Anallisis Respon Afektif Pengguna Media Pembelajaran Anatomi Cranium Berbasis Augmented

Reality

Menggunakan Kansei/Affective Engineering

MAULUDY RAKHMAN, Adhistya Erna Permanasari, S.T., M.T., Ph.D ; Sunu Wibirama, Dr.Eng. Ir., S.T., M.Eng., IPNV

Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

REFERENSI

[1] A. Molnar, “Content-type and perceived multimedia quality in mobile
learning,” Multimedia Tools and Applications, vol. 76, no. 20, pp. 21613—
21627, 2016.

[2] R. Singh, R. S. Tubbs, K. Gupta, M. Singh, D.G. Jones, and R. Kumar, “Is the
decline of human anatomy hazardous to medical education/profession?”, A
Review, Surg Radiol Anat, 37:1257-1265. 2015.

[3] P.S Goh, “eLearning or technology-enhanced learning in medical education
Hope, not hype”, Med Teach, 38:957-958, 2016.

[4] M. Estai, S. Bunt, “Best teaching practices in anatomy education: A critical
review”, Ann Anat, 208:151-157, 2016.

[5] M. A. Codd, B. Choudhury, “Virtual reality anatomy: Is it comparable with
traditional methods in the teaching of human forearm musculoskeletal
anatomy?”, Anatomical Sciences Education. Vol 4 Issue 3, pp 119-125, 2011.

[6] H-M. Huang, U. Rauch, S-S. Liaw. “Investigating learners’ attitudes toward
virtual reality learning environments: Based on a constructivist approach”,
Comput Educ, 55:1171-1182, 2010.

[7] B. Dalgarno, J. Hedberg, B. Harper, “The contribution of 3D environments to
conceptual understanding”, Conference: Australasian Society for Computers
in Learning in Tertiary Education, Auckland, New Zealand, Volume 1, p 149—
158, 2002.

[8] C.Kamphuis, E. Barsom, M. Schijven, N. Christoph, “Augmented reality in
medical education?”, Perspectives on Medical Education, vol 3, Issue 4, pp
300-311, 2014.

[9] T. Satpute, S. Pingale, V. Chavan, “Augmented Reality In E-Learning Review
Of Prototype Designs For Usability Evaluation”, /nternational Conference on
Communication, Information & Computing Technology (ICCICT), 15-18,
2015.

[10] R. Azuma, R. Behringer, S. Feiner, S. Julier, S, and B. Macintyre, “Recent
advances Il augmented reality”, /EEE Computer Graphics and Applications,
vol 21 issue (6), pp 34 - 47, 2001.

[11] N. Jain, P. Youngblood, M. Hasel, S. Srivastava, “An augmented reality tool
for learning spatial anatomy on mobile devices”. Clinical Anatomy, 30(6), p.
736-741, 2017.

[12] E. Solak, R. Cakir, “Exploring the effect of materials designed with
Augmented Reality on language learners' vocabulary learning”. Journal of
Educators Online, vol 13 issue (2), pp 50-72, 2015.

[13] J. A. Delello, R. R. McWhorter, K. M. Camp, ”Integrating augmented reality
in higher education: A multidisciplinary study of student perceptions.”, J
Educ Multimedia Hypermedia, 24:209 — 233, 2015.

[14] D. N. Eh Phon, M. B. Ali, N. D. Abd Halim, “Collaborative Augmented
Reality in Education: A Review”, International Conference on Teaching and
Learning in Computing and Engineering, 78-83, 2014.

