
 

  74 

DAFTAR PUSTAKA 

 [1] H. Kusuma, “1,04 Juta Turis Asing Kunjungi RI, Terbanyak dari 

Malaysia,” 2018. [Online]. Available: https://finance.detik.com/berita-

ekonomi-bisnis/d-3892804/104-juta-turis-asing-kunjungi-ri-terbanyak-

dari-malaysia. 

[2] A. A. Chandra and D. Damarjati, “Tiga Tahun Jokowi-JK, Pariwisata 

Sumbang Devisa Terbesar Kedua,” 2017. [Online]. Available: 

https://finance.detik.com/berita-ekonomi-bisnis/d-3687715/tiga-tahun-

jokowi-jk-pariwisata-sumbang-devisa-terbesar-kedua. 

[3] F. Wahyu, “Kota Lama Semarang, Wisata Lokal Rasa Eropa,” 2018. 

[Online]. Available: 

https://www.liputan6.com/regional/read/3237867/kota-lama-semarang-

wisata-lokal-rasa-eropa. 

[4] N. Nurdin, “Pemerintah Anggarkan Rp 156 Miliar Tata Kota Lama 

Semarang,” 2018. [Online]. Available: 

https://properti.kompas.com/read/2018/01/09/134250921/pemerintah-

anggarkan-rp-156-miliar-tata-kota-lama-semarang. 

[5] Virtual Reality Society, “What is Virtual Reality?,” 2017. [Online]. 

Available: https://www.vrs.org.uk/virtual-reality/what-is-virtual-

reality.html. 

[6] https://edu.google.com/intl/id/expeditions/#about 

[7] P. Halarnkar, S. Shah, H. Shah, H. Shah, and A. Shah, “A Review on 

Virtual Reality,” Int. J. Comput. Sci. Issues, vol. 9, no. 6, pp. 325–330, 

2012. 

[8] G. YILDIRIM, M. ELBAN, and S. YILDIRIM, “Analysis of Use of 

Virtual Reality Technologies in History Education: A Case Study,” Asian 

J. Educ. Train., vol. 4, no. 2, pp. 62–69, 2018. 

[9] https://segaretro.org/Sega_VR 

[10] Pascal, “Sejarah Virtual Reality,” 2017. [Online]. Available: 

https://vrstation.id/2017/11/01/sejarah-virtual-reality/. 

[11] L.M.F. Purwanto, Menapak Jejak-jejak Sejarah Kota Lama Semarang. 

Bandung: Bina Manggala Widya, 2012. 

[12] A. Prianggoro, “Destinasi Wisata Baru Dream Museum Zone Hadir di 

Semarang, Ada Ratusan Gambar 3 Dimensi Bikin Betah,” 2017. [Online]. 

Available: http://jateng.tribunnews.com/2017/12/21/destinasi-wisata-baru-



 

  75 

dream-museum-zone-hadir-di-semarang-ada-ratusan-gambar-3-dimensi-

bikin-betah. 

[13] Aristiawan and R. M. Yusuf, “Unity 3D - Game Engine,” 2013. [Online]. 

Available: http://www.hermantolle.com/class/docs/unity-3d-game-engine/. 

[14] P. P. Patil and R. Alvares, “Cross-platform Application Development 

using Unity Game Engine,” Int. J. Adv. Res. Comput. Sci. Manag. Stud., 

vol. 3, no. 4, pp. 1–9, 2015. 

[15] Sugiyono, Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung: 

Alfabeta, 2008. 

[16] V. Venkatesh, J. Y. L. Thong, B. Statistics, X. Xu, and T. Acceptance, 

“Unified Theory of Acceptance and Use of Technology: A Synthesis and 

the Road Ahead,” vol. 17, no. 5, pp. 328–376, 2016. 

[17] R. P. Izdihar, M. Maryono, and Y. L. Du, “Discriminant Validity 

Assessment : Use of Fornell & Larcker criterion versus HTMT Criterion 

Discriminant Validity Assessment : Use of Fornell & Larcker criterion 

versus HTMT Criterion,” 2017. 

  


	TA 14.N2.0009.pdf
	Tugas Akhir - Maria Vanessa Sundoro - 14.N2.0009.pdf

	plagiasi.pdf

