DAFTAR PUSTAKA

Abu-Bader, S., & Jones, T. V. (2021). Statistical Mediation Analysis Using The
Sobel Test And Hayes Spss Process Macro. International Journal of
Quantitative and Qualitative Research  Methods, 9(1), 42-61.
https://ssrn.com/abstract=3799204

Al-Rahmi, W. M., Yahaya, N., Aldraiweesh, A. A., Alamri, M. M., Aljarboa, N.
A., Alturki, U., & Aljeraiwi, A. A. (2019). Integrating Technology Acceptance
Model with Innovation Diffusion Theory: An Empirical Investigation on
Students’ Intention to Use E-Learning Systems. IEEE Access, 7(February),
26797-26809. https://doi.org/10.1109/ACCESS.2019.2899368

Alamsyah, A., Rahmah, W., & Irawan, H. (2015). Sentiment analysis based on
appraisal theory for marketing intelligence in Indonesia’s mobile phone
market. Journal of Theoretical and Applied Information Technology, 82(2),
335-340.

Albeedan, M., Kolivand, H., & Hammady, R. (2023). Evaluating the Use of Mixed
Reality in CSI Training Through the Integration of the Task-Technology Fit
and Technology Acceptance Model. IEEE Access, 11(September), 114732—
114752. https://doi.org/10.1109/ACCESS.2023.3323949

Alhashim, 1. (n.d.). Depth of Field Simulation in Computer Graphics. Science, 1-
10.

Aglan, A. A. Q., Manjula, B., & Lakshman Naik, R. (2019). A study of sentiment
analysis: Concepts, techniques, and challenges. In Lecture Notes on Data
Engineering and Communications Technologies (Vol. 28, Issue January
2019). Springer Singapore. https://doi.org/10.1007/978-981-13-6459-4 16

Arena, F., Collotta, M., Pau, G., & Termine, F. (2022). An Overview of Augmented
Reality. Computers, 11(2). https://doi.org/10.3390/computers11020028

Ariatama, S., Adha, M. M., Rohman, Hartinio, A. T., & Ulpa, E. P. (2021).
Penggunaan Teknologi Virtual Reality (VR) sebagai Upaya Eskalasi Minat
dan Optimalisasi dalam Proses Pembelajaran Secara Online Dimasa
Pandemik. Semnas FKIP, 2, 1-12. http://repository.lppm.unila.ac.id/32006/

203



204

Arrahman, A. F., Lestari, D. P., Informatika, J. T., Teknologi, F., Universitas, 1.,
Studi, P., Matematika, K., Gunadarma, U., & Barat, J. (2018). APLIKASI
SIMULASI EVAKUASI GEMPA DAN KEBAKARAN. 155-165.

Astutik, N. W., Lestandy, M., & Irfan, M. (2024). Sentiment analysis tweet online
loans using naive bayes algorithm. AIP Conference Proceedings, 2927(1).
https://doi.org/10.1063/5.0192607

Balahadia, F. F. (2023). Development and Evaluation of TYFIREQUAKE : A
Virtual Reality Simulation for Disaster Preparedness of Children. 7, 1385-
1418. https://doi.org/10.25147/ijcsr.2017.001.1.108

Brooks, J. O., Goodenough, R. R., Crisler, M. C., Klein, N. D., Alley, R. L., Koon,
B. L., Logan, W. C., Ogle, J. H., Tyrrell, R. A., & Wills, R. F. (2010).
Simulator sickness during driving simulation studies. Accident Analysis and
Prevention, 42(3), 788—796. https://doi.org/10.1016/j.aap.2009.04.013

Carrasco, M. D. O. (2021). Application of mixed reality for improving architectural
design comprehension effectiveness. Automation in Construction, 126.
https://doi.org/10.1016/j.autcon.2021.103677