&5


https://ieeexplore.ieee.org/xpl/conhome/7036225/proceeding
https://ieeexplore.ieee.org/xpl/conhome/7036225/proceeding
https://www.researchgate.net/journal/0272-1716_IEEE_Computer_Graphics_and_Applications

Anallisis Respon Afektif Pengguna Media Pembelajaran Anatomi Cranium Berbasis Augmented

Reality

Menggunakan Kansei/Affective Engineering

MAULUDY RAKHMAN, Adhistya Erna Permanasari, S.T., M.T., Ph.D ; Sunu Wibirama, Dr.Eng. Ir., S.T., M.Eng., IPNV

Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

[15] P. Krishnan, V. Vanitha, “An Integrated Framework to Enhance Performance
of Online Students”, Asian Journal of Research in Social Sciences and
Humanities, 6, 839, 2016.

[16] N. F. Saidin, N. D. Abd Halim, N. Yahaya, “A Review of Research on
Augmented Reality in Education: Advantages and Applications”,
International Education Studies, vol 8 issue (13), pp 1-8, 2015.

[17] S.Lim,J. Lee, “An Immersive Augmented-Reality-Based e-Learning System
Based on Dynamic Threshold Marker Method”. ETRI Journal, vol 35 issue
(6), pp 1048-1057, 2013.

[18] J.W. You, “The Relationship Among College Students' Psychological Capital,
Learning Empowerment, and Engagement”. Learning and Individual
Differences, vol 49, pp 17-24, 2016.

[19] J. Lemke, Feeling and Meaning in the Social Ecology of Learning: Lessons
from Play and Games. In M. Baker, 1. Andriessen, & S. Jarvela
(Eds.), “Affective Learning Together”: The Socio-emotional Turn in
Collaborative Learning. San Diego: Routledge Taylor & Francis Group.
2013.

[20] R. Pekrun, E. J. Stephens, “Achievement Emotions: A Control-Value
Approach”, Social and Personality Psychology Compass, vol 4 issue (4), pp
238-255, 2010.

[21] G. W. Ng, Y. B. Oon, E. H. Teoh, and H.L Yew, “An Augmented Reality
System for Biology Science Education in Malaysia”, International Journal of
Innovative Computing, vol 6 issue (2), pp 8-13, 2016.

[22] L. B. Krithika, L. Priya. “Student Emotion Recognition System (SERS) for
E-Learning Improvement Based on Learner Concentration Metric”. Procedia
Computer Science, vol 85, pp 767-776. 2016.

[23] R. Redzuan, A.A. Khairuddin, N.A. Daud, “Emotional augmented reality-
based mobile learning design elements: a Kansei engineering approach”,
Indonesian Journal of Electrical Engineering and Computer Science, vol. 14,
No. 1, pp. 413-420, 2019.

[24] H. Adnan, F. Redzuan, "Evaluating students' emotional response in video-
based learning using Kansei Engineering," 4th International Conference on
User Science and Engineering (i-USEr), Melaka, pp. 237-242.2016.

[25] F. Redzuan, Fauziah & Lokman, Anitawati & ali othman, Zulaiha, “Kansei
semantic space for emotion in online learning”, 3rd International Conference
on User Science and Engineering (i-USEr), pp. 168-173, 2014.

[26] S. Triberti, A. Chirico, G. La Rocca, G. Riva, “Developing Emotional Design:
Emotions as Cognitive Processes and their Role in the Design of Interactive
Technologies™, Frontiers in Psychology, vol. 8 issue (1773), 2017.

[27] M. Nagamachi, “Kansei engineering as a powerful consumer-oriented
technology for product development”, Applied Ergonomic, vol. 33 issue (3),
pp. 289-294, 2002.

[28] K-M. Chuah, C. Chen, C-S. Teh, “Designing a Desktop Virtual Realitybased
Learning Environment with Emotional Consideration”, Research and
Practice in Technology Enhanced Learning, vol. 6, pp. 25-42, 2011.

