2011. [Online]. Available:
http://journals.sagepub.com/doi/10.1177/0018720811403736

96

Pengukuran Visually Induced Motion Sickness Berbasis First-Person Shooter Game
DAFFA MUHAMMAD ROMERO, Dr. Ir. Rudy Hartanto, M.T., IPM., Prof. Dr. Ir. Ridi Ferdiana, S.T., M.T., IPM.
Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

https://www.frontiersin.org/articles/10.3389/fpsyt.2021.739742/full
https://www.frontiersin.org/articles/10.3389/fpsyt.2021.739742/full
https://linkinghub.elsevier.com/retrieve/pii/S0003687018300760
https://linkinghub.elsevier.com/retrieve/pii/S0003687018300760
https://www.frontiersin.org/articles/10.3389/frvir.2022.945800/full
https://www.frontiersin.org/articles/10.3389/frvir.2022.945800/full
https://muse.jhu.edu/article/362914
https://dx.plos.org/10.1371/journal.pone.0039116
http://ieeexplore.ieee.org/document/4297685/
https://academic.oup.com/book/1027/chapter/137932291
https://academic.oup.com/book/1027/chapter/137932291
https://ieeexplore.ieee.org/document/8446078/
http://journals.sagepub.com/doi/10.1177/0018720811403736


[35] S. Misztal, G. Carbonell, L. Zander, and J. Schild, “Intensifying Stress Perception
Using Visual Effects in VR Games,” in International Conference on the
Foundations of Digital Games. Bugibba Malta: ACM, Sep. 2020, pp. 1–4.
[Online]. Available: https://dl.acm.org/doi/10.1145/3402942.3409781

[36] D. Rinaldi and R. Ferdiana, “Video game seizure rating: A qualitative
approach to measure photosensitive seizures on a video game,” in 2016 8th
International Conference on Information Technology and Electrical Engineering
(ICITEE). Yogyakarta, Indonesia: IEEE, Oct. 2016, pp. 1–5. [Online]. Available:
http://ieeexplore.ieee.org/document/7863312/

[37] C. D. Ferrie, P. D. Marco, R. A. Grünewald, S. Giannakodimos, and C. P. Panayio-
topoulos, “Video game induced seizures.”

[38] D. K. Trenité, A. M. Da Silva, S. Ricci, G. Rubboli, C. Tassinari,
J. Lopes, M. Bettencourt, J. Oosting, and J. Segers, “Video games are
exciting: a European study of video game-induced seizures and epilepsy,”
Epileptic Disorders, vol. 4, no. 2, pp. 121–128, Jun. 2002. [Online]. Available:
https://onlinelibrary.wiley.com/doi/10.1684/j.1950-6945.2002.tb00481.x

[39] Z. V. Okudan and C. Özkara, “Reflex epilepsy: triggers and manage-
ment strategies,” Neuropsychiatric Disease and Treatment, vol. Volume 14,
pp. 327–337, Jan. 2018. [Online]. Available: https://www.dovepress.com/
reflex-epilepsy-triggers-and-management-strategies-peer-reviewed-article-NDT

[40] A. J. Wilkins and B. J. Evans, “Visual stress, its treatment with spectral
filters, and its relationship to visually induced motion sickness,” Applied
Ergonomics, vol. 41, no. 4, pp. 509–515, Jul. 2010. [Online]. Available:
https://linkinghub.elsevier.com/retrieve/pii/S0003687009000325

[41] R. H. So and H. Ujike, “Visually induced motion sickness, visual stress and
photosensitive epileptic seizures: What do they have in common? – Preface to the
special issue,” Applied Ergonomics, vol. 41, no. 4, pp. 491–493, Jul. 2010. [Online].
Available: https://linkinghub.elsevier.com/retrieve/pii/S000368701000027X

[42] Nintendo, “Nintendo Switch,” 2017. [Online]. Available: https://www.nintendo.
com/switch/

[43] Sony Interactive Entertainment, “Playstation 5,” 2020. [Online]. Available:
https://www.playstation.com/ps5/

[44] C. A. Lindley, “The Gameplay Gestalt, Narrative, and Interacti-
ve Storytelling,” in Proceedings of the Computer Games and Di-
gital Cultures Conference, June 6-8, 2002, Tampere, Finland,
2002. [Online]. Available: http://www.digra.org/digital-library/publications/
the-gameplay-gestalt-narrative-and-interactive-storytelling/

[45] TRACE Research and Development Center, “Photosensitive Epi-
lepsy Analysis Tool (PEAT) User Guide,” https://trace.umd.edu/
photosensitive-epilepsy-analysis-tool-peat-user-guide/, 2009.