Carvalho, J. O., Long, J. D., Westervelt, H. J., Smith, M. M., & Bruce, J. M. (2021).
The Impact of Oculomotor Functioning on Neuropsychological Performance
in Huntington Disease. J Clin Exp Neuropsychol., 38(2), 217-226.
https://doi.org/10.1080/13803395.2015.1101054.The

Chandra, A. N. R., Jamiy, F. El, & ... (2019). A review on usability and performance
evaluation in virtual reality systems. International Conference on
Computational Science and Computational Intelligence.
https://doi.org/10.1109/CSCI49370.2019.00210

Chicco, D., Warrens, M. J., & Jurman, G. (2021). The coefficient of determination
R-squared is more informative than SMAPE, MAE, MAPE, MSE and RMSE
in regression analysis evaluation. Peer Computer Science, 7, 1-24.
https://doi.org/10.7717/PEERJ-CS.623

Ciccarelli, M., Brunzini, A., Papetti, A., & Germani, M. (2022). Interface and
interaction design principles for Mixed Reality applications: the case of

operator training in wire harness activities. Procedia Computer Science, 204,



205

540-547. https://doi.org/10.1016/j.procs.2022.08.066

Cosio, A. A. (2019). Virtual Reality Experiences While Driving: A User Acceptance
Model.

Dang, P., Zhu, J., Wu, J., Li, W., You, J., Fu, L., Shi, Y., & Gong, Y. (2022). A real
3D scene rendering optimization method based on region of interest and
viewing frustum prediction in virtual reality. In International Journal of
Digital Earth (\Vol. 15, Issue 1, pp. 1081-1100).
https://doi.org/10.1080/17538947.2022.2080878

Davis, F. D. (1985). A technology acceptance model for empirically testing new
end-user information systems: Theory and results. Management,
Ph.D.(January 1985), 291. https://doi.org/oclc/56932490

Delgado, J. M. D. (2020). A research agenda for augmented and virtual reality in
architecture, engineering and construction. Advanced Engineering
Informatics, 45. https://doi.org/10.1016/j.aei.2020.101122

Deng, S., Sinha, A. P., & Zhao, H. (2017). Resolving ambiguity in sentiment
classification: The role of dependency features. ACM Transactions on
Management Information Systems, 8(2—3). https://doi.org/10.1145/3046684

Dewi, C., Chen, R. C., Christanto, H. J., & Cauteruccio, F. (2023). Multinomial
Naive Bayes Classifier for Sentiment Analysis of Internet Movie Database.
Vietham  Journal of  Computer = Science,  10(4), 485-498.
https://doi.org/10.1142/S2196888823500100

Durodolu, O. (2016). Technology Acceptance Model as a predictor of using
information system’ to acquire information literacy skills. Library Philosophy
and Practice, 2016(2).

Fan, Y., Chen, J., Shirkey, G., John, R., Wu, S. R., Park, H., & Shao, C. (2016).
Applications of structural equation modeling (SEM) in ecological studies: an
updated review. Ecological Processes, 5(1). https://doi.org/10.1186/s13717-
016-0063-3

Farella, E. M., Morelli, L., Rigon, S., Grilli, E., & Remondino, F. (2022). Analysing
Key Steps of the Photogrammetric Pipeline for Museum Artefacts 3D
Digitisation. Sustainability (Switzerland), 14(9), 1-28.



206

https://doi.org/10.3390/su14095740

Fred D . Davis. (1996). A critical assessment of potential measurement biases in
the technology acceptance model : three experiments. International Journal
Human Computer Studies Computer Studies, 19-45.