[29] O. R. Gultom, H. Prastawa, N. Susanto, “Analisis Aspek Afektif Pada Game

86


https://www.researchgate.net/journal/1751-9004_Social_and_Personality_Psychology_Compass
https://www.researchgate.net/journal/1793-2068_Research_and_Practice_in_Technology_Enhanced_Learning
https://www.researchgate.net/journal/1793-2068_Research_and_Practice_in_Technology_Enhanced_Learning

Anallisis Respon Afektif Pengguna Media Pembelajaran Anatomi Cranium Berbasis Augmented

Reality

Menggunakan Kansei/Affective Engineering

MAULUDY RAKHMAN, Adhistya Erna Permanasari, S.T., M.T., Ph.D ; Sunu Wibirama, Dr.Eng. Ir., S.T., M.Eng., IPNV

Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Online Dari Sisi Pengguna Menggunakan Kansei Engineering”. Industrial
Engineering Online Journal, Vol 6, No 4, 2017,

[30] A.Y.Ramadhan, P. I. Santosa, R. Ferdiana, “Analisis Respon Afektif Terhadap
User Interface B2c M-commerce Berdasarkan Jenis Kelamin Dan Latar
Belakang Studi Menggunakan Kansei Engineering”, Seminar Nasional
Teknologi Informasi dan Multimedia, vol. 1, pp. 8-54, 2018.

[31] C. R. Berger, M. E. Roloff, D. R. Roskos-Ewoldsen. The handbook of
communication science. SAGE Publications Inc, 2010.

[32] P. R. Kleinginna, A. M. Kleinginna, “A categorized list of motivation
definitions, with a suggestion for a consensual definition”, Motivation and
Emotion, vol. 5 issue (3), pp. 263-291, 1981.

[33] R.B. Zajonc, Feeling and thinking: Closing the debate over the independence
of affect. In Joseph P. Forgas (ed.), Feeling and Thinking: The Role of Affect
in Social Cognition_. Cambridge University Press, 2000.

[34] K.R. Scherer, “What are emotions? And how can they be measured?”, Social
Science Information, vol. 44 issue (4), pp. 695-729, 2005.

[35] L.L. Garcia, R. Pekrun, “Students emotions and academic engagement:
Introduction to the special issue”, Contemporary Educational Psychology,
vol. 36 issue (1), pp. 1-3, 2011.

[36] D. Leutner, “Motivation and emotion as mediators in multimedia learning”,
Learning and Instruction, vol. 29, pp 174-175, 2014.

[37] R. Moreno, R. E. Mayer, “Interactive Multimodal Learning Environments”,
Educational Psychology review, vol. 19, pp. 309-326. 2007.

[38] J. Plass, S. Heidig E. Hayward, B. Homer, and E. Um, “Emotional design in
multimedia learning: Effects of shape and color on affect and learning”,
Learning and Instruction, vol. 29, pp. 128-140, 2014.

[39] T. Hascher, “Learning and Emotion: perspectives for theory and research”,
European Education Research Journal, vol. 9 issue (1), pp. 13-28, 2010.

[40] D. Heylen, M. Vissers, R. D. Akker, A. Nijholt, “Affective Feedback in a
Tutoring System for Procedural Tasks”, Affective Dialogue Systems, pp. 244-
253,2004.

[41] M. Paechter, B. Maier, D. Macher, “Computers & Education Students'
expectations of , and experiences in e-learning: Their relation to learning
achievements and course satisfaction”. Computers and Education, vol. 54
issue (1), pp. 222-229, 2010.

[42] M. Cho, Y. Kim, D. Choi, “The effect of self-regulated learning on college
students' perceptions of community of inquiry and affective outcomes in
online learning”, The Internet and Higher Education, vol. 34, pp. 10-17,2017.

[43] K. O'Regan, “Emotion And E-Learning”, Journal of Asynchronous learning
networks, vol. 7 issue (3), pp 78-92, 2003.

[44] A. C. Graesser, S. D'Mello, “Emotions During the Learning of Difficult
Material”, Psychology of Learning and Motivation, vol. 57, pp. 183-225,
2012.

