Referensi

Barker, T. A., Rahman, L. Z., Joris, C. A., Matulatan, J. B., Gabinetti, D. A., Djarot,
S.R., etal. (2021). 4 Brief Cultural History of Indonesian Cinema. DKI Jakarta,
Jakarta Selatan, Indonesia: Ministry of Education and Culture.

Stephen, A. (2001). The Contemporary Museum and Leisure: Recreation As a
Museum Function. Museum Management and Curatorship , 19 (3), 297-308.
Chuanrong, C. (2017). The Application of Interactive Design in Museum Exhibition
Space. 2017 9th International Conference on Measuring Technology and
Mechatronics Automation (pp. 369-372). Jiangsu: Conference Publishing Service.
Forrest, R. (2013). Museum Atmospherics: The Role of the Exhibition Environment
in the Visitor Experience. Visitor Studies , 16 (2), 201-216.

Neufert, E. (1936). Data Arsitek. Erlangga.

Panero, J. (1979). Human Dimension & Interior Design. Erlangga.

The Complete Guide on How to Preserve and Store a Movie Poster. (2019). Retrieved
March 25, 2021, from https://www.preservationequipment.com/Blog/Blog-Posts/The-
complete-guide-on-how-to-preserve-and-store-a-movie-poster

Prastowo, R. M., Hartanti, N. B., & Rahmah, N. (2019). PENERAPAN KONSEP
ARSITEKTUR NARATIF TERHADAP TATA RUANG PAMERAN PADA
MUSEUM . Seminar Nasional Pakar Ke 2 Tahun 2019 (pp. 181-187). Jakarta:
Libprint Trisakti.

Boardman, A. A. (2018). An Illustrated History of Filmmaking. London, United
Kingdom: Nobrow.

Jung, T., Lee, H., Dieck, M. T., & Chung, N. Effects of Virtual Reality and
Augmented Reality on Visitor Experiences in Museum. In A. Inversini, & R. Schegg,
Information and communication technologies in tourism 2016. Bilbao, Spain:
Springer.

Miyashita, T., Meier, P., Tachikawa, T., Orlic, S., Eble, T., Scholz, V., et al. (2008).
An Augmented Reality Museum Guide. 2008 7th IEEE/ACM International
Symposium on Mixed and Augmented Reality (pp. 103-106). Cambridge: Institute of
Electrical and Electronics Engineers.

Recupero , A., Talamo, A., Triberti, S., & Modesti, C. (2019). Bridging Museum
Missionn to Visitors' Experience: Activity, Meanings, Interactions, Technology.
Frontiers in Psychology.

Brata, K. C., Brata, A. H., & Pramana, Y. A. (2018). PENGEMBANGAN APLIKASI
MOBILE AUGMENTED REALITY UNTUK MENDUKUNG PENGENALAN
KOLEKSI MUSEUM. Jurnal Teknologi Informasi dan llmu Komputer , 5 (3), 347-
352.

Board of International Research in Design. (2008). Design Dictionary. Berlin:
Deutsche Nationalbibliothek.

94