Fuady, M., Buraida, & Fuady, M. R. F. (2021). Disaster preparedness collaboration
between Banda Aceh and Japan. IOP Conference Series: Materials Science
and Engineering, 1087(1), 012003. https://doi.org/10.1088/1757-
899x/1087/1/012003

Fussell, S. G., & Truong, D. (2022). Using virtual reality for dynamic learning: an
extended technology acceptance model. Virtual Reality, 26(1), 249-267.
https://doi.org/10.1007/s10055-021-00554-x

Garrido, L. E., Frias-Hiciano, M., Moreno-Jiménez, M., Cruz, G. N., Garcia-
Batista, Z. E., Guerra-Pefia, K., & Medrano, L. A. (2022). Focusing on
cybersickness: pervasiveness, latent trajectories, susceptibility, and effects on
the virtual reality experience. Virtual Reality, 26(4), 1347-1371.
https://doi.org/10.1007/s10055-022-00636-4

Gorriz, J. M., Segovia, F., Ramirez, J., Ortiz, A., & Suckling, J. (2024). Is K-fold
cross validation the best model selection method for Machine Learning? Ml.
http://arxiv.org/abs/2401.16407

Greenland, S., Senn, S. J., Rothman, K. J., Carlin, J. B., Poole, C., Goodman, S. N.,
& Altman, D. G. (2016). Statistical tests, P values, confidence intervals, and
power: a guide to misinterpretations. European Journal of Epidemiology,
31(4), 337-350. https://doi.org/10.1007/s10654-016-0149-3

Hair, J. F., Hult, G. T. M., Ringle, C. M., Sarstedt, M., Danks, N. P., & Ray, S.
(2021). Evaluation of Formative Measurement Models.
https://doi.org/10.1007/978-3-030-80519-7_5

Hartson, R. & Pyla, P. (2012). The UX Book: Process and Guidelines for Ensuring
a Quality User Experience (Issue 1).

Huang, E. (2023). Design of a Multimodal Mixed Reality Work Environment with
Wearable Technology 1. Thesis, 1-107.

Indah, N., Ranteallo, I. R., Alkan, M., Abadi, D., & Nizam, D. M. (2021). Analisa



207

Karakteristik Responden Terhadap Pemahaman Akan Mitigasi Bencana
Tsunami Di Desa Maloku Pantai Losari.

Issam Khalil Abu-Baker, M., Khair Saleem Abu-Zaid, M., Alsawalqgah, H., Al-
Shamayleh, Y., & Al-Shboul, B. (2019). The Impact of the Implementation of
Capability Maturity Model Integration on User Satisfaction: Case Study on
Software Companies in Jordan. Journal of Software, 14(7), 293-311.
https://doi.org/10.17706/jsw.14.7.293-311

Jaeger, B. K., & Mourant, R. R. (2001). Comparison of simulator sickness using
static and dynamic walking simulators. Proceedings of the Human Factors and
Ergonomics Society, November, 1896-1900.
https://doi.org/10.1177/154193120104502709

Jamil, M., Hadiyanto, H., & Sanjaya, R. (2024a). Evaluation of Mobile Mixed
Reality Simulator (M2RSi) Using Hybrid Technology Acceptance Model
(HTAM) in Disaster Mitigation Simulation. International Journal of Safety
and Security Engineering, 14(2), 563-572.
https://doi.org/10.18280/ijsse.140223

Jamil, M., Hadiyanto, H., & Sanjaya, R. (2024b). Sentiment Analysis: Classifying
Public Comments on YouTube in Disaster Management Simulation in
Indonesia Using Naive Bayes and Support Vector Machine. Ingenierie Des
Systemes d’Information, 29(2), 437-446. https://doi.org/10.18280/isi.290205

Johnson, J. G., Rodrigues, D. G., Gubbala, M., & Weibel, N. (2018). Holocpr:
Designing and evaluating a mixed reality interface for time-critical
emergencies. PervasiveHealth: Pervasive Computing Technologies for
Healthcare. https://doi.org/10.1145/3240925.3240984

Juanita, F., Suratmi, S., & Maghfiroh, I. L. (2018). The Effectiveness of Basic
Training on Disaster Management Pilot Program for Disaster Preparedness in
Community. Indonesian Nursing Journal of Education and Clinic (Injec),
2(2), 126. https://doi.org/10.24990/injec.v2i2.157

