
 

81 

 

DAFTAR PUSTAKA 

 

[1] Y. W. Bernier, “Latency Compensating Methods in Client/Server In-game 

Protocol Design and Optimization,” presented at the Game Developers 

Conference, 2001. 

[2] J. Lundgren, “Implementation and Evaluation of Hit Registration in 

Networked First Person Shooters,” Linköping University, Sweden, 2021. 

[3] Drew Coleman, “Understanding Delta Time.” Accessed: Mar. 07, 2024. 

[Online]. Available: https://drewcampbell92.medium.com/understanding-

delta-time-b53bf4781a03 

[4] B. F. Janzen and R. J. Teather, “Is 60 FPS better than 30?: the impact of frame 

rate and latency on moving target selection,” in CHI ’14 Extended Abstracts 

on Human Factors in Computing Systems, Toronto Ontario Canada: ACM, 

Apr. 2014, pp. 1477–1482. doi: 10.1145/2559206.2581214. 

[5] A. Nilwan, Pemrograman Animasi dan Game professional. Jakarta: Elex 

Media Komputindo, 2008. 

[6] Ernest Adams, Fundamentals of Game Design (Third Edition), 3rd ed. United 

States of America: Pearson Education, 2014. 

[7] James F. Kurose and Keith W. Ross, Computer Networking : A Top-Down 

Approach, 7th ed. United States of America: Pearson Education, 2017. 

[8] S. Liu, X. Xu, and M. Claypool, “A Survey and Taxonomy of Latency 

Compensation Techniques for Network Computer Games,” ACM Comput. 

Surv., vol. 54, no. 11s, pp. 1–34, Jan. 2022, doi: 10.1145/3519023. 

[9] C. Savery and T. C. N. Graham, “Timelines: simplifying the programming of 

lag compensation for the next generation of networked games,” Multimed. 

Syst., vol. 19, no. 3, pp. 271–287, Jun. 2013, doi: 10.1007/s00530-012-0271-

3. 

[10] W.-K. Lee and R. K. C. Chang, “Evaluation of lag-related configurations in 

first-person shooter games,” in 2015 International Workshop on Network and 

Systems Support for Games (NetGames), Zagreb, Croatia: IEEE, Dec. 2015, 

pp. 1–3. doi: 10.1109/NetGames.2015.7382997. 



82 

 

 

[11] A. Kaiser, D. Maggiorini, N. Achir, and K. Boussetta, “On the Objective 

Evaluation of Real-Time Networked Games,” in GLOBECOM 2009 - 2009 

IEEE Global Telecommunications Conference, Honolulu, Hawaii: IEEE, Nov. 

2009, pp. 1–5. doi: 10.1109/GLOCOM.2009.5426032. 

[12] A. Beznosyk, P. Quax, K. Coninx, and W. Lamotte, “Influence of network 

delay and jitter on cooperation in multiplayer games,” in Proceedings of the 

10th International Conference on Virtual Reality Continuum and Its 

Applications in Industry, Hong Kong China: ACM, Dec. 2011, pp. 351–354. 

doi: 10.1145/2087756.2087812. 

[13] J. Saldana, “Online Games Traffic Multiplexing: Analysis and Effect in 

Access Networks,” KSII Trans. Internet Inf. Syst., 2012, doi: 

10.3837/tiis.2012.10.010. 

[14] T. Motoo, J. Kawasaki, T. Fujihashi, S. Saruwatari, and T. Watanabe, “Client-

Side Network Delay Compensation for Online Shooting Games,” IEEE 

Access, vol. 9, pp. 125678–125690, 2021, doi: 

10.1109/ACCESS.2021.3111180. 

[15] H. Rahimi, S. Ratti, A. A. N. Shirehjini, and S. Shirmohammadi, “A Time 

Rewind System for Multiplayer Games,” Lect. Notes Softw. Eng., pp. 381–

386, 2013, doi: 10.7763/LNSE.2013.V1.81. 

[16] E. Howard, C. Cooper, M. P. Wittie, S. Swinford, and Q. Yang, “Cascading 

impact of lag on Quality of Experience in cooperative multiplayer games,” in 

2014 13th Annual Workshop on Network and Systems Support for Games, 

Nagoya, Japan: IEEE, Dec. 2014, pp. 1–6. doi: 

10.1109/NetGames.2014.7008965. 

[17] Kuan-Ta Chen, P. Huang, and Chin-Laung Lei, “Effect of Network Quality on 

Player Departure Behavior in Online Games,” IEEE Trans. Parallel Distrib. 

Syst., vol. 20, no. 5, pp. 593–606, May 2009, doi: 10.1109/TPDS.2008.148. 

[18] M. X. Zha and Y. Zhang, “The Effects of Network Latency on Player Gaming 

Experience,” Worcester Polytechnic Institute, United States, 2019. 



