
 

83 

DAFTAR PUSTAKA  

 

[1]  "Museum Definition," 31 10 2013. [Online]. Available: 

http://icom.museum/the-vision/museum-definition/. 

[2]  "Daftar Profil Museum se-Indonesia," Asosiasi Museum Indonesia, [Online]. 

Available: http://asosiasimuseumindonesia.org/anggota.html. [Accessed 14 8 

2014]. 

[3]  "Data Jumlah Pengunjung Museum di Indonesia Tahun 2006-2008," Pusat 

Pengelolaan Data dan Sistem Jaringan Depbudpar, 2009. 

[4]  "Daftar Jumlah Pengunjung Museum Anggota Barahmus DIY," Badan 

Musyawarah Musea (Barahmus), Yogyakarta, 2012. 

[5]  "APJII: penguna internet di Indonesia terus meningkat," Antara News, 

[Online]. Available: http://www.antaranews.com/berita/414167/apjii-

penguna-internet-di-indonesia-terus-meningkat. [Accessed 15 6 2014]. 

[6]  "41 Juta Masyarakat Indonesia Miliki Smartphone, 95%-nya Digunakan di 

Rumah," The Marketeers, [Online]. Available: http://www.the-

marketeers.com/archives/41-juta-masyarakat-indonesia-miliki-smartphone-

95nya-digunakan-di-rumah.html#.U51d5HbcAu8. [Accessed 15 6 2014]. 

[7]  "Gartner," 14 May 2013. [Online]. Available: 

http://www.gartner.com/newsroom/id/2124315. 

[8]  F. Zhou, H. B.-L. Duh and M. Billinghurst, "Trends in Augmented Reality 

Tracking, Interaction and Display: A Review of Ten Years of ISMAR," in 

IEEE International Symposium on Mixed and Augmented Reality, 

Cambridge, 2008.  

[9]  A. B. Tillon, I. Marchal and P. Houlier, "Mobile augmented reality in the 

museum: Can a lace-like technology take you closer to works of art?," in 

IEEE International Symposium on Mixed and Augmented Reality, Basel, 

2011.  

[10]  A.-C. Haugstvedt and J. Krogstie, "Mobile augmented reality for cultural 

heritage: A technology acceptance study," in IEEE International Symposium 

on Mixed and Augmented Reality, Atlanta, 2012.  

[11]  T. Miyashita, P. Meier, T. Tachikawa, S. Orlic, T. Eble, V. Scholz, A. Gapel, 

O. Gerl, S. Arnaudov and S. Lieberknecht, "An Augmented Reality Museum 

Guide," in IEEE International Symposium on Mixed and Augmented Reality, 

Cambridge, 2008.  

PENGEMBANGAN METODE VISUALISASI KUIS MOBILE AUGMENTED REALITY BERBASIS
PELACAKAN TANPA PENANDA UNTUK
APLIKASI PEMBELAJARAN MUSEUM
ADITYA RIZKI Y., Selo, S.T., M.T., M. Sc., Ph.D.; Bimo Sunarfri Hantono, S.T., M.Eng.
Universitas Gadjah Mada, 2015 | Diunduh dari http://etd.repository.ugm.ac.id/



 

84 

[12]  A. S. Al-Khalifa and H. S. Al-Khalifa, "Developing Interactive Quizzes 

Using LAYAR Augmented Reality: Lessons Learned," in Sixth International 

Conference on Next Generation Mobile Applications, Services and 

Technologies, 2012.  

[13]  J. Froschauer, J. Zweng, D. Merkl, M. Arends, D. Goldfarb and M. 

Weingartner, "ARTournament: A Mobile Casual Game to Explore Art 

History," in Advanced Learning Technologies (ICALT), 2012 IEEE 12th 

International Conference, 2012.  

