DAFTAR PUSTAKA

[1] E. Usada, "Rancang Bangun Modul Praktikum Teknik Digital Berbasis Mobile
Augmented Reality," Jurnal Infotel, vol. 6, no. 2, pp. 83-88, 2014.

[2] B. Fuhrt, Hand Book Of Augmented Reality, Florida: Springer, 2011.

[3]1 A. Burhanudin, Pengembangan Media Pembelajaran Augmented Reality Pada Mata
Pelajaran Dasar Elektronika di SMK Hamong Putera 2 Pakem, Yogyakarta:
Universitas Negeri Yogyakarta, 2017.

[4] Rachel Chrysilla Tljono, R Rizal Isnanto, Kurniawan Teguh Martono, "Penerapan
Teknologi Augmented Reality Sebagai Sarana Promosi Produk "Sarana Sejahtera
Wilson's Office Chairs" berbasis Android," Jurnal Teknologi dan Sistem Komputer,
vol. 3, no. 4, pp. 493-502, 2015.

[5] Ni Komang Oktari Permata Sari, Padma Nyoman Crisnapati, Made Windu Antara
Kesiman, | Made Gede Sunarya, "Pengembangan Aplikasi Augmented Reality Book
Pengenalan Tata Letak Bangunan Pura Goa Lawah dan Pura Goa Gaja," JPTK,
UNDIKSHA, vol. 11, no. 2, pp. 75-78, 2014.

[6] Unity, "Brand Asset,” Unity, [Online]. Available: https://unity.com/brand. [Accessed
2020].

[71 A. Zainet, Implementasi Virtual Laboratory Sistem Komunikasi Optik Berbasis
Augmented Reality, Bandung: Universitas Telkom, 2019.

(8] Unity, "Vuforia SDK Overview," Unity, [Online]. Available:
https://docs.unity3d.com/2017.2/Documentation/Manual/vuforia-sdk-overview.html.
[Accessed 2020].

[9] Blender, "Official Logo," Blender, [Online]. Available:
https://www.blender.org/about/logo/. [Accessed 2020].

[10] C. T. University, "Info kursus: DTH2D3-APLIKASI MIKROKONTROLER DAN
ANTARMUKA," CeLOE  Telkom University, [Online]. Available:
https://cds.telkomuniversity.ac.id/course/info.php?id=983. [Accessed 2020].

[11] B. University, "Mengenal Miktokontroler,” Binus University, 12 November 2019.
[Online]. Awvailable: https://binus.ac.id/bandung/2019/11/mengenal-mikrokontroler.
[Accessed 5 Desember 2020].

[12] U. N. Yogyakarta, "Universitas Negeri Yogyakarta,” MODUL 1 Mendeskripsikan
Mikroprosesor, sistem Mikroprosesor, dan Mikrokontroler, [Online]. Available:

51



http://staffnew.uny.ac.id/upload/131655274/pendidikan/07+Modul+Bahan+Ajar-
01.pdf. [Accessed 5 Desember 2020].

[13] R. Y. Purba, Penerapan Augmented Reality Sebagai Media Informasi Bank Baterai di
PT. Telkom Witel Bandung, Bandung: Universitas Telkom, 2019.

52



