
69 

 

DAFTAR PUSTAKA 

 

[1] D. N. Putra, O. O. Sardjito and C. Lawrence, "Penerapan Dan Implementasi  

Algoritma," 2009. 

[2]  D. U. Soraya, "Penerapan Algoritma Backtracking (Runut Balik) Dalam  

Permainan teka-Teki Silang (TTS)," Teknik Informatika, 2009. 

[3]  I. Sommerville, SOftware Enginerring Ninth Edition, 2011. 

[4] E. Talbot's, "Enter the Kakuro Puzzles," [Online]. Available:  

http://www.articlesphere.com/Article/Enter-the-Kakuro-Puzzles/32877.  

[Accessed 22 July 2014]. 

[5] D. Berthier, "Pattern-Based Constraint Satisfaction And Logic Puzzles,"  

Teknik Informatika, 2012. 

[6]  "Kakuro," [Online]. Available: http://en.wikipedia.org/wiki/Kakuro.  

[Accessed 22 July 2014]. 

[7] R. Munir, "Algoritma Pemograman Dalam Bahasa Pascal dan C," Teknik 

Informatika, 2005.  

[8] T. J. Purwadi and E. Kurniawan, "Penerapan Algoritma Backtracking Pada  

Permainan Math Maze," Teknik Informatika, 2010.  

[9] Suyanto, Artificial Intelligence (Searching, Reasoning, Planning, and  

Learning), Informatika, 2010.  

[10] P. W. Pudjo and H. , Menggunakna Unified Modeling Language (UML),  

Informatika, 2011.  

[11] Suarga, Dasar Pemrograman Komputer Dalam Bahasa Java, Andi, 2009.  

[12] M. Kolling, Introducing To Programming With Greenfoot.  

  

 

 