[45] N.T. Butz, R.H. Stupnisky, R. Pekrun, J. L. Jensen, and D. M. Harsell, “The
Impact of Emotions on Student Achievement in Synchronous Hybrid
Business and Public Administration Programs ... The Impact of Emotions on

87



Anallisis Respon Afektif Pengguna Media Pembelajaran Anatomi Cranium Berbasis Augmented

Reality

Menggunakan Kansei/Affective Engineering

MAULUDY RAKHMAN, Adhistya Erna Permanasari, S.T., M.T., Ph.D ; Sunu Wibirama, Dr.Eng. Ir., S.T., M.Eng., IPNV

Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

Student Business and Public Administration Programs: A Longitudinal Test
of Control-Value Theory *”, Journal of Innovative Eduation, vol. 14 issue
(14), pp 441-474, 2016.

[46] Association for Educational Communications and Technology, The
Definition of Educational Technology, Washington : Association for
Educational Communication and Technology, 1977.

[47] Wiroatmojo, P. Sasonoharjo, Media Pembelajaran. Jakarta: LAN RI, 2002.

[48] P. Goodyear, S. Retalis, Technology-enhanced learning: Design patterns and
pattern languages. Boston, USA: Sense Publisher, 2010.

[49] C. Moro, Z. Stromberga, A. Raikos, A. Stirling, "The effectiveness of virtual
and augmented reality in health sciences and medical anatomy”, Anatomical
Sciences Education, vol. 10 issue (6)., pp. 549-559, 2017 .

[50] C. Moro, M. McLean, “Supporting Students’ Transition to University and
Problem-Based Learning”, Medical Science Educator, vol. 27 issue (2), pp.
353-361, 2017.

[51] R.B. Trelease, “From chalkboard, slides, and paper to e-learning: How
computing technologies have transformed anatomical sciences education”,
Anatomical sciences education, vol. 9 issue (6), pp. 583-602, 2016.

[52] E. C. Pearce, Anatomi dan Fisiologis Untuk Para Medis, Alih Bahasa: Sri
Yuliani Handoyo, Jakarta: Gramedia Pustaka Utama, 2006, pp. 141-142.

[53] K. Irianto, /lmu Kesehatan Masyarakat. Bandung: Alfabet, 2014.

[54] B.W. Turney, “Anatomy in a Modern Medical Curriculum”. Annals of the
Royal College of Surgeons of England, vol. 89 issue (2). 104-107, 2007.

[55] K.L.Moore, A. M. R. Agur, Anatomi Klinis Dasar, Jakarta: Hipokrates, 2002.

[56] M. Fernandez, “Augmented Virtual Reality: How to Improve Education
Systems”, Higher Learning Research Communications, vol. 7 issue (1), pp.
1-15,2017.

[57] R. T. Azuma, “A Survey of Augmented Reality”, Journal Presence:
Teleoperators and Virtual Environments vol. 6 issue (4), pp. 355-385, 1997.

[58] R. Ellaway, “eMedical teacher”, Med Teach, vol. 32 issue (3), pp. 791-793,
2010.

[59] M. Madary, T. Metzinger, “Recommendations for Good Scientific Practice
and the Consumers of VR-Technology”, Frontiers in Robotics and Al, vol. 3
issue (3), pp. 1-23, 2016.

[60] M. Kiourexidou, N. Antonopoulos, M. Sgantzos, A. Veglis, “Augmented
Reality for the Study of Human Heart Anatomy”, International Journal of
Electronics Communication and Computer Engineering, vol. 6 issue (6), pp.
658-663, 2015.

[61] P. E. Kourouthanassis, C. Boletsis, G. Lekakos, “Demystifying The Design of
Mobile Augmented Reality”, Multimedia Tools and Applications, vol. 74
issue (3), pp. 1045-1066, 2013.

[62] T. Coimbra, T. Cardoso, A. Mateus, “Augmented Reality: an Enhancer for
Higher Education Students in Math's learning?”” Procedia Computer Science,
vol. 67, pp. 332-339, 2015.

