[1]

[2]

3]

[4]
[5]

[6]

[7]

[8]

[9]

Daftar Pustaka

A. Aryasena, . R. . H. Ginardi dan F. Baskoro, “Perancangan Indoor Localization
Menggunakan Bluetooth Untuk Pelacakan Posisi Benda di Dalam Ruangan,”
JURNAL TEKNIK ITS, vol. 5, no. 2337-3539, pp. A326-A330, 2016.

P. Haryani dan J. Triyono, “Augmented Reality (AR) Sebagai Teknologi Interaktif
Dalam Pengenalan Benda Cagar Budaya Kepada Masyarakat,” Jurnal SIMETRIS,
vol. 8, no. 2252-4983, pp. 807-812, 2017.

J. P. Sari, E. dan A. Erlansari, “Rancang Bangun Aplikasi Layanan Berbasis Lokasi
Dengan Penerapan Augmented Reality Menggunakan Metode Markerless
Berbasis Android,” Jurnal Rekursif, vol. 2, no. 2303-0755, pp. 81-91, 2014.

M. Werner, Indoor Location-Based Services, New York: Springer, 2014.

Leantegra Inc, “Indoor Navigation: Why would Shopping Malls Deploy it?,”
Leantegra Inc, 2 August 2017. [Online]. Available:
https://leantegra.com/blog/indoor-navigation-why-would-shopping-malls-
deploy-it. [Diakses 16 July 2019].

F. M. Wibowo dan A. Burhanuddin, “Penerapan Kalman Filter Pada Metode
Trilaterasi Untuk Peningkatan Akurasi Estimasi Perhitungan Jarak Di Dalam
Ruangan,” Jurnal BETRIK, vol. 14, no. 2339-1871, pp. 6-102, 2018.

Researchgate, “lterative multilateration,” ResearchGate, January 2016.
[Online]. Available: https://www.researchgate.net/figure/Iterative-
multilateration_fig2 301666538. [Diakses 16 July 2019].

A. R. Winnersyah, F. Fahrianto dan N. Anggraini, “Identification and Position
Estimation Method with K-Nearest Neighbour and Home Occupants Activity
Pattern,” Semantic Scholar, 9 August 2018. [Online]. Available:
https://www.semanticscholar.org/paper/Identification-and-Position-
Estimation-Method-with-Winnersyah-
Fahrianto/d00112545835e2410bc9c00b3629e1a97e267c82. [Diakses 16 July
2019].

trzcacak.rs, “Bluetooth Beacons - Graphic Design,” trzcacak.rs, [Online].

Available: https://www.trzcacak.rs/imgm/hbhommx_bluetooth-beacons-
graphic-design/. [Diakses 16 July 2019].

[10] S. Statler, Beacon Technologies: The Hitchhiker’s Guide to the Beaconsystem, -

: Apress, 2016.

[11] B. Santoso, L. E. Nugroho dan H. A. Nugroho, “Pengaruh Keberadaan Objek

Manusia Terhadap Stabilitas Received Signal Strength Indicator (RSSI) Pada
Bluetooth Low Energy 4.0 (BLE),” TELEMATIKA, vol. 13, no. 1829-667x, pp. 11-
16, 2016.

70



[12] B. Santoso, L. Edi Nugroho dan H. Adi Nugroho, “Pengaruh Keberadaan Objek
Manusia Terhadap Stabilitas Received Signal Strength Indicator (RSSI) Pada
Bluetooth Low Energy 4.0 (BLE),” Telematika, vol. 13, pp. 11-16, 2016.

[13] A. J. Yves, “RSSl-based Indoor Localization Using RSSI-with-Angle-based
Localization Estimation Algorithm,” OMICS International, 20 August 2015.
[Online].  Available:  https://www.omicsonline.org/open-access/rssibased-
indoor-localization-using-rssiwithanglebased-localization-estimation-
algorithm-2090-4886-1000122.php?aid=59039. [Diakses 16 July 2019].

[14] J. Gausemeier dan dkk, “Design and VR/AR-based Testing of Advanced
Mechatronic Systems,” Virtual Reality & Augmented Reality in Industry, pp. 1-
37, 2009.

[15] D. Zahler, “9 Ways Augmented Reality Will Change Your Life,” Medium, 23 May
2018. [Online]. Available: https://medium.com/@danielzahler/a-3d-map-of-
the-world-how-ar-will-change-our-lives-c3e216750a7. [Diakses 16 July 2019].

[16] S. GmbH, “Indoor Positioning System,” Google Play Store, 30 August 2018.
[Online]. Available:
https://play.google.com/store/apps/details?id=com.sinepulse.ips&hl=in.
[Diakses 16 July 2019].

[17] WHERE.PLACE, “InMapz,” Google Play Store, 11 March 2019. [Online].
Available: https://play.google.com/store/apps/details?id=place.where.atmalls.
[Diakses 16 July 2019].

[18] B. A. A. Al'Aziz dan dkk, “DiRoom Navigation: Sistem Navigasi di Dalam Toko
Berbasis Realitas Tertambah,” 2018.

[19] Open Handset Alliance, “Android Overview,” [Online]. Available:
http://www.openhandsetalliance.com/android_overview.html. [Diakses 7
November 2018].

[20] International Data Corporation, “Smartphone OS Market Share,” [Online].
Available: https://www.idc.com/promo/smartphone-market-share/os.
[Diakses 7 November 2018].

[21] Android, “Bluetooth low energy overview,” 4 Oktober 2018. [Online]. Available:
https://developer.android.com/guide/topics/connectivity/bluetooth-le.
[Diakses 7 November 2018].

[22] Unity Technologies, “Multiplatform - Publish your game to over 25 platforms,”
[Online]. Available: https://unity3d.com/unity/features/multiplatform.
[Diakses 7 November 2018].

71