Kawano, N., lwamoto, K., Ebe, K., Aleksic, B., Noda, A., Umegaki, H., Kuzuya,
M., lidaka, T., & Ozaki, N. (2012). Slower adaptation to driving simulator and

simulator sickness in older adults. Aging - Clinical and Experimental



208

Research, 24(3), 285-289. https://doi.org/10.1007/BF03325260

Kelesoglu, M. M., & Giile¢ozer, D. (2021). A study on digital low poly modeling
methods as an abstraction tool in design processes. Civil Engineering and
Architecture, 9(7), 2570-2586. https://doi.org/10.13189/cea.2021.091513

Kelly,J. W., Doty, T. A., Cherep, L. A., & Gilbert, S. B. (2022). Boundaries Reduce
Disorientation in Virtual Reality. Frontiers in Virtual Reality, 3(June), 1-9.
https://doi.org/10.3389/frvir.2022.882526

Kennedy, R. S., Drexler, J., & Kennedy, R. C. (2010). Research in visually induced
motion sickness. Applied Ergonomics, 41(4), 494-503.
https://doi.org/10.1016/j.apergo.2009.11.006

Keshavarz, B., Ramkhalawansingh, R., Haycock, B., Shahab, S., & Campos, J. L.
(2018). Comparing simulator sickness in younger and older adults during
simulated driving under different multisensory conditions. Transportation
Research Part F: Traffic Psychology and Behaviour, 54, 47-62.
https://doi.org/10.1016/j.trf.2018.01.007

Khan, H., Vasilescu, L., & Khan, A. (2008). Disaster management cycle - a
theoretical approach. Management & Marketing - Craiova, 1, 43-50.
www.ceeol.com

Khanal, S., Medasetti, U. S., Mashal, M., Savage, B., & Khadka, R. (2022). Virtual
and Augmented Reality in the Disaster Management Technology: A Literature
Review of the Past 11 years. In Frontiers in Virtual Reality (\Vol. 3). Frontiers
Media S.A. https://doi.org/10.3389/frvir.2022.843195

Kim, Y. S., Won, J., Jang, S.-W., & Ko, J. (2022). Effects of Cybersickness Caused
by Head-Mounted Display—Based Virtual Reality on Physiological
Responses: Cross-sectional Study. JMIR Serious Games, 10(4), e37938.
https://doi.org/10.2196/37938

Kirollos, R., & Merchant, W. (2023). Comparing cybersickness in virtual reality
and mixed reality head-mounted displays. Frontiers in Virtual Reality,
4(February), 1-11. https://doi.org/10.3389/frvir.2023.1130864

Konrad, R. (2014). Depth of Field Rendering Algorithms for Virtual Reality. 1-4.
https://web.stanford.edu/class/ee368/Project_Spring_1415/Reports/Konrad.p



209

df

Kounlaxay, K., & Kim, S. K. (2020). Design of learning media in mixed reality for
LAO education. Computers, Materials and Continua, 64(1), 161-180.
https://doi.org/10.32604/CMC.2020.09930

Ku, C., Che, N., Mohd, K., Shahbodin, F., Sedek, M., & Anggrawan, A. (2023).
Unveiling the potential of mixed reality : opportunities , unveiling the potential
of mixed reality : opportunities , challenges and future prospects. Journal of
Theoretical and Applied Information Technology, 101(20), 6650-6662.

Kurniawan, R., Mahtarami, A., & Rakhmawati, R. (2017). GEMPA : Game Edukasi
sebagai Media Sosialisasi Mitigasi Bencana Gempa Bumi bagi Anak Autis.
6(2), 174-183.

Lede, J. van der. (2023). Mixed reality in spinal cord rehabilitation ‘you need s ome
attitude to innovate’.

Lewis, J. R., & Sauro, J. (2018). Item Benchmarks for the System Usability Scale.
Journal of Usability Studies, 13(January), 158-167.

