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3D = 3 Dimensi

ANOVA = Analysis of Variance

ART = Aligned Rank Transformation
fHD = Full High Definition

HMD = Head Mounted Display

IPQ = Igroup Presence Questionnaire
SSQ = Simulator Sickness Questionnaire
SUS = System Usability Scale

VE = Virtual Environment

VR = Virtual Reality

Ds = Disorientation Effect

Ns = Nausea Effect

Os = Oculomotor Effect

Ts = Total Severity Effect

Xvii



