
113 
 

DAFTAR PUSTAKA 
 
 
[1]  http://www.mathematische-basteleien.de/nimgame.html 

[2] http://en.wikipedia.org/wiki/Nim 

[3] http://en.wikipedia.org/wiki/Minimax 

[4] http://www.math.ucla.edu/tom/game_Theory/comb.pdf 

[5] Haryanto, Bambang. 2003. Struktur Data Membuat Dasar Pengembangan 
Orientasi Objek.  Informatika: Bandung. 

 
[6] Sri Kusumadewi, “Artificial Intelligence (Teknik dan Aplikasinya)”, 

Graha Ilmu, 2003. 

[7] Nim, A Game With a Complete Matjematical  Theory 
 Author(s): Charles L. Bouton  
Source: The Annals of Mathematics, Second Series, Vol. 3, No. 1/4 (1901 
- 1902), pp. 35-39 Published by: Annals of Mathematics  
Stable URL: http://www.jstor.org/stable/1967631  
Accessed: 01/03/2011 12:37 
 

[8]  Fowler, Martin. UML Distilled: A Brief Guide to the Standard Object 
Modeling Language (3rd ed. ed.). Addison-Wesley. ISBN 0-321-19368-7. 

 
[9] Roques, Pascal. 2001. UML in Practice: The Art of Modelling Software 

Systems Demonstrated  through Worked Examples and Solutions. Editions 
Eyrolles, Paris, France. 

 
[10] http://delphi.about.com/od/oopindelphi/a/delphi_oop6_5.htm  

Learning Object Oriented Programming With Delphi. Zarco Gajic, 
About.com. 
 

[11]     http://lecturer.eepis-its.edu/~kangedi/materi kuliah/Kecerdasan 
Buatan/Bab 1 Pengenalan Kecerdasan Buatan.pdf 

 
 
 