[14]  A. Giemza, P. Verheyen and H. U. Hoppe, "Challenges in scaling mobile 

learning applications: the example of quizzer," in Wireless, Mobile and 

Ubiquitous Technology in Education (WMUTE), 2012 IEEE Seventh 

International Conference, 2012.  

[15]  S. C.-Y. Yuen, G. Yaoyuneyong and E. Johnson, "Augmented Reality: An 

Overview and Five Directions for AR in Education," Journal of Educational 

Technology Development and Exchange, pp. 119-140, 2011.  

[16]  L. Marion, "Designing Downtown: A Mobile Augmented Reality Tour of 

Downtown Atlanta (Doctoral dissertation)," Georgia Institute of Technology, 

Atlanta, 2013. 

[17]  A. Angelopoulou, D. Economou, V. Bouki, A. Psarrou, L. Jin, C. Pritchard 

and F. Kolyda, "Mobile Augmented Reality for Cultural Heritage," in Mobile 

Wireless Middleware, Operating Systems, and Applications, Berlin 

Heidelberg, 2012.  

[18]  D. H. Lee and J. Park, "Augmented reality based museum guidance system 

for selective viewings," in Digital Media and its Application in Museum & 

Heritages, 2007.  

[19]  I. Radu, " Why should my students use AR? A comparative review of the 

educational impacts of augmented-reality," in Mixed and Augmented Reality 

(ISMAR), 2012 IEEE International Symposium, 2012.  

[20]  H. Mitsuhara, H. Ogata, K. Kanenishi and Y. Yano, "Real World Interaction 

Oriented Edutainment using Ubiquitous Devices," in Wireless, Mobile and 

Ubiquitous Technology in Education, 2006. WMUTE'06. Fourth IEEE 

International Workshop, 2006.  

[21]  A. Damala, P. Cubaud, A. Bationo, P. Houlier and I. Marchal, "ridging the 

gap between the digital and the physical: design and evaluation of a mobile 

augmented reality guide for the museum visit," Proceedings of the 3rd 

international conference on Digital Interactive Media in Entertainment and 

PENGEMBANGAN METODE VISUALISASI KUIS MOBILE AUGMENTED REALITY BERBASIS
PELACAKAN TANPA PENANDA UNTUK
APLIKASI PEMBELAJARAN MUSEUM
ADITYA RIZKI Y., Selo, S.T., M.T., M. Sc., Ph.D.; Bimo Sunarfri Hantono, S.T., M.Eng.
Universitas Gadjah Mada, 2015 | Diunduh dari http://etd.repository.ugm.ac.id/



 

85 

Arts (ACM), pp. 120-127, 2008.  

[22]  P. Milgram and F. Kishino, "A Taxonomy Of Mixed Reality Visual Displays," 

in IEICE Transactions on Information Systems, 1994.  

[23]  S. Zlatanova, "Augmented Reality Technology," TU Delft, Section GIS 

technology, Faculty of Civil Engineering and Geosciences, Delft, 2002. 

[24]  R. Azuma, B. Hoff, H. Neely III and R. Sarfaty, "A motion-stabilized outdoor 

augmented reality system," in Virtual Reality, 1999.  

[25]  T. H. Höllerer and S. K. Feiner, "Mobile Augmented Reality," in 

Telegeoinformatics: Location-Based Computing and Services, 2004.  

[26]  C. Ludwig and C. Reimann, "Augmented reality: Information at focus," in 

Cooperative Computing & Communication Laboratory (Volume 4. No. 1), 

2005.  

[27]  D. v. Krevelen and R. Poelman, "A Survey of Augmented Reality 

Technologies, Applications and Limitations," The International Journal of 

Virtual Reality, pp. 1-20, 2010.  

[28]  "Merriam-Webster Dictionary," [Online]. Available: http://www.merriam-

webster.com/dictionary/visualization. [Accessed 15 3 2015]. 

[29]  B. B. Bederson and B. Shneiderman, The Craft of Information Visualization: 

Readings and Reflections, Morgan Kaufmann, 2003.  

