
 

DAFTAR PUSTAKA 

 

 

 
Abazari, Z., & Brojeni, M. (2017). The role of Harold Lasswell Communication 

Theory in Librarianship and Information Science. International Academic Journal of 

Humanities, 4(1), 187–199. 

Anderson et al. (2014). Post Industrial Journalism: Adapting to the present. 

Geopolitics, History, and International Relations, 7 (2014) p. 32–123. 

Bungin, B. (2010). Metode Penelitian Kuantitatif. Jakarta, Indonesia: Kencana Prenada 

Media Group . 

De la Peña et al. (2010). Immersive Journalism: Immersive Virtual Reality for The 

First-person Experience of News. 4 (2010) p. 291–301. 

Emzir. (2010). Metodologi Penelitian Kualitatif: Analisis Data. Jakarta: Rajawali 

Pers. 

Eriyanto. (2015). Analisis isi, pengantar metodologi untuk penelitian ilmu komunikasi 

dan ilmu sosial lainnya. Jakarta, Indonesia: Kencana. 

Fachruddin, Andi. (2012). Dasar-Dasar Produksi Televisi: Produksi Berita, Feature, 

Laporan Investigasi, Dokumenter, dan Teknik Editing. Jakarta : Kencana. 

Furht. (2011). Handbook of Augmented Reality. Florida : Florida Atlantic University. 

Garvin, David. (2001). Managing Quality dan Manajemen Alutu 

Terpadu (Fotal Quality Management). Jakarta: Ghalia Indonesia 



 

 

Ilham Z, (2010). Pengaruh Televisi bagi Generasi Bangsa. 4 (2010) p. 255 
 

Javornik, A. (2016). Augmented Reality: Research Agenda for Studying Impact of its 

Media Characteristic on Consumer Behaviour. Journal of Retailing and Consumers 

Services, 30 (2016) p. 252-261. 

Kartono, & Gulo. (1987). Kamus Psikologi. Bandung: Pionir Jaya. 

 

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

Perdana. 

Laws, Ana. (2017). Ethic Guidelines for Immersive Journalism. Original Research. 

 

Volda University College Institute. 3 (2017) p. 2 

 

Matahari, Tombak. (2017). Visual storytelling using 3D immersive animation: Study 

on CNN Indonesia TV. Vol. 22, p. 32-35 

McQuail, Denis. (2010). McQuail’s Mass Communication Theory. London : SAGE 

Publications 

Miyosa, A., S. (2020). Penerapan teknologi animasi immersive mixed reality di bidang 

penyiaran. Prosiding Seminar Nasional Desain dan Arsitektur (SENADA) 

Vol.3, Maret 2020 

 

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

Rosdakarya. 

Morissan. (2008). Manajemen Media Penyiaran: Strategi mengelola Radio dan 

Televisi. Jakarta: Kencana Prenada Media Group 

Mulyana, Deddy. (2006). Metodologi Penelitian Kualitatif : Paradigma Baru Ilmu 

Komunikasi dan Ilmu Sosial Lainnya. Bandung : Remaja Rosdakarya. 



 

 

Nielsen, S.L., Sheets, Penelope. (2019). Virtual Hype Meets Reality : User’s 

Perception of Immersive Journalism. (2019) p. 3 

Nurudin. (2017). Pengantar Komunikasi Massa. Jakarta : Rajawali Pers. 

 

Orlik, Peter B. (2015). Media Criticism in a Digital Age: Professional and Consumer 

Considerations. New York: Routledge. 

Permana, F., Y. (2017). Mempertahankan pasar media cetak melalui konten Augmented 

Reality/AR. Channel, Vol. 5, No. 2, Oktober 2017, p. 77-90 

Philip, M. (2009). The Vanishing Newspaper 2nd ed. USA: Missiouri Press. 

 

Prothlic, et al (2017). Designing Interactive Newsprints. International Journal of 

Human- Computer Studies. 104 (2017) p. 36-49 

Pavlik, John V., Bridges, Frank. (2013). The Emergence of Augmented Reality (AR) as 

a Storytelling Medium in Journalism. USA: SAGE Publication. 

(https://tekno.tempo.co/read/news/2017/05/20/072877041/5-tren-teknologi- 

yangmempengaruhi-konsumen-di-2017) 
 

Rakhmat, J. (2007). Psikologi Komunikasi. Bandung: PT Remaja Rosdakarya. 

Semiawan, Conny. (2010). Metode Penelitian Kualitatif (Jenis, Karakteristik, dan 

Keunggulannya). Jakarta: Grasindo 

 

Sharma, Sharan. Elliot, Michael R,. (2019). Detecting falsification in a television 

audience measurement panel survey. Channel, Vol. 62, No. 4, 16 September 2019, 

p. 432-448. 

 

Sirkkunen, E., John. B. (2016). Journalism in virtual reality : opportunities and future 

research challenges. In Academic MindTrek'16 : Proceedings of the 20th 

International Academic MindTrek Conference (pp. 297-303). 

https://tekno.tempo.co/read/news/2017/05/20/072877041/5-tren-teknologi-yangmempengaruhi-konsumen-di-2017
https://tekno.tempo.co/read/news/2017/05/20/072877041/5-tren-teknologi-yangmempengaruhi-konsumen-di-2017


 

 

Slameto. (2010). Belajar dan Faktor-Faktor yang Mempengaruhinya. Jakarta: Reineka 

Cipta 

Sugihartono. (2007). Psikologi Pendidikan. Yogyakarta: UNY Press. 

 

Sugiya, A. (2012). Strategi Konvergensi Media: Studi Kasus Grand Strategi Harian 

Kompas. Thesis. Universitas Indonesia 

Sugiyono. (2010). Metode Penelitian Pendidikan Pendekatan (Kuantitatif, Kualitatif, 

dan R&D) (Vol. 22). Bandung, Indonesia: ALFABETA. 

Sugiyono. (2013). Metode Penelitian Manajemen. Bandung, Indonesia: ALFABETA. 

 

Syahputra, Iswandi. (2011). Rahasia Simulasi Mistik Televisi. Yogyakarta: Pustaka 

Pelajar. 

Uskali, Turo. (2021). Immersive Journalism as Storytelling: Ethics, Production, and 

Design. New York, USA: Routledge 

Wahyudi, J. B. (1996). Dasar-dasar Jurnalistik Radio dan Televisi. Jakarta: Pustaka 

Utama Grafitti. 

Widoyoko, E. P. (2012). Teknik penyusunan instrumen penelitian. 

 

Yazan, Bedrettin. (2015). Three Approaches to Case Study Methods in Education: Yin, 

Merriam, and Stake. Diakses pada 10 Maret 2020. 

https://nsuworks.nova.edu/tqr/vol20/iss2/12/ 
 

Yin, Robert K. (1996). Three Approaches to Case Study Methods in Education: Yin, 

Merriam, and Stake. Diakses pada 10 Maret 2020.

https://nsuworks.nova.edu/tqr/vol20/iss2/12/


v 

 

 


