[1]

[2]

[3]

[4]

[5]

[6]

[7]

[8]

[9]

[10]

[11]

[12]

DAFTAR PUSTAKA

Farizal Arifin, Arik Kurniawati, Cucun Very Angkoso, 2013,
Implementasi Metode N-Gram Pada pembuatan Game Fighting Madura
Berbasis OS Mobile, Program Studi Teknik Informatika, Universitas
Trunojoyo, Bangkalan.

Hanantasia Dinda Patriawan, 2012, Pengembangan Penilaian Teknik
Servis Backspin Forehand Dan Backhand Atlet Tenis Meja Yunior Klub
Jusma Table Tenis School. Fakultas IImu Keolahragaan, Universitas
Negeri Yogyakarta, Yogyakarta.

Sugiyono, 2009, Metode Penelitian Kuantitatif Kualitatif dan R&D,
Alfabeta, Bandung.

Rosa A.S, M. Shalahudin, 2011, Modul Pembelajaran (rekayasa perangkat
lunak), Modula, Bandung.

Larry Hodges, 2006, Tenis Meja Tingkat Pemula, RajaGrafindo Persada,
Jakarta.

Nilwan, 1996, Pemrograman Animasi dan Game Profesional, Elek Media
Komputindo, Jakarta.

Ivan C.Sibero, 2009, Langkah Mudah Mebuat Game 3D, Mediakom,
Yogyakarta.

Russel, Stuart dan Peter Norvig, 1995, Artificial Intelligence A Modern
Approach Second Edition, Pearson Education, Inc., New Jersey.

lam Millington, John Funge, 2009, Artificial Intellegence For Games,
Morgan Kaufmann Publisher, New York.

O’Docherty, M., 2005, Object-Oriented Analysis and Design:
Understanding System Development with UML 2.0, John Wiley & Sons.
Shalahuddin, M dan Rosa A. S, 2011, Rekayasa Perangkat Lunak
(Terstruktur dan Berorientasi Objek). Bandung : Modula.

Widodo Prabowo, Herlawati, 2011, Menggunakan UML, Penerbit

Informatika, Bandung.

70



[13]

[14]

[15]

71

Colin Moock, 2007, Essential ActionScript 3.0, First Edition ed.
Sebastopol, CA: O'Reilly Media, Inc.

Andi Offset, 2012, Beragam Desain Game Edukasi dengan Adobe Flash
CS5, Wahana Komputer, Yogyakarta.

Pressman, Roger S, 2012, Software Engineering : A Practitioner’s
Approach, 7th edition, McGraw Hill Higher Education.



