DAFTAR PUSTAKA

Abubakar, H. R. I. (2021). Pengantar metodologi penelitian. SUKA-Press UIN
Sunan Kalijaga.

Billinghurst, M., Clark, A., & Lee, G. (2014). A survey of augmented
reality. Foundations and Trends in Human-Computer Interaction. Now
Publishers Inc. https://doi.org/10.1561/1100000049

Bahaddad, A., Almarhabi, K., & Alghamdi, A. (2024). Using augmented reality and
deep learning to enhance tourist experiences at landmarks in
Makkah. Journal of Autonomous Intelligence, 7(4).
https://doi.org/10.32629/jai.v7i4.1502

Chang, S., & Suh, J. (2025). The Impact of Digital Storytelling on Presence,
Immersion, Enjoyment, and Continued Usage Intention in. VR-Based
Museum Exhibitions. Sensors, 25(9). https://doi.org/10.3390/s25092914

Chen, C., Hu, X., & Fisher, J. (2024). What is ‘Being There’? An ontology of the
immersive experience. Annals - of the International Communication
Association, 48(4), 391-414.
https://doi.org/10.1080/23808985.2024.2382752

Couldry, N., & Hepp, A. (2023). Conceptualizing Mediatization:
In Mediatization(s) (pp. 14-24). Intellect Books.
https://doi.org/10.2307/j.ctv36xvs43.4

Fritz, F., Susperregui, A., & Linaza, M. T. (2005). Enhancing Cultural Tourism
Experiences With Augmented Reality Technologies. The 6th International
Symposium-on Virtual Reality, Archaeology and Cultural Heritage VAST.

Retrieved from
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.622.4265&rep=r
epl&type=pdf

Hasibuan, T. H., Ningtyas, S., Sari, J., Taufiqurrochman, & Ar-Rasyid, H. (2025).
Pengaruh Teknologi Augmented Reality terhadap Pengalaman Pengguna
dalam Desain Interior di Museum Wayang dan Fatahillah. Design
Journal, 3(1), 1-10. https://doi.org/10.58477/dj.v3i1.196

Haryanto, A. T. (2025). Bertumbuh, Jumlah Pengguna Internet Dunia Tembus 5,5
Miliar di 2025. Retrieved from https://inet.detik.com/cyberlife/d-
7780244/bertumbuh-jumlah-pengguna-internet-dunia-tembus-5-5-miliar-
di-2025

Intern, D. (2020). Apa itu Augmented Reality dan Contohnya? Retrieved from
https://www.dicoding.com/blog/apa-itu-augmented-reality-dan-contohnya/



https://doi.org/10.1561/1100000049
https://doi.org/10.32629/jai.v7i4.1502
https://doi.org/10.3390/s25092914
https://doi.org/10.1080/23808985.2024.2382752
https://doi.org/10.2307/j.ctv36xvs43.4
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.622.4265&rep=rep1&type=pdf
http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.622.4265&rep=rep1&type=pdf
https://doi.org/10.58477/dj.v3i1.196
https://inet.detik.com/cyberlife/d-7780244/bertumbuh-jumlah-pengguna-internet-dunia-tembus-5-5-miliar-di-2025
https://inet.detik.com/cyberlife/d-7780244/bertumbuh-jumlah-pengguna-internet-dunia-tembus-5-5-miliar-di-2025
https://inet.detik.com/cyberlife/d-7780244/bertumbuh-jumlah-pengguna-internet-dunia-tembus-5-5-miliar-di-2025
https://www.dicoding.com/blog/apa-itu-augmented-reality-dan-contohnya/

Jeong, J. H., & Lee, K. H. (2006). The physical environment in museums and its
effects on visitors’ satisfaction. Building and Environment, 41(7), 963-969.
https://doi.org/10.1016/j.buildenv.2005.04.004

Jeong, J. W., Kim, N. H., & In, H. P. (2020). Detecting usability problems in mobile
applications on the basis of dissimilarity in user behavior. International
Journal of Human Computer Studies, 1309.
https://doi.org/10.1016/j.ijhcs.2019.10.001

Leung, W. K. S., Chang, M. K., Cheung, M. L., & Shi, S. (2023). VR tourism
experiences and tourist behavior intention in COVID-19: an experience
economy and mood management perspective. Information Technology and
People, 36(3), 1095-1125. https://doi.org/10.1108/ITP-06-2021-0423

Maharani, A. D., Erythrea Nur Islami, M., & Hermawan, H. (2024). Augmented
Reality dan Pengalaman Wisata. Jurnal Kajian Pariwisata, 6(1), 64-74.
https://doi.org/10.51977/jiip.v6il.1654

Marti-Teston, A., Mufioz, A., Gracia, L., & Solanes, J. E. (2023). Using WebXR
Metaverse Platforms to Create Touristic Services and Cultural
Promotion. Applied Sciences (Switzerland), 13(14).
https://doi.org/10.3390/app13148544

