[@10se)

Hak cipta dan penggunaan kembali:

Lisensi in1i mengizinkan setiap orang untuk menggubah,
memperbaiki, dan membuat ciptaan turunan bukan untuk
kepentingan komersial, selama anda mencantumkan nama
penulis dan melisensikan ciptaan turunan dengan syarat
yang serupa dengan ciptaan asli.

Copyright and reuse:

This license lets you remix, tweak, and build upon work
non-commercially, as long as you credit the origin creator
and license it on your new creations under the identical
terms.

Team project ©2017
Dony Pratidana S. Hum | Bima Agus Setyawan S. IIP



DAFTAR PUSTAKA

Aitamurto, T. (2018). Normative Paradoxes in 360° Journalism: Contested. New
Media & Society, 1-17. doi:10.1177/1461444818785153

Arikunto, S. (2002). Metodologi Penelitian Suatu Pendekatan Proposal. Jakarta:
PT. Rineka Cipta.

Bucher, J. (2018). Storytelling For Virtual Reality : Methods and Principles for
Crafting Immersive Narratives. New York: Routledge.

Burnette, M. (2011). Communicating Culture in The 21st Century. Journal of

Museum Education, 36(2), 189-198. Retrieved May 2, 2019, from
https://www.tandfonline.com/doi/pdf/10.1080/10598650.2011.11510699?
needAccess=true

Cresswell, J. (2014). Research Design (Qualitative, Quantitative, and Mix Methods
Approaches) Fourth Edition. California: SAGE Publication.

Curran, S. (2010). Documentary Storytelling : Creative Nonfiction on Screen.
Burlington: Focal Press.

Denzin, N., Lincoln, & Yvonna. (2018). The SAGE Handbook of Qualitative
Research (Fifth Edition). California: SAGE Publication.

Elmezeny, A., Edenhofer, N., & Wimmer, J. (2018). Immersive Storytelling in 360
Degree Videos: An Analysis of Interplay Between Narrative and Technical
Immersion. Virtual World Research, 1-13.

Eriyanto. (2011). Analisis Isi : Pengantar Metodologi Untuk Penelitian IImu
Komunikasi dan lImu-llmu Sosial Lainnya. Jakarta: Prenamedia Group.

Gitner, S. (2016). Multimedia Storytelling For Digital Communicators In a
Multiplatform World. New York: Routledge.

Grbich, C. (2013). Qualitative Data Analysis : An Introduction. London: SAGE
Publication.

Hopkins, M. (2017, October 18). Pioneering Virtual Reality and New Video
Technologies in Journalism. Retrieved March 30, 2019, from The New
York Times:
https://www.nytimes.com/2017/10/18/technology/personaltech/virtual -
reality-video.html

Ishwara, L. (2011). Jurnalisme Dasar. Jakarta: Kompas.

145

Penerapan immersive..., Kevin Meydio Pradipta, FIKOM UMN, 2019



Jones, S. (2017). Disrupting The Narrative: Immersive Journalism in Virtual
Reality. Journal of Media Practice, 18(2-3), 171-185. Retrieved March 28,
2019, from
https://www.tandfonline.com/doi/full/10.1080/14682753.2017.1374677

Kriyantono, R. (2006). Teknik Praktis Riset Komunikasi. Jakarta: Kencana.

Li, Y., & Kuo, J. (2003). Video Content Analysis Using Multimodal Information
For Movie Content Extraction, Indexing And Representation. New York:
Springer Science+Business.

Miller, H., & Bugnariu, N. (2016). Level of Immersion in Virtual Environments
Impacts the Ability to Assess and Teach Social Skills in Autism Spectrum
Disorder. Cyberpsychology, Behavior and Social Networking, 4(19), 246-
256. doi:10.1089/cyber.2014.0682

Moleong, L. J. (2010). Metodologi Penelitian Kualitatif. Bandung: Remaja
Rosdakarya.

Pavlik, J. (2000). The Impact of Technology on Journalism. Journalism Studies,
1(2), 229-237. Retrieved March 28, 2019, from
http://www.tandfonline.com/doi/abs/10.1080/14616700050028226

Pottker, H. (2003). News and Its Communicative Quality: The Inverted Pyramid.
Journalism Studies, 4(4), 501-511. Retrieved March 28, 2019, from
http://www.tandfonline.com/doi/abs/10.1080/1461670032000136596

Prat, C. (2018, February 12). How 360 Video Can Add Value To Journalism.
Retrieved March 29, 2019, from Medium:
https://medium.com/journalism360/how-360-video-can-add-value-to-
journalism-227c461b9aca

Rumata, V. M. (2017). Analisis Isi Kualitatif Twitter “#Taxamnesty” dan
“#Amnestipajak”. PIKOM, 18(1), 1-17. Retrieved February 18, 2018

Ryan, M. L. (2001). Narrative as Virtual Reality. Baltimore: The Johns Hopkins
University Press.

Salim, A. (2006). Teori dan Paradigma Penelitian Sosial. Yogyakarta: Tiara
Wacana.

Sheikh, A., Brown, A., Watson, Z., & Evans, M. (2016). Directing Attention In 360
Degree Video. IBC 2016 Conference (pp. 1-9). Amsterdam: BBC Research
and Development. doi:10.1049/ibc.2016.0029

Shin, D., & Biocca, F. (2017). Exploring Immersive Experience in Journalism. New
Media & Society, 20(8), 1-24. Retrieved March 29, 2019, from
https://journals.sagepub.com/doi/full/10.1177/1461444817733133

146

Penerapan immersive..., Kevin Meydio Pradipta, FIKOM UMN, 2019



Shook, F., Larson, J., & Tarsio, J. D. (2016). Television Field Production and
Reporting : A Guide to Visual Storytelling. New York: Routledge.

Solomon, B. C. (Director). (2016). The Fight For Falluja [Motion Picture].
Retrieved September 3, 2019, from
https://www.youtube.com/watch?v=_ArOUKkmID6s&t=278s

Sugiyono. (2011). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung:
Alfabeta.

Willens, M. (2017, November 14). One Year In: What The New York Times.
Retrieved March 29, 2019, from Digiday: https://digiday.com/media/one-
year-new-york-times-learned-360-degree-video-project-daily-360/

Wohl, M. (2019). The 360 Video Handbook : A Step By Step Guide To Creating
Video For Virtual Reality. Los Angeles: Michael Wohl.

Yin, R. K. (2014). Studi Kasus Desain dan Metode. Jakarta: Rajawali Press .

Zhang, C., Perkis, A., & Arndt, S. (2017). Spatial Immersion versus Emotional
Immersion, Which is More Immersive? 9th International Conference on
Quality of Multimedia Experience (pp. 1-6). Erfurt: Norwegian University
of Science and Technology. doi:10.1109/QoMEX.2017.7965655

147

Penerapan immersive..., Kevin Meydio Pradipta, FIKOM UMN, 2019





