DAFTAR PUSTAKA

[1] Pressman, R.S., Software Engineering : a practitioner’s approach, McGraw-
Hill, New York, 2010.

[2] Sugiyono, "Metode Penelitian Kuantitatif Kualitatif dan R&D," Bandung,
Alfabeta, 2010.

[3] A. Dale Timpe, Seri limu dan Seni Manajemen Bisnis: Mengelola Waktu, PT.
Gramedia Asri Media, Jakarta, 2007.

[4] A. Kristanto, Perancangan Sistem Informasi Dan Aplikasinya, Yogyakarta:
Gaya Media, 2008.

[5] Allen, David. Getting Things Done: Five Simple Steps That Apply Order to
Chaos. [Online] Awvailable at : http://gettingthingsdone.com/fivesteps/,

[Accessed 16/07/2015]
[6] Agustinus Nilwan, Pemrograman Animasi dan Game Profesional 4, Elex Media

Komputindo, Jakarta ,1998.
[7] Penny de Byl, Game Development with Unity, Holistic, Australia, 2012.
[8] Sommerville, Software engineering 9th ed., Addison-Wesley, Boston, 2011.
[9] Sugiyono, Memahami Penelitian Kualitatif, ALFABETA, Bandung, 2012.
[10] Eggion, "Kitten Mita" [Online] Available at :
https://id.techinasia.com/kitten-mita-rpg-yang-terinspirasi-kisah-rakyat-
sumatra/ [Accessed 20/07/2015]
[11] Synergi Studio, "Daun Kehidupan™ [Online] Available at :

http://h-zerogames.blogspot.com/2013/12/interview-daun-kehidupan-
terakhir.html[Accessed 23/07/2015]

109


http://gettingthingsdone.com/fivesteps/
https://id.techinasia.com/kitten-mita-rpg-yang-terinspirasi-kisah-rakyat-sumatra/
https://id.techinasia.com/kitten-mita-rpg-yang-terinspirasi-kisah-rakyat-sumatra/
http://h-zerogames.blogspot.com/2013/12/interview-daun-kehidupan-terakhir.html
http://h-zerogames.blogspot.com/2013/12/interview-daun-kehidupan-terakhir.html