[30]  "Wikipedia," [Online]. Available: http://en.wikipedia.org/wiki/Quiz. 

[Accessed 15 3 2015]. 

[31]  D. Kalkofen, C. Sandor, S. W. White and D. Schmalstieg, "Visualization 

Techniques for Augmented Reality," in Handbook of Augmented Reality, 

Springer Science+Business Media, 2011.  

[32]  J. Looser, R. e. Grasset and M. Billinghurst, "A 3D Flexible and Tangible 

Magic Lens in Augmented Reality," 2007.  

[33]  V. Geroimenko, "Augmented Reality Technology and Art: The Analysis and 

Visualization of Evolving Conceptual Models," in Information Visualisation 

(IV), 2012 16th International Conference, 2012.  

[34]  R. Azuma, B. Hoff, I. H. E. Neely, R. Sarfaty, M. J. Daily, G. Bishop, L. 

Vicci, G. Welch, U. Neumann, S. You, R. Nichols and J. Cannon, "Making 

augmented reality work outdoors requires hybrid tracking," IWAR 1998, pp. 

219-224, 1998.  

[35]  P. Lang, A. Kusej, A. Pinz and G. Brasseur, "Inertial tracking for Mobile 

PENGEMBANGAN METODE VISUALISASI KUIS MOBILE AUGMENTED REALITY BERBASIS
PELACAKAN TANPA PENANDA UNTUK
APLIKASI PEMBELAJARAN MUSEUM
ADITYA RIZKI Y., Selo, S.T., M.T., M. Sc., Ph.D.; Bimo Sunarfri Hantono, S.T., M.Eng.
Universitas Gadjah Mada, 2015 | Diunduh dari http://etd.repository.ugm.ac.id/



 

86 

Augmented Reality," IEEE IMTC, vol. 2, pp. 1583-1587, 2002.  

[36]  A. Pinz, M. Brandner, H. Ganster, A. Kusej, P. Lang and M. Ribo, "Hybrid 

tracking for augmented reality," ÖGAI Journal, 2002.  

[37]  G. Klein and T. Drummond, "Robust visual tracking for non-instrumented 

Augmented Reality," ISMAR 2003, pp. 113-122, 2003.  

[38]  E. Foxlin, Y. Altshuler, L. Naimark and M. Harrington, "Flight Tracker: A 

novel optical/inertial tracker for cockpit enhanced vision," ISMAR '04, pp. 

212-221, 2004.  

[39]  K. Satoh, S. Uchiyama and H. Yamamoto, "A head tracking method using 

bird’s-eye view camera and gyroscope," ISMAR '04, pp. 202-211, 2004.  

[40]  K. Satoh, S. Uchiyama, H. Yamamoto and H. Tamura, "Robust vision-based 

registration utilizing bird’s-eye view with user’s view," ISMAR '03, pp. 46-

55, 2003.  

[41]  G. Reitmayr and T. Drummond, "Going out: robust model-based tracking for 

outdoor augmented reality," ISMAR '06, pp. 109-118, 2006.  

[42]  G. Bleser, H. Wuest and D. Stricker, "Online camera pose estimation in 

partially known and dynamic scenes," ISMAR '06, pp. 56-65, 2006.  

[43]  A. J. Davison, "Real-time simultaneous localisation and mapping with a 

single camera," in Computer Vision, 2003. Proceedings. Ninth IEEE 

International Conference, 2003.  

[44]  A. J. Davison, W. W. Mayol and D. W. Murray, "Real-time localization and 

mapping with wearable active vision.," in Mixed and Augmented Reality, 

2003. Proceedings. The Second IEEE and ACM International Symposium, 

2003.  

[45]  G. Klein and D. Murray, "Parallel tracking and mapping for small AR 

workspaces," in Mixed and Augmented Reality, 2007. ISMAR 2007. 6th IEEE 

and ACM International Symposium, 2007.  