83 

 

 

[19] B. Raharjo, Pemrograman C++: mudah dan cepat menjadi master C++ 

dengan mengungkap rahasia rahasia pemograman dalam C++, Edisi Revisi. 

Indonesia: Informatika, 2014. 

[20] C++20: Reaching for the Aims of C++ - Bjarne Stroustrup - CppCon 2021, 

(Dec. 16, 2021). [Online Video]. Available: 

https://www.youtube.com/watch?v=15QF2q66NhU 

[21] A. Sindar, STRUKTUR DATA DAN ALGORITMA DENGAN C++. Banten: 

CV. AA. RIZKY, 2018. 

[22] “Unreal Engine.” [Online]. Available: https://www.unrealengine.com/en-US 

[23] Epic Games, “Unreal Engine Documentation : Networking and Multiplayer.” 

Accessed: Mar. 26, 2024. [Online]. Available: 

https://dev.epicgames.com/documentation/en-us/unreal-

engine/programming-network-multiplayer-games-for-unreal-engine 

[24] Epic Games, “Using Network Emulation,” Unreal Engine Documentation. 

Accessed: May 27, 2024. [Online]. Available: 

https://dev.epicgames.com/documentation/es-es/unreal-engine/using-

network-emulation-in-unreal-

engine%3Fapplication_version%3D5.4%3Fapplication_version%3D5.4%3F

application_version%3D5.4 

[25] Epic Games, “Components and Collision,” Unreal Engine Documentation. 

Accessed: May 27, 2024. [Online]. Available: 

https://dev.epicgames.com/documentation/en-us/unreal-engine/quick-start-

guide-to-components-and-collision-in-unreal-engine-

cpp?application_version=5.3 

[26] Epic Games, “Setting Up Collisions With Static Meshes,” Unreal Engine 

Documentation. Accessed: May 27, 2024. [Online]. Available: 

https://dev.epicgames.com/documentation/en-us/unreal-engine/setting-up-

collisions-with-static-meshes-in-unreal-engine 

[27] F. A. Irsyadul Ikhbaad, Haryoko, Bernadhed, and Muhammad Fairul Filza, 

“Implementasi Algoritma Raycasting Pada Game Psikologi Horor,” Indones. 

J. Comput. Sci., vol. 13, no. 1, Feb. 2024, doi: 10.33022/ijcs.v13i1.3659. 



84 

 

 

[28] S. Pv, Physics and Raycasting. In: Beginning Unreal Engine 4 Blueprints 

Visual Scripting, 1st ed. Berkeley: Apress, 2020. 

[29] Epic Games, “Using a Single Line Trace (Raycast) by Channel,” Unreal 

Engine Documentation. Accessed: May 27, 2024. [Online]. Available: 

https://dev.epicgames.com/documentation/en-us/unreal-engine/using-a-

single-line-trace-raycast-by-channel-in-unreal-engine 

[30] R. A.S and M. Shalahuddin, Rekayasa Perangkat Lunak : Terstruktur dan 

Berorientasi Objek Edisi Revisi. Bandung: Informatika, 2018. 

[31] Drs. Sahid, M.Sc, Pengantar Komputasi Numerik Dengan Matlab. 

Yogyakarta: ANDI, 2005. 

[32] T.-C. Hou, L.-H. Liu, Y.-K. Lan, Y.-T. Chen, and Y.-S. Chu, “An Improved 

Network Time Protocol for Industrial Internet of Things,” Sensors, vol. 22, no. 

13, p. 5021, Jul. 2022, doi: 10.3390/s22135021. 

[33] Josh Sutphin, “Accurately syncing Unreal’s network clock.” Accessed: Mar. 

21, 2024. [Online]. Available: https://medium.com/@invicticide/accurately-

syncing-unreals-network-clock-87a3f9262594 

[34] Ferretti, S, Handbook of Digital Games. United States: Wiley-IEEE Press, 

2014. 

[35] G. James, D. Witten, T. Hastie, and R. Tibshirani, An Introduction to Statistical 

Learning: with Applications in R, 1st ed. United States: Springer, 2013. 

[36] K. T. Claypool and M. Claypool, “On frame rate and player performance in 

first person shooter games,” Multimed. Syst., vol. 13, no. 1, pp. 3–17, Jul. 

2007, doi: 10.1007/s00530-007-0081-1. 

[37] “Hardware and Software Specifications,” Unreal Engine Docs. Accessed: 

Aug. 03, 2024. [Online]. Available: https://docs.unrealengine.com/5.0/en-

US/hardware-and-software-specifications-for-unreal-engine/ 

[38] Ep, “Networked Movement in the Character Movement Component,” Unreal 

Engine Documentation. [Online]. Available: 

https://dev.epicgames.com/documentation/en-us/unreal-

engine/understanding-networked-movement-in-the-character-movement-

component-for-unreal-engine 