[63] E. Ortman, K. Swedlund, “Guidelines for User Interactions in Mobile
Augmented Reality”. Umea University, 2012.

88



Anallisis Respon Afektif Pengguna Media Pembelajaran Anatomi Cranium Berbasis Augmented

Reality

Menggunakan Kansei/Affective Engineering

MAULUDY RAKHMAN, Adhistya Erna Permanasari, S.T., M.T., Ph.D ; Sunu Wibirama, Dr.Eng. Ir., S.T., M.Eng., IPNV

Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

UNIVERSITAS
GADJAH MADA

[64] M. Kavakli, “A people - centric framework for mobile augmented reality
systems (MARS) design: ArcHIVE 4Any”, Human-Centric Computing and
Information Sciences, vol. 5 issue (37), pp. 1-21, 2015.

[65] M. D. Sa, E. Churchill, “Mobile Augmented Reality: Exploring Design and
Prototyping Techniques”, Proceedings of the 14th international conference on
Human-computer interaction with mobile devices and services, pp. 221-230,
2012.

[66] S.S.Jamali, M. F. Shiratuddin, K. W. Wong, C. L. Oskam, “Utilising Mobile-
Augmented Reality for Learning Human Anatomy”, Procedia - Social and
Behavioral Sciences, vol. 197, pp. 659-668, 2015.

[67] M. Kurniawan, Suharjito, Diana, G. Witjaksono. “Human Anatomy Learning
Systems Using Augmented Reality on Mobile Application”. Procedia
Computer Science, vol. 135, pp. 80-88, 2018.

[68] H. Hazidar, R. Sulaiman, “Visualization cardiac human anatomy using
augmented reality mobile application”, linternational Journal of Electronic
Communication and Computer Engineering, vol. 5 issue (3), pp. 497-501,
2014.

[69] D. T. Nicholson, C. Chalk, W. R. Funnell, S. J. Daniel, “Can virtual reality
improve anatomy education? A randomised controlled study of a computer-
generated three-dimensional anatomical ear model”, Medical education, vol.
40 issue (11), pp. 1081-1087, 2006.

[70] J. Delello, R. McWhorter, K. Camp, Kerri, “Integrating augmented reality in
higher education--A multidisciplinary study of student perceptions”, Journal
of Educational Hypermedia and Multimedia, vol. 24 issue (3), pp. 209-233,
2015.

[71] M. Nagamachi, A.M. Lokman, Innovations of Kansei Engineering, Eds., A B.
Badiru, New York: CRC Press Taylor & Francis Group, 2011.

[72] S. Schutte, “Engineering Emotional Values in Product Design -Kansei
Engineering in Development”, PhD Dissertation, Linkoping University
Institute of Technology, 2005.

[73] M. Nagamachi, Kansei/Affective Engineering, France: CRC Press Taylor
Group, 2011

[74] Sugiyono, Metode Penelitian Kuantitatif, Kualitatif, dan R&D, Bandung:
Alfabeta, 2017.

[75] J. F. Hair, W. C. Black, B. J. Babin, R. E. Anderson, Multivariate data analysis
(Seventh Ed). UK: Pearson, 2010

[76] S. Irshad, D. R. A. Rambli, “Preliminary User eXperience Framework for
Designing Mobile Augmented reality Technologies”, 4th International
Conference on Interactive Digital Media (ICIDM), pp. 125-130. 2015.

[77] C. Diaz, M. Hincapie, G. Moreno, “How the Type of Content in Educative
Augmented Reality Application Affects the Learning Experience”, Procedia
Computer Science, vol. 75, pp. 205-212, 2015.

[78] A. M. Lokman, Emotional User Experience in Web Design: The Kansei
Engineering Approach, PhD Dissertation, Universiti Teknologi Mara (UiTM)
Malaysia, 2009.

&9