[46]  R. T. Azuma, "A survey of augmented reality.," Presence, vol. 6, no. 4, pp. 

355-385, 1997.  

[47]  "metaio Developer Portal," 31 10 2013. [Online]. Available: 

http://dev.metaio.com/. 

[48]  J. Martin, Rapid Application Development, Macmillan, 1991.  

[49]  L. Long and N. Long, Computers: Information Technology in Perspective, 

Pearson Education, 2005.  

PENGEMBANGAN METODE VISUALISASI KUIS MOBILE AUGMENTED REALITY BERBASIS
PELACAKAN TANPA PENANDA UNTUK
APLIKASI PEMBELAJARAN MUSEUM
ADITYA RIZKI Y., Selo, S.T., M.T., M. Sc., Ph.D.; Bimo Sunarfri Hantono, S.T., M.Eng.
Universitas Gadjah Mada, 2015 | Diunduh dari http://etd.repository.ugm.ac.id/



 

87 

[50]  C. Britton and J. Doake, Object-Oriented Systems Development, McGraw-

Hill, 2001.  

[51]  G. Marakas, System Analysis Design: an Active Approach, New York: 

Mc.Graw-Hill, 2006.  

[52]  J. Kendall and K. Kendall, Analisis dan Perancangan Sistem, Jakarta: Indeks, 

2010.  

[53]  R. S. Pressman, Software Engineer: A Practitioner's Approach 7th Ed., New 

York: Mc Graw Hill, 2010.  

[54]  L. Williams, "Testing Overview and Black-Box Testing Techniques," 2006. 

[55]  H. Mardianto, Buku Panduan Museum Sonobudoyo, Yogyakarta: 

Departemen Pendidikan dan Kebudayaan, Bagian Proyek Pembinaan 

Permuseuman Daerah Istimewa Yogyakarta., 2014.  

[56]  A. R. Yudiantika, S. Sulistyo and B. S. Hantono, "Evaluasi Metode Pelacakan 

Tanpa Marker pada Metaio SDK untuk Pengembangan Aplikasi Kuis 

Berbasis Augmented Reality," in Seminar Nasional Teknologi Informasi dan 

Multimedia, Yogyakarta, 2014.  

[57]  "Kevan Shaw Lighting Design, Lecture, Forum for exhibitors in 

Norrkoping," [Online]. Available: www.kevan-

shaw.com/ksld_upload/pdf/museum_lecture. [Accessed 1 7 2014]. 

[58]  R. Ajmat, J. Sandoval, F. A. Sema, B. O’Donell, S. Gor and H. Alonso, 

"Lighting design in museums: exhibition vs preservation," WIT Transactions 

on The Built Environment, vol. 118, 2011.  

[59]  "What effect does exposure to light have on a museum’s collections?," 

Philadelphia Museum of Art, [Online]. Available: 

http://www.philamuseum.org/conservation/10.html?page=2. [Accessed 13 

July 2014]. 

[60]  A. R. Yudiantika, S. Sulistyo and B. S. Hantono, "Pengaruh Karakteristik dan 

Pencahayaan Objek terhadap Pelacakan Tanpa Penanda dalam Ruang 

Tertutup pada Aplikasi Mobile Augmented Reality," in Conference on 

Information Technology and Electrical Engineering, Yogyakarta, 2014.  

 

 

PENGEMBANGAN METODE VISUALISASI KUIS MOBILE AUGMENTED REALITY BERBASIS
PELACAKAN TANPA PENANDA UNTUK
APLIKASI PEMBELAJARAN MUSEUM
ADITYA RIZKI Y., Selo, S.T., M.T., M. Sc., Ph.D.; Bimo Sunarfri Hantono, S.T., M.Eng.
Universitas Gadjah Mada, 2015 | Diunduh dari http://etd.repository.ugm.ac.id/


	DAFTAR PUSTAKA