Lochhead, I., & Hedley, N. (2019). Mixed reality emergency management: bringing
virtual evacuation simulations into real-world built environments.
International  Journal of Digital Earth, 12(2), 190-208.
https://doi.org/10.1080/17538947.2018.1425489

Mahroo, A., Greci, L., Mondellini, M., & Sacco, M. (2023). Assessment of a mixed
reality smart home controller: HoloHome pilot study on healthy adults. Virtual
Reality, 27(3), 2673-2690. https://doi.org/10.1007/s10055-023-00834-8

Maneejuk, P., & Yamaka, W. (2021). Significance test for linear regression: how
to test without P-values? Journal of Applied Statistics, 48(5), 827-845.
https://doi.org/10.1080/02664763.2020.1748180

Manis, K. T., & Choi, D. (2019). The virtual reality hardware acceptance model (
VR-HAM ): Extending and individuating the technology acceptance model (
TAM) for virtual reality hardware. 100(January 2018), 503-513.

Martin, F., & Betrus, A. K. (2019). Digital Media for Learning. In Digital Media
for Learning. https://doi.org/10.1007/978-3-030-33120-7

Martirosov, S., Bure$, M., & Zitka, T. (2022). Cyber sickness in low-immersive,



210

semi-immersive, and fully immersive virtual reality. Virtual Reality, 26(1),
15-32. https://doi.org/10.1007/s10055-021-00507-4

Martiti, & Juliane, C. (2021). Implementation of Naive Bayes Algorithm on
Sentiment Analysis Application. Proceedings of the 2nd International
Seminar of Science and Applied Technology (ISSAT 2021), 207(Issat), 193—
200. https://doi.org/10.2991/aer.k.211106.030

Mitsuhara, H., & Shishibori, M. (2020). Comparative Experiments on Simulated
Tornado Experience via Virtual Reality and Augmented Reality. The Journal
of Information and Systems in  Education, 19(1), 21-31.
https://doi.org/10.12937/ejsise.19.21

Mountassir, A., Benbrahim, H., & Berrada, 1. (2012). An empirical study to address
the problem of unbalanced data sets in sentiment classification. Conference
Proceedings - IEEE International Conference on Systems, Man and
Cybernetics, 3298-3303. https://doi.org/10.1109/ICSMC.2012.6378300

Natasia, S. R., Wiranti, Y. T., & Parastika, A. (2021). Acceptance analysis of
NUADU as e-learning platform using the Technology Acceptance Model
(TAM) approach. Procedia Computer Science, 197(2021), 512-520.
https://doi.org/10.1016/j.procs.2021.12.168

Nee, C. C., & Yunus, M. M. (2020). RollRoll Dice: An Effective Method to
Improve Writing Skills among Year 3 Pupils in Constructing SVOA
Sentences. Universal Journal of Educational Research, 8(6), 2368-2382.
https://doi.org/10.13189/ujer.2020.080621

Nguyen, H. (2012). Human Computer Interaction in Game Design. 75.

Nti, I. K., Nyarko, Boateng, O., & Aning, J. (2021). Performance of Machine
Learning Algorithms with Different K Values in K-fold CrossValidation.
International Journal of Information Technology and Computer Science,
13(6), 61-71. https://doi.org/10.5815/ijitcs.2021.06.05

O’Brien, C. M. (2013). An Introduction to Bootstrap Methods with Applications to
R by Michael R. Chernick, Robert A. LaBudde. In International Statistical
Review (Vol. 81, Issue 1). https://doi.org/10.1111/insr.12011_8

Ozili, P. K. (2023). The acceptable R-square in empirical modelling for social



211

science research. Social Research Methodology and Publishing Results: A
Guide to  Non-Native English  Speakers, 115769, 134-143.
https://doi.org/10.4018/978-1-6684-6859-3.ch009

Ozsungur, F. (2022). A research on the effects of successful aging on the acceptance
and use of technology of the elderly. Assistive Technology, 34(1), 77-90.
https://doi.org/10.1080/10400435.2019.1691085

Palilingan, R. V. (n.d.). MULTI-OBJECTIVE ACO ( MO-ACO ) ALGORITHM
UNTUK OPTIMASI STRATEGI MITIGASI BENCANA.