[46] FFmpeg team, “FFmpeg.” [Online]. Available: https://ffmpeg.org/ffmpeg.html

97

Pengukuran Visually Induced Motion Sickness Berbasis First-Person Shooter Game
DAFFA MUHAMMAD ROMERO, Dr. Ir. Rudy Hartanto, M.T., IPM., Prof. Dr. Ir. Ridi Ferdiana, S.T., M.T., IPM.
Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

https://dl.acm.org/doi/10.1145/3402942.3409781
http://ieeexplore.ieee.org/document/7863312/
https://onlinelibrary.wiley.com/doi/10.1684/j.1950-6945.2002.tb00481.x
https://www.dovepress.com/reflex-epilepsy-triggers-and-management-strategies-peer-reviewed-article-NDT
https://www.dovepress.com/reflex-epilepsy-triggers-and-management-strategies-peer-reviewed-article-NDT
https://linkinghub.elsevier.com/retrieve/pii/S0003687009000325
https://linkinghub.elsevier.com/retrieve/pii/S000368701000027X
https://www.nintendo.com/switch/
https://www.nintendo.com/switch/
https://www.playstation.com/ps5/
http://www.digra.org/digital-library/publications/the-gameplay-gestalt-narrative-and-interactive-storytelling/
http://www.digra.org/digital-library/publications/the-gameplay-gestalt-narrative-and-interactive-storytelling/
https://trace.umd.edu/photosensitive-epilepsy-analysis-tool-peat-user-guide/
https://trace.umd.edu/photosensitive-epilepsy-analysis-tool-peat-user-guide/
https://ffmpeg.org/ffmpeg.html


[47] The OBS Project, “Open Broadcaster Software.” [Online]. Available: https:
//obsproject.com

[48] S. Dridi, “Unsupervised Learning - A Systematic Literature Review,” Dec. 2021.
[Online]. Available: https://osf.io/mpkht

[49] ——, “Supervised Learning - A Systematic Literature Review,” Dec. 2021.
[Online]. Available: https://osf.io/qtmcs

[50] I. D. Mienye and Y. Sun, “A Survey of Ensemble Learning: Concepts, Algorithms,
Applications, and Prospects,” IEEE Access, vol. 10, pp. 99 129–99 149, 2022.
[Online]. Available: https://ieeexplore.ieee.org/document/9893798/

[51] S. Suthaharan, Decision Tree Learning. Boston, MA: Springer US, 2016, pp.
237–269. [Online]. Available: https://doi.org/10.1007/978-1-4899-7641-3_10

[52] A. Natekin and A. Knoll, “Gradient boosting machines, a tutorial,” Frontiers
in Neurorobotics, vol. 7, 2013. [Online]. Available: http://journal.frontiersin.org/
article/10.3389/fnbot.2013.00021/abstract

[53] J. H. Friedman, “Greedy function approximation: A gradient boosting
machine.” The Annals of Statistics, vol. 29, no. 5, Oct. 2001. [Online].
Available: https://projecteuclid.org/journals/annals-of-statistics/volume-29/
issue-5/Greedy-function-approximation-A-gradient-boosting-machine/10.1214/
aos/1013203451.full

[54] G. van Rossum and P. S. Foundation, “The Python Tutorial,” May 2024. [Online].
Available: https://docs.python.org/3.9/tutorial/index.html

[55] T. Chen and C. Guestrin, “Xgboost: A scalable tree boosting system,” in
Proceedings of the 22nd ACM SIGKDD International Conference on Knowledge
Discovery and Data Mining, ser. KDD ’16. ACM, Aug. 2016. [Online]. Available:
http://dx.doi.org/10.1145/2939672.2939785

[56] T. pandas development team, “pandas-dev/pandas: Pandas,” Jan. 2024. [Online].
Available: https://doi.org/10.5281/zenodo.10537285

[57] Wes McKinney, “Data Structures for Statistical Computing in Python,” in Proce-
edings of the 9th Python in Science Conference, Stéfan van der Walt and Jarrod
Millman, Eds., 2010, pp. 56 – 61.

