
DAFTAR PUSTAKA

[1] J. Radianti, T. A. Majchrzak, J. Fromm, and I. Wohlgenannt, “A systematic
review of immersive virtual reality applications for higher education:
Design elements, lessons learned, and research agenda,” Computers
amp; Education, vol. 147, p. 103778, Apr. 2020. [Online]. Available:
http://dx.doi.org/10.1016/j.compedu.2019.103778

[2] Y. K. Dwivedi, L. Hughes, A. M. Baabdullah, S. Ribeiro-Navarrete,
M. Giannakis, M. M. Al-Debei, D. Dennehy, B. Metri, D. Buhalis, C. M.
Cheung, K. Conboy, R. Doyle, R. Dubey, V. Dutot, R. Felix, D. Goyal,
A. Gustafsson, C. Hinsch, I. Jebabli, M. Janssen, Y.-G. Kim, J. Kim,
S. Koos, D. Kreps, N. Kshetri, V. Kumar, K.-B. Ooi, S. Papagiannidis, I. O.
Pappas, A. Polyviou, S.-M. Park, N. Pandey, M. M. Queiroz, R. Raman,
P. A. Rauschnabel, A. Shirish, M. Sigala, K. Spanaki, G. Wei-Han Tan,
M. K. Tiwari, G. Viglia, and S. F. Wamba, “Metaverse beyond the
hype: Multidisciplinary perspectives on emerging challenges, opportunities,
and agenda for research, practice and policy,” International Journal of
Information Management, vol. 66, p. 102542, Oct. 2022. [Online]. Available:
http://dx.doi.org/10.1016/j.ijinfomgt.2022.102542

[3] C. Moro, J. Birt, Z. Stromberga, C. Phelps, J. Clark, P. Glasziou, and A. M.
Scott, “Virtual and augmented reality enhancements to medical and science
student physiology and anatomy test performance: A systematic review and
meta-analysis,” Anatomical Sciences Education, vol. 14, no. 3, p. 368–376,
Feb. 2021. [Online]. Available: http://dx.doi.org/10.1002/ase.2049

[4] R. C. Chick, G. T. Clifton, K. M. Peace, B. W. Propper, D. F. Hale,
A. A. Alseidi, and T. J. Vreeland, “Using technology to maintain the
education of residents during the covid-19 pandemic,” Journal of Surgical
Education, vol. 77, no. 4, p. 729–732, Jul. 2020. [Online]. Available:
http://dx.doi.org/10.1016/j.jsurg.2020.03.018

[5] B. Xie, H. Liu, R. Alghofaili, Y. Zhang, Y. Jiang, F. D. Lobo, C. Li, W. Li,
H. Huang, M. Akdere, C. Mousas, and L.-F. Yu, “A review on virtual reality
skill training applications,” Frontiers in Virtual Reality, vol. 2, Apr. 2021.
[Online]. Available: http://dx.doi.org/10.3389/frvir.2021.645153

[6] D. WANG, Y. GUO, S. LIU, Y. ZHANG, W. XU, and J. XIAO, “Haptic
display for virtual reality: progress and challenges,” Virtual Reality amp;
Intelligent Hardware, vol. 1, no. 2, p. 136–162, Apr. 2019. [Online].
Available: http://dx.doi.org/10.3724/SP.J.2096-5796.2019.0008

[7] J. Xiong, E.-L. Hsiang, Z. He, T. Zhan, and S.-T. Wu, “Augmented reality
and virtual reality displays: emerging technologies and future perspectives,”

75
Pengembangan Virtual Reality..., Louis Gabriel Hernandes, Universitas Multimedia Nusantara

http://dx.doi.org/10.1016/j.compedu.2019.103778
http://dx.doi.org/10.1016/j.ijinfomgt.2022.102542
http://dx.doi.org/10.1002/ase.2049
http://dx.doi.org/10.1016/j.jsurg.2020.03.018
http://dx.doi.org/10.3389/frvir.2021.645153
http://dx.doi.org/10.3724/SP.J.2096-5796.2019.0008


Light: Science amp; Applications, vol. 10, no. 1, Oct. 2021. [Online].
Available: http://dx.doi.org/10.1038/s41377-021-00658-8

[8] L. Jensen and F. Konradsen, “A review of the use of virtual reality
head-mounted displays in education and training,” Education and Information
Technologies, vol. 23, no. 4, p. 1515–1529, Nov. 2017. [Online]. Available:
http://dx.doi.org/10.1007/s10639-017-9676-0

[9] PT. Saka Farma Laboratories (Kalbe Consumer Health). Company website.
[Online]. Available: https://www.kalbeconsumerhealth.com/

[10] ——, “2025 Company Document of Kalbe Consumer Health,” Available
from: PT. Saka Farma Laboratories, internal report.

[11] A. Gazis and E. Katsiri, “Serious games in digital gaming: A
comprehensive review of applications, game engines and advancements,”
WSEAS TRANSACTIONS ON COMPUTER RESEARCH, vol. 11, p. 10–22,
Mar. 2023. [Online]. Available: http://dx.doi.org/10.37394/232018.2023.11.2

[12] A. Ciekanowska, A. Kiszczak Gliński, and K. Dziedzic, “Comparative
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