Panda, B., Panigrahi, C. R., & Pati, B. (2022). Exploratory Data Analysis and
Sentiment Analysis of Drug Reviews. Computacion y Sistemas, 26(3), 1181—
1189. https://doi.org/10.13053/CY S-26-3-4093

Parasuraman, A., & Colby, C. L. (2015). An Updated and Streamlined Technology
Readiness Index: TRI 2.0. Journal of Service Research, 18(1), 59-74.
https://doi.org/10.1177/1094670514539730

Park, S. Y., & Koo, D. K. (2025). The Impact of Virtual Reality Content
Characteristics on Cybersickness and Head Movement Patterns. Sensors,
25(1), 1-12. https://doi.org/10.3390/s25010215

Peter J. V.B, Clement Onime, James O. Uhomobhi, M. S. (2021). Evolution of User
Interface and User Experience in Mobile Augmented and Virtual Reality
Applications. In  Perspective  Chapter (pp. 1-16). Intechopen.
https://doi.org//10.5772/intechopen.103166

Pham, B. T., Prakash, I., Jaafari, A., & Bui, D. T. (2018). Spatial Prediction of
Rainfall-Induced Landslides Using Aggregating One-Dependence Estimators
Classifier. Journal of the Indian Society of Remote Sensing, 46(9), 1457-1470.
https://doi.org/10.1007/s12524-018-0791-1

Phengsuwan, J., Shah, T., Thekkummal, N. B., Wen, Z., Sun, R., Pullarkatt, D.,
Thirugnanam, H., Ramesh, M. V., Morgan, G., James, P., & Ranjan, R. (2021).
Use of social media data in disaster management: A survey. Future Internet,
13(2), 1-24. https://doi.org/10.3390/fi13020046

Priyoko, B., & Yaqin, A. (2019). Implementation of naive bayes algorithm for spam

comments classification on Instagram. 2019 International Conference on



212

Information and Communications Technology, ICOIACT 2019, 508-513.
https://doi.org/10.1109/ICOIACT46704.2019.8938575

Puspitarini, Y. D., & Hanif, M. (2019). Using Learning Media to Increase Learning
Motivation in Elementary School. Anatolian Journal of Education, 4(2), 53—
60. https://doi.org/10.29333/aje.2019.426a

Qaiser, S., & Ali, R. (2018). Text Mining: Use of TF-IDF to Examine the Relevance
of Words to Documents. International Journal of Computer Applications,
181(1), 25-29. https://doi.org/10.5120/ijca2018917395

Ramaseri Chandra, A. N., El Jamiy, F., & Reza, H. (2022). A Systematic Survey
on Cybersickness in Virtual Environments. Computers, 11(4).
https://doi.org/10.3390/computers11040051

Rana, D. S. (2019). 3D Modeling and Rendering for Virtual and Augmented reality
Applications. International Journal of Management, 10(4), 467-476.
https://doi.org/https://doi.org/10.17605/0OSF.10/7DUKN

Rana, S., & Gautam, A. K. (2023). K-Fold Cross-Validation through Identification
of the Opinion Classification Algorithm for the Satisfaction of University
Students. International Journal of Online and Biomedical Engineering, 19(9),
122-130. http://arxiv.org/abs/2401.16407

Rebelo, F., Noriega, P., Duarte, E., & Soares, M. (2012). Using virtual reality to
assess  user  experience.  Human Factors, 54(6), 964-982.
https://doi.org/10.1177/0018720812465006

