[1]

(2]

[4]
[5]

(8]

[9]

DAFTAR PUSTAKA

C. Kothari, Research Methodology - Method and Techniques, New Delhi:
New Age International (P) Ltd.,, 2004, p. 3.

H. Kaufmann, “Collaborative Augmented Reality in Education,” Vienna

University of Technology, Wien, Austria , 2003.

M. Badru Zaman dan M. Hj. Cucu Eliyawati, “Media Pembelajaran Anak
Usia Dini,” Bahan Ajar Pendidikan Profesi Guru (PPG), pp. 4-6, 2010.

R. T. Azuma, “A Survey of Augmented Reality,” 1997.

J. M, “Artikel Pendidikan: Manfaat Mewarnai dan Menggambar bagi Si
Kecil,” Kesekolah.com, 10 Februari 2014. [Online]. Available:
http://www .kesekolah.com/artikel-dan-berita/pendidikan/manfaat-

mewarnai-dan-menggambar-bagi-si-kecil.html. [Diakses 26 Maret 2015].

N. Ramadijanti, “Image Processing,” Laboratorium Computer Vision

Politeknik Elekltronika Negeri Surabaya PENS-ITS, 2009, 2009.

R. Munir, “Pembentukan Citra,” dalam Pengolahan Citra Digital, Bandung,
Informatika, 2004, pp. 15-18.

E. R. a. T. Drummond, “Fusing Points and Lines For High Performance
Tracking,” IEEE International Conference on Computer Visiono 2, pp. 1508-
1511, 2005.

U. Technologies, “Unity Manual,” Unity Technologies, 2015. [Online].
Available: http://docs.unity3d.com/Manual/index.html. [Diakses 2015 July
11].

[10] M. F. Rentor, “Rancang Bangun Perangkat Lunak Pengenalan Objek Berbasis

Augmented Reality,” Universitas Atma Jaya, Yogyakarya, 2013.

[11] Qualcomm, “Qualcomm® Vuforia™,” ualcomm Technologies, Inc. , 2015.

[Online]. Available: http://www.qualcomm.co.id/products/vuforia. [Diakses

7 Juni 2015].

99



100

[12] K. Hamilton dan R. Miles, Use Case Relationships, California: O'Reilly
Media, Inc., 2006.

[13] S. M. A. S. Rosa, Rekayasa Perangkat Lunak, Bandung: Modula, 2011.

[14] K. L.Murdock, “UV Mapping,” dalam 3DS MAX Bible, Canada, Wiley
Publishing,Inc, pp. 631-648.

[15] D. Fussell, Texture Mapping, Austin: University of Texas, 2010.



