DAFTAR PUSTAKA

Chang, H. Y., Binali, T., Liang, J. C., Chiou, G. L., Cheng, K. H., Lee, S. W. Y., &
Tsai, C. C. (2022). Ten years of augmented reality in education: A eta-analysis
of (quasi-) experimental studies to investigate the impact. Computers and
Education, 191 (September), 104641.
https://doi.org/10.1016/j.compedu.2022.104641

Devagiri, J. S., Paheding, S., Niyaz, Q., Yang, X., & Smith, S. (2022). Augmented
Reality and Artificial Intelligence in industry: Trends, tools, and future
challenges. Expert Systems with Applications, 207.
https://doi.org/10.1016/j.eswa.2022.118002

Dhiya, M. D., & Fiandra, Y. (2020). Perancangan Adaptasi Karakter Animasi 2d
Dongeng Sabuk Nabi Sulaiman Karya Mb. Rahimsyah Ar Untuk Anak-anak.

of Art & . 7(2), 889-894.
https://openlibrarypublications.telkomuniversity.ac.id/index.php/artdesign/arti
cle/view/12428%0Ahttps://openlibrarypublications.telkomuniversity.ac.id/inde
x.php/artdesign/article/download/12428/12205

Hadi Purwanto, 1., Makhasin, Z., Irsyad, S., & Zulfi Ardiyanto, F. (2022). Analisis
Teknik Marker Based Tracking Sebagai Media Pengenalan Rumah Adat Di
Indonesia Berbasis Augmented Reality. Smart Comp: Jurnalnya Orang Pintar
Komputer, 11(1), 71-75. https://doi.org/10.30591/smartcomp.v11i1.3190

Julio, L., Jerwin, F., Salmon, A., Lumenta, M., Sugiarso, B. A., Elektro, T., Sam,
U, Manado, R., & Manado, J. K. B. (2020).
jm_informatika, +Langie+Julio+Fransisco+Jerwin. 15(3), 239-246.

Kumar, H. (2022). Augmented reality in online retailing: a systematic review and
research agenda. [International Journal of Retail and Distribution
Management, 50(4), 537-559. https://doi.org/10.1108/IJRDM-06-2021-0287

Makhataeva, Z., & Varol, H. A. (2020). Augmented reality for robotics: A review.
Robotics, 9(2). https://doi.org/10.3390/ROBOTICS9020021



72

Mashuri, D. K., & Budiyono. (2020). Pengembangan Media Pembelajaran Video
Animasi Materi Volume Bangun Ruang untuk SD Kelas V. Jurnal Penelitian
Pendidikan Guru Sekolah Dasar, 8(5), 893-903. file:///D:/Semester 7/jurnal
kajian relevan/32509-78001-1-PB (1).pdf

Mercier, J., Chabloz, N., Dozot, G., Ertz, O., Bocher, E., & Rappo, D. (2023).
BiodivAR: A Cartographic Authoring Tool for the Visualization of Geolocated
Media in Augmented Reality. ISPRS International Journal of
Geo-Information, 12(2). https://doi.org/10.3390/1j2112020061

Morimoto, T., Kobayashi, T., Hirata, H., Otani, K., Sugimoto, M., Tsukamoto, M.,
Yoshihara, T., Ueno, M., & Mawatari, M. (2022). XR (Extended Reality:
Virtual Reality, Augmented Reality, Mixed Reality) Technology in Spine
Medicine: Status Quo and Quo Vadis. Journal of Clinical Medicine, 11(2).
https://doi.org/10.3390/jcm11020470

Nasher, F., & Aditya, D. (2022). Pemanfaatan Teknologi Augmented Reality Pada
Sistem Pernapasan Manusia Berbasis Android Dengan Menggunakan Metode
Marker Based Tracking Sebagai Media Pembelajaran. Media Jurnal
Informatika, 14(1), 10. https://doi.org/10.35194/mji.v14i1.1918

Oktaviani, A. T., Patmanthara, S., & Rosyid, H. A. (2020). Pengembangan Modul
Pembelajaran Animasi 2D dan 3D Bermuatan Model Pembelajaran
Project-Based Learning untuk Siswa SMK Kompetensi Keahlian Multimedia.
TEKNO: Jurnal Teknologi Elektro Dan Kejuruan, 30(2), 1-13.