[58] NumPy Developers, “NumPy documentation - NumPy v1.26 Manual,” 2024.
[Online]. Available: https://numpy.org/doc/stable/

[59] J. Kim, W. Luu, and S. Palmisano, “Multisensory integration and the experience of
scene instability, presence and cybersickness in virtual environments,” Computers
in Human Behavior, vol. 113, p. 106484, Dec. 2020. [Online]. Available:
https://linkinghub.elsevier.com/retrieve/pii/S0747563220302363

[60] Committee on Reproducibility and Replicability in Science, Board on Behavioral,
Cognitive, and Sensory Sciences, Committee on National Statistics, Division of
Behavioral and Social Sciences and Education, Nuclear and Radiation Studies
Board, Division on Earth and Life Studies, Board on Mathematical Sciences

98

Pengukuran Visually Induced Motion Sickness Berbasis First-Person Shooter Game
DAFFA MUHAMMAD ROMERO, Dr. Ir. Rudy Hartanto, M.T., IPM., Prof. Dr. Ir. Ridi Ferdiana, S.T., M.T., IPM.
Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

https://obsproject.com
https://obsproject.com
https://osf.io/mpkht
https://osf.io/qtmcs
https://ieeexplore.ieee.org/document/9893798/
https://doi.org/10.1007/978-1-4899-7641-3_10
http://journal.frontiersin.org/article/10.3389/fnbot.2013.00021/abstract
http://journal.frontiersin.org/article/10.3389/fnbot.2013.00021/abstract
https://projecteuclid.org/journals/annals-of-statistics/volume-29/issue-5/Greedy-function-approximation-A-gradient-boosting-machine/10.1214/aos/1013203451.full
https://projecteuclid.org/journals/annals-of-statistics/volume-29/issue-5/Greedy-function-approximation-A-gradient-boosting-machine/10.1214/aos/1013203451.full
https://projecteuclid.org/journals/annals-of-statistics/volume-29/issue-5/Greedy-function-approximation-A-gradient-boosting-machine/10.1214/aos/1013203451.full
https://docs.python.org/3.9/tutorial/index.html
http://dx.doi.org/10.1145/2939672.2939785
https://doi.org/10.5281/zenodo.10537285
https://numpy.org/doc/stable/
https://linkinghub.elsevier.com/retrieve/pii/S0747563220302363


and Analytics, Committee on Applied and Theoretical Statistics, Division on
Engineering and Physical Sciences, Board on Research Data and Information,
Committee on Science, Engineering, Medicine, and Public Policy, Policy
and Global Affairs, and National Academies of Sciences, Engineering, and
Medicine, Reproducibility and Replicability in Science. Washington, D.C.:
National Academies Press, Sep. 2019, pages: 25303. [Online]. Available:
https://www.nap.edu/catalog/25303

[61] K. C. Moon, J. Wang, C.-L. Gai, J.-F. Li, and K. Park, “Improving
Flicker of Low-Refresh-Rate Driven Active-Matrix Organic Light-Emitting Diode
Display,” IEEE Access, vol. 10, pp. 83 705–83 710, 2022. [Online]. Available:
https://ieeexplore.ieee.org/document/9852200/

[62] R. Yonebayashi, K. Tanaka, K. Okada, K. Yamamoto, K. Yamamoto, S. Uchida,
T. Aoki, Y. Takeda, H. Furukawa, K. Ito, H. Katoh, and W. Nakamura, “24-4:
Distinguished Paper: High Refresh Rate and Low Power Consumption AMOLED
Panel Using Top-gate n-Oxide and p-LTPS TFTs,” SID Symposium Digest of
Technical Papers, vol. 51, no. 1, pp. 355–358, Aug. 2020. [Online]. Available:
https://sid.onlinelibrary.wiley.com/doi/10.1002/sdtp.13877

[63] L. South, D. Saffo, and M. A. Borkin, “Detecting and Defending Against Seizure-
Inducing GIFs in Social Media,” in Proceedings of the 2021 CHI Conference on
Human Factors in Computing Systems. Yokohama Japan: ACM, May 2021, pp.
1–17. [Online]. Available: https://dl.acm.org/doi/10.1145/3411764.3445510

