Implementasi Back End Digital Signage Berbasis Kendali Gerakan Mata dengan Tobii Eye Tracker 4C
IBNU AKBAR, Dr. Eng. Ir. Sunu Wibirama, S.T., M.Eng., IPM.;Ir. P. Insap Santosa, M.Sc., Ph.D., IPU.

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

UNIVERSITAS
GADJAH MADA

REFERENSI

[1] Ramadhani A.F., Choiriyah D., and Nandiwardhana G., “Pengembangan Sistem Digital Signage Interaktif
Berbasis Eye Tracking dengan Analisis User Experience untuk Display Informasi Kampus,” B.E.
Undergraduate Thesis, Departement of Electrical and Information Engineering, Universitas Gadjah Mada,
Sleman, Indonesia, 2019.

[2] Kumar, K. &. (2020). Design Thinking in Engineering Realm. En Design Thinking to Digital Thinking (pags.
17-38). Springer.

[3] Tom Tullis, B. A. (2013). Chapter 3 - Planning. En Measuring the User Experience (Second Edition) (pags. 41-
62). Elsevier Inc.

[4] M. Schrepp, A. H. (2017). Construction of a benchmark for the User experience Questionnaire (UEQ).
International Journal of Interactive Multimedia and Artificial Intelligence, 4(4), 40-44.

[5] Zhiwei Guan, S. L. (2006). The Validity of the Stimulated Retrospective Think-Aloud Method as Measured by
Eye Tracking. Montréal, Québec: Department of Technical Communication, University of Washington,
Seattle.

[6] Andreas Hinderks, M. S. (s.f.). User Experience Questionnaire. (Team UEQ) Recuperado el 17 de June de 2020,
de www.ueg-online.org

[7] Jakob Nielsen, T. K. (1993). A mathematical model of the finding of usability problems. INTERACT '93 and
CHI '93 Conference. New York.

[8] CSS3Gen. (s.f.). CSS3 Webkit. (CSS3Gen) Recuperado el 17 de June de 2020, de https://css3gen.com/css3-
webkit/

[9] Matt Zabriskie, N. U. (January de 2020). npm axios. (Github) Recuperado el 17 de June de 2020, de
https://www.npmjs.com/package/axios

[10] Neostack. (s.f.). React Slick. (Neostack) Recuperado el 17 de June de 2020, de https://react-
slick.neostack.com/docs/get-started/

[11] Material-Ul. (s.f.). Material-Ul. (Material-Ul) Recuperado el 17 de June de 2020, de https://material-ui.com/

[12] Sunu Wibirama, H. A. (2017). Evaluating 3D gaze tracking in virtual space: A computer graphics approach.
Entertainment Computing, 21, 11-17.

[13] STF. (2020). Black Box Testing. (Software Testing Fundamentals) Recuperado el 18 de June de 2020, de
http://softwaretestingfundamentals.com/black-box-testing/

128