Ridwansyah, N. (2018). Desain Interaksi Aplikasi Go Tawangmangu (GOTW)
untuk Perkiraan Kunjungan Wisatawan dengan Metode Hartson-Pyla.
https://dspace.uii.ac.id/handle/123456789/12429%0Ahttps://dspace.uii.ac.id/
bitstream/handle/123456789/12429/14523243-Novreza Ridwansyah-Laporan
skripsi.pdf?sequence=1&isAllowed=y

Risi, D., & Palmisano, S. (2019). Effects of postural stability, active control,
exposure duration and repeated exposures on HMD induced cybersickness.
Displays, 60(August), 9-17. https://doi.org/10.1016/j.displa.2019.08.003

Rokhsaritalemi, S., Sadeghi-Niaraki, A., & Choi, S. M. (2020). A review on mixed
reality: Current trends, challenges and prospects. In Applied Sciences



213

(Switzerland) (Vol. 10, Issue 2). MDPI AG.
https://doi.org/10.3390/app10020636

Rowlands, D. A. (2020). Photographic optics. In Physics of Digital Photography
(Second Edition). https://doi.org/10.1088/978-0-7503-2558-5ch1

Sanayei, A., Ansari, A., & Ranjbarian, B. (2010). A hybrid technology acceptance
approach for using the E-CRM information system in clothing industry. In
International Journal of Information Science and Management (Issue
SPL.ISSUEL). https://www.researchgate.net/publication/283868282

Scarparolo, G., & Mayne, F. (n.d.). Mixed-reality simulations as a tool to enhance
parent-teacher conferencing in initial teacher education. In Australasian
Journal of Educational Technology (\Vol. 2022, Issue 5).

Schroeder, W. J., Zarge, J. A., & Lorensen, W. E. (1992). Decimation of triangle
meshes. Computer Graphics (ACM), 26(2), 65-70.
https://doi.org/10.1145/142920.134010

Sermet, Y., & Demir, I. (2022). GeospatialVR: A web-based virtual reality
framework for collaborative environmental simulations. Computers and
Geosciences, 159. https://doi.org/10.1016/j.cageo.2021.105010

Sharma, K., Anand, D., Sabharwal, M., Tiwari, P. K., Cheikhrouhou, O., & Frikha,
T. (2021). A Disaster Management Framework Using Internet of Things-
Based Interconnected Devices. Mathematical Problems in Engineering, 2021.
https://doi.org/10.1155/2021/9916440

Speicher, M. (2019). What is mixed reality? In Conference on Human Factors in
Computing Systems - Proceedings. https://doi.org/10.1145/3290605.3300767

Stanney, K., Lawson, B. D., Rokers, B., Dennison, M., Fidopiastis, C., Stoffregen,
T., Weech, S., & Fulvio, J. M. (2020). Identifying Causes of and Solutions for
Cybersickness in Immersive Technology: Reformulation of a Research and
Development Agenda. International Journal of Human-Computer Interaction,
36(19), 1783-1803. https://doi.org/10.1080/10447318.2020.1828535

Suarmika, P. E., Putu Arnyana, I. B., Suastra, I. W., & Margunayasa, I. G. (2022).
Reconstruction of disaster education: The role of indigenous disaster

mitigation for learning in Indonesian elementary schools. International



214

Journal of Disaster Risk Reduction, 72(October 2021), 102874.
https://doi.org/10.1016/j.ijdrr.2022.102874

Surtiari, G. A. K., Dalimunthe, S. A., Reksa, A. F. A., Pelupessy, D., Prasojo, A. P.
S., Jibiki, Y., & Arikawa, T. (2024). Making Virtual Reality (VR)/Augmented
Reality (AR) Possible to Strengthen Disaster Risk Reduction among
Communities at Risk of Tsunami. International Journal of Disaster
Management, 6(3), 291-312. https://doi.org/10.24815/ijdm.v6i2.34523

Suryaman, M., Fitriani, R., & Santoso, D. B. (2022). The Application of Technology
Acceptance Model in Evaluating Mixed Reality as a Learning Strategy on
Classroom Management. 12(2), 494-505.