Panjaitan, N. Q., Yetti, E., & Nurani, Y. (2020). Pengaruh Media Pembelajaran
Digital Animasi dan Kepercayaan Diri terhadap Hasil Belajar Pendidikan
Agama Islam Anak. Jurnal Obsesi : Jurnal Pendidikan Anak Usia Dini, 4(2),
588. https://doi.org/10.31004/obsesi.v4i2.404

Prasetya, W. A., Suwatra, I. . W., & Mahadewi, L. P. P. (2021). Pengembangan
Video Animasi Pembelajaran Pada Mata Pelajaran Matematika. Jurnal
Penelitian Dan Pengembangan Pendidikan, 5(1), 60-68. file:///D:/Semester
7/jurnal kajian relevan/32509-78001-1-PB (1).pdf



73

Rahmi, A. (2021). 12 Prinsip Animasi Pada Gerak Karakter Skeletal Animation
“Achoo.”  DESKOVI: Art and  Design  Journal, 4(2), 12.
https://doi.org/10.51804/deskovi.v4i2.914

Saez-Lopez, J. M., Cozar-Gutiérrez, R., Gonzélez-Calero, J. A., & Carrasco, C. J.
G. (2020). Augmented reality in higher education: An evaluation program in
initial teacher training. Education Sciences, 10(2).
https://doi.org/10.3390/educsci10020026

Sakai, D., Joyce, K., Sugimoto, M., Horikita, N., Hiyama, A., Sato, M., Devitt, A.,
& Watanabe, M. (2020). Augmented, virtual and mixed reality in spinal
surgery: A real-world experience. Journal of Orthopaedic Surgery, 28(3),
1-12. https://doi.org/10.1177/2309499020952698

Sari, A., & Adrian, Q. J. (2020). Implementasi Augmented Reality Pada Buku “the
Art of Animation: 12 Principles.” Jurnal Informatika Dan Rekayasa
Perangkat Lunak, 1(1), 109—119. https://doi.org/10.33365/jatika.v1i1.230

Sudirman, Abdul Kadir Jaelani, I Ketut Widiada, Muhammad Tahir, & Radiusma.
(2021). Pelatihan Pembuatan Media Video dan Audio Visual Bagi Guru SD
Negeri Gugus V Kecamatan Batukliang Utara Lombok Tengah. Jurnal
Pengabdian Magister Pendidikan IPA, 4(4), 279-284.
https://doi.org/10.29303/jpmpi.v4i4.1112

Turner, C. (2022). Augmented Reality, Augmented Epistemology, and the
Real-World ~ Web.  Philosophy  and  Technology,  35(1), 1-28.
https://doi.org/10.1007/s13347-022-00496-5

Wang, Y., Ko, E., & Wang, H. (2022). Augmented reality (AR) app use in the
beauty product industry and consumer purchase intention. Asia Pacific
Journal of  Marketing and Logistics, 34(1), 110-131.
https://doi.org/10.1108/APJIML-11-2019-0684

Wijaya, A., Sahputra, E., & Kornengsih, R. (2020). Implementasi Resource
Assignement Algorithm Pada Aplikasi Bahasa Latin Flora Dan Fauna Untuk
Pelajar Berbasis Android. Jurnal Media Infotama, 16(1), 9-15.
https://doi.org/10.37676/jmi.v16i1.1123



74

Waulandari, H., Sari, M., & Mutmainna, S. (2023). Literasi Digital Animasi Dunia
Glen sebagai Media Pembelajaran Bahasa Indonesia di MI/SD. Mahaguru :
Jurnal Pendidikan Guru Sekolah Dasar, 4(1), 119-126.

Zhan, T., Yin, K., Xiong, J., He, Z., & Wu, S. T. (2020). Augmented Reality and
Virtual Reality Displays: Perspectives and Challenges. IScience, 23(8),
101397. https://doi.org/10.1016/j.is¢i.2020.101397