[64] V. Kakani, H. Kim, J. Lee, C. Ryu, and M. Kumbham, “Automatic Distortion
Rectification of Wide-Angle Images Using Outlier Refinement for Streamlining
Vision Tasks,” Sensors, vol. 20, no. 3, p. 894, Feb. 2020. [Online]. Available:
https://www.mdpi.com/1424-8220/20/3/894

[65] Unity Technologies, “Post-processing and full-screen effects,” Unity Technolo-
gies, Tech. Rep., 2024. [Online]. Available: https://docs.unity3d.com/Manual/
PostProcessingOverview.html

[66] S. Krichane, “When Seeing is Playing: The History of the Videogame Camera,”
The International Journal of Computer Game Research, vol. 21, no. 2, Jul. 2021.
[Online]. Available: https://gamestudies.org/2102/articles/krichane

[67] E. A. Schmidt, O. X. Kuiper, S. Wolter, C. Diels, and J. E. Bos, “An
international survey on the incidence and modulating factors of carsickness,”
Transportation Research Part F: Traffic Psychology and Behaviour, vol. 71, pp.
76–87, May 2020. [Online]. Available: https://linkinghub.elsevier.com/retrieve/pii/
S1369847819306539

[68] N. Daviu, M. R. Bruchas, B. Moghaddam, C. Sandi, and A. Beyeler,
“Neurobiological links between stress and anxiety,” Neurobiology of Stress,
vol. 11, p. 100191, Nov. 2019. [Online]. Available: https://linkinghub.elsevier.com/
retrieve/pii/S2352289519300438

[69] M. Khatooni, S. Rahimi, and M. Bahrami, “The relationship between stress, anxiety,
depression and medication adherence behavior in patients with epilepsy: A cross-

99

Pengukuran Visually Induced Motion Sickness Berbasis First-Person Shooter Game
DAFFA MUHAMMAD ROMERO, Dr. Ir. Rudy Hartanto, M.T., IPM., Prof. Dr. Ir. Ridi Ferdiana, S.T., M.T., IPM.
Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

https://www.nap.edu/catalog/25303
https://ieeexplore.ieee.org/document/9852200/
https://sid.onlinelibrary.wiley.com/doi/10.1002/sdtp.13877
https://dl.acm.org/doi/10.1145/3411764.3445510
https://www.mdpi.com/1424-8220/20/3/894
https://docs.unity3d.com/Manual/PostProcessingOverview.html
https://docs.unity3d.com/Manual/PostProcessingOverview.html
https://gamestudies.org/2102/articles/krichane
https://linkinghub.elsevier.com/retrieve/pii/S1369847819306539
https://linkinghub.elsevier.com/retrieve/pii/S1369847819306539
https://linkinghub.elsevier.com/retrieve/pii/S2352289519300438
https://linkinghub.elsevier.com/retrieve/pii/S2352289519300438


sectional study,” Epilepsy & Behavior, vol. 151, p. 109616, Feb. 2024. [Online].
Available: https://linkinghub.elsevier.com/retrieve/pii/S1525505023005358

[70] A. Choukèr, I. Kaufmann, S. Kreth, D. Hauer, M. Feuerecker, D. Thieme,
M. Vogeser, M. Thiel, and G. Schelling, “Motion Sickness, Stress and the
Endocannabinoid System,” PLoS ONE, vol. 5, no. 5, p. e10752, May 2010.
[Online]. Available: https://dx.plos.org/10.1371/journal.pone.0010752

100

Pengukuran Visually Induced Motion Sickness Berbasis First-Person Shooter Game
DAFFA MUHAMMAD ROMERO, Dr. Ir. Rudy Hartanto, M.T., IPM., Prof. Dr. Ir. Ridi Ferdiana, S.T., M.T., IPM.
Universitas Gadjah Mada, 2024 | Diunduh dari http://etd.repository.ugm.ac.id/

https://linkinghub.elsevier.com/retrieve/pii/S1525505023005358
https://dx.plos.org/10.1371/journal.pone.0010752

	DAFTAR PUSTAKA

