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ABSTRAK

Imersif adalah istilah untuk batasan antara dunia fisik dan dunia maya yang
memungkinkan pengguna memiliki pengalaman yang sama di dunia maya seperti di
dunia nyata melalui teknologi yang telah disediakan. Secara umum proses simulasi
dibagi menjadi tiga tahapan, yaitu Pre-Processing, Processing dan Post-Processing.
Pada pelaksanaan pengujian prototype tersebut, setiap responden diberikan panduan
tentang penggunaan Oculus Headset dan tugas apa saja yang harus mereka lakukan
saat berada di lingkungan virtual. Pengumpulan data diperoleh dari hasil pengisian
kuesioner responden yang diberikan ketika responden telah selesai mencoba prototipe
tur rumah dalam selang waktu 5 — 10 dengan tugas sesuai isi dari kuesioner. Hasil
tingkat imersif yang diperoleh berdasaran pengujian yang telah dilakukan dalam VR
mendapatkan hasil sebesar 71,67%. Dengan demikan hasil dari penghitungan antara
brosur dan kuesioner imersif mengalami peningkatan sebesar 1,67% dengan kreteria
Baik.

Kata Kunci: Immersive, Metaverse, Virtual Reality, Likert, Oculus Quest



ABSTRACT

Immersive is a term for the boundary between the physical world and the virtual
world that allows users to have the same experience in the virtual world as in the
real world through the technology that has been provided. In general, the simulation
process is divided into three stages, namely Pre-Processing, Processing and Post-
Processing. In the implementation of the prototype test, each respondent was given
guidance on the use of the Oculus Headset and what tasks they had to do while in
the virtual environment. Data collection is obtained from the results of filling out
the respondent's questionnaire which is given when the respondent has finished
trying the home tour prototype in an interval of 5 - 10 with the task according to the
contents of the questionnaire. The results of the immersive level obtained based on
tests that have been carried out in VR get a result of 71.67%. Thus the results of the
calculation between the brochure and the immersive questionnaire have increased
by 1.67% with Good criteria.

Keywords: Immersive, Metaverse, Virtual Reality, Likert, Oculus Quest
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