Ni, S., & Livingstone, D. (2025). AR and Gamification in Museum Apps: Current
Challenges and Opportunities (pp. 51-61). Immersive Learning Research
Network. https://doi.org/10.56198/faj8aj28

Putri, V. K. M. (2025). Pengertian Para Ahli, Tujuan, Ciri-Ciri dan Jenisnya.
Retrieved from
https.//www.kompas.com/skola/read/2021/08/03/164904169/observasi-
pengertian-para-ahli-tujuan-ciri-ciri-dan-jenisnya

Putra, N. Y., & Sarudin, R. (2025). Analisis Penerapan Augmented Virtual Reality
Terhadap Minat Berkunjung ke Museum Nasional Indonesia. JIIP - Jurnal
IImiah lmu Pendidikan, 8(7), 8694-8701.
https://doi.org/10.54371/jiip.v8i7.8726

Prodnik, J. A. (2024). Towards a Critique of Mediatisation. TripleC, 22(1), 476—
497. https://doi.org/10.31269/triplec.v22i1.1505

Rahmawati, Y., & Suprijono, A. (2025). Pengaruh Media Augmented Reality
Berbasis Narasi Sejarah Terhadap Resiliensi Dan Motivasi Belajar Pada
Pembelajaran Sejarah Siswa Kelas X-1 Sman Negeri 1 Balen. AVATARA,
e-Journal Pendidikan Sejarah, 16(3), 1-13.

Rizky. (2024, April 24). Perkembangan Komunikasi Digital: Transformasi Dunia
Berbasis Teknologi. Retrieved from uma.ac.id:


https://doi.org/10.1016/j.buildenv.2005.04.004
https://doi.org/10.1016/j.ijhcs.2019.10.001
https://doi.org/10.1108/ITP-06-2021-0423
https://doi.org/10.51977/jiip.v6i1.1654
https://doi.org/10.3390/app13148544
https://doi.org/10.56198/faj8aj28
https://www.kompas.com/skola/read/2021/08/03/164904169/observasi-pengertian-para-ahli-tujuan-ciri-ciri-dan-jenisnya
https://www.kompas.com/skola/read/2021/08/03/164904169/observasi-pengertian-para-ahli-tujuan-ciri-ciri-dan-jenisnya
https://doi.org/10.54371/jiip.v8i7.8726
https://doi.org/10.31269/triplec.v22i1.1505

https://ilmukomunikasi.uma.ac.id/2024/04/10/perkembangan-komunikasi-
digital/

Sahria, Y., Haryoko, H., & Piskonata, Y. P. (2025). Pengembangan Aplikasi
Teknologi Augmented Reality untuk Mendukung Konsep Smart City
Daerah Istimewa Yogyakarta. Jutisi : Jurnal llmiah Teknik Informatika Dan
Sistem Informasi, 14(1), 238. https://doi.org/10.35889/jutisi.v14i1.2601

Shehade, M., & Stylianou-Lambert, T. (2020). Virtual reality in museums:
Exploring the experiences of museum professionals. Applied Sciences
(Switzerland), 10(11). https://doi.org/10.3390/app10114031

Sari, A. R. (2024). Penelitian Kualitatif: Metode Penelitian Kualitatif. Jurnal
EQUILIBRIUM, 5(January), 1-7.

Silverstone, R. (2002). Complicity and collusion in the mediation of everyday
life. New Literary History. https://doi.org/10.1353/nlh.2002.0045

Statistik- Telekomunikasi Indonesia 2024. (2024). Retrieved from Badan Pusat
Statistik
https://www.bps.go.id/id/publication/2025/08/29/beaa2be400eda6ce6c636
ef8/statistik-telekomunikasi-indonesia-2024.html

van Dijck; J. (2007). Mediated Memories in the Digital Age. Mediated Memories in
the Digital Age. Stanford University Press.
https://doi.org/10.1515/9780804779517

Zhang, J., Wan Yahaya, W. A. J., & Sanmugam, M. (2024, August 1). The Impact
of Immersive Technologies on Cultural Heritage: A Bibliometric Study of
VR, AR, and MR Applications. Sustainability -(Switzerland).
Multidisciplinary Digital Publishing Institute (MDPI).
https://doi.org/10.3390/su16156446



https://ilmukomunikasi.uma.ac.id/2024/04/10/perkembangan-komunikasi-digital/
https://ilmukomunikasi.uma.ac.id/2024/04/10/perkembangan-komunikasi-digital/
https://doi.org/10.35889/jutisi.v14i1.2601
https://doi.org/10.3390/app10114031
https://doi.org/10.1353/nlh.2002.0045
https://www.bps.go.id/id/publication/2025/08/29/beaa2be400eda6ce6c636ef8/statistik-telekomunikasi-indonesia-2024.html
https://www.bps.go.id/id/publication/2025/08/29/beaa2be400eda6ce6c636ef8/statistik-telekomunikasi-indonesia-2024.html
https://doi.org/10.1515/9780804779517
https://doi.org/10.3390/su16156446

	DAFTAR PUSTAKA