Sutcliffe, A., & Gault, B. (2004). Heuristic evaluation of virtual reality applications.
Interacting with Computers, 16(4), 831-849.
https://doi.org/10.1016/j.intcom.2004.05.001

Tanwir. (2021). DASAR-DASAR DAN RUANG LINGKUP EVALUASI
PENDIDIKAN Tanwir. STAIN Parepare, 47-59.

Tanye, H. A. (2016). International Journal of Multicultural and Multireligious
Understanding Perceived Attributes of Innovation : Perceived Security as an
Additional Attribute to Roger * s Diffusion of Innovation Theory. 2006, 6-18.

Tehreem, T. (2021). Sentiment Analysis for YouTube Comments in Roman Urdu.
http://arxiv.org/abs/2102.10075

Ting, K. M. (2017). Confusion Matrix. Encyclopedia of Machine Learning and
Data Mining, October, 260-260. https://doi.org/10.1007/978-1-4899-7687-
1 50

Torino, P., & Galeano, G. (2017). Design and development of a Mixed Reality
application in the automotive field. December.

Vijay Pola, S. (2019). Evaluating the User Experience of Microsoft HoloLens and
Mobile device Using an Augmented Reality Application. www.bth.se/didd

Wang, Y., Zheng, J., & Wang, H. (2019). Fast Mesh Simplification Method for
Three-Dimensional Geometric Models with Feature-Preserving Efficiency.
Scientific Programming, 2019. https://doi.org/10.1155/2019/4926190

Widodo, S. A., & Wahyudin. (2018). Selection of Learning Media Mathematics for



215

Junior School Students. Turkish Online Journal of Educational Technology -
TOJET, 17(1), 154-160. https://eric.ed.gov/?1d=EJ1165728

Wuy, I. L., & Wu, K. W. (2005). A hybrid technology acceptance approach for
exploring e-CRM adoption in organizations. Behaviour and Information
Technology, 24(4), 303-316. https://doi.org/10.1080/0144929042000320027

Xu, Y., & Dai, Y. (2022). Immersive Disaster Training Schema Based on Team
Role-Playing. Sustainability (Switzerland), 14(19).
https://doi.org/10.3390/su141912551

Yepes, V., Wolf, M., Sobke, H., & Zander, S. (2020). Design principles for
educational mixed reality? Adaptions of the design recommendations of
multimedia learning. Designing, Deploying, and Evaluating Virtual and
Augmented Reality in Education, April 2022, 76-99.
https://doi.org/10.4018/978-1-7998-5043-4.ch004

Ying, Y., Mursitama, T. N., Shidarta, & Lohansen. (2021). Effectiveness of the
News Text Classification Test Using the Naive Bayes’ Classification Text
Mining Method. Journal of Physics: Conference Series, 1764(1).
https://doi.org/10.1088/1742-6596/1764/1/012105

Yusoff, R. C. M., Ibrahim, R., Zaman, H. B., & Ahmad, A. (2011). Evaluation of
user acceptance of mixed reality technology. Australasian Journal of
Educational Technology, 27(8), 1369-1387. https://doi.org/10.14742/ajet.899

Zhang, Y., Wang, Z., Zhang, J., Shan, G., & Tian, D. (2023). A survey of immersive
visualization: Focus on perception and interaction. Visual Informatics, 7(4),
22-35. https://doi.org/10.1016/j.visinf.2023.10.003

Zhu, Y., & Li, N. (2021). Virtual and augmented reality technologies for emergency
management in the built environments: A state-of-the-art review. In Journal
of Safety Science and Resilience (Vol. 2, Issue 1, pp. 1-10). KeAi
Communications Co. https://doi.org/10.1016/j.jnlssr.2020.11.004



