[1]

(2]

[3]

[4]

[5]

[6]

[7]

[8]

[9]

[10]

[11]

[12]

[13]

[14]
[16]
[17]

DAFTAR PUSTAKA

Ajipramuditya, A. T. (2013). Performance Comparison Analysis Of The
Implementation Of Augmented Reality SDK and IN2AR On Mobile
Advertising Application.

Anonim. (2000, June). What is C#? pp. CSharp-Station.com.

Anonim. (2011, June). Recomendetions For Improving Target Detection
and Tracking. p. developer.vuforia.com/library/articles/Best_Practices/ .
Basir, D. (2016).Pengertian Promosi, jbptunikompp-gdl-didinbasir-22387-
3-.

Carmigniani, J., & Furt, B. (2016). Augmented Reality: An Overview.
Augmented.

Farid, M. A. (2014). Mudah Membuat Game 3 Dimensi menggunakan
unity 3D. Semarang: Wahana Komputer.

H, N. S. (2012). Pemrograman Aplikasi Mobile Smartphone dan Tablet Pc
Berbasis Android. Bandung: Informatika.

Hulopi, H. (2014). Pengertian Aplikasi Menurut Para Ahli,
http://eprints.ung.ac.id/7647/3/2013-2-20401-521309008-bab2-
10012014065737.pdf.

Ibanez, A. S., & Figueras, J. P. (March 19 th 2013). Vuforia vi.5 SDK:
Analysis and Evaluation of Capabilities.

Jainuri, M. (n.d.). Skala Pengukuran. Perkuliahan pada Statistik
Inferensial, (pp. 5-19). Bangko.

Komputer, W. (2014). Mudah Membuat Game 3 Dimensi Menggunakan
Unity 3D. Yogyakarta: C.V.ANDI OFFSET.

Mahasta, A. W. (2016). Computer Vision. Pemanfaatan Computer
Vision:AugmentedReality,lecturer.ukdw.ac.id/~mahas/dossier/comvis_08.p
df.

Munzi, G. G. (2014). Penerapan Augmented Reality Pada Brosur Mobil
Dengan  Platform  Android Di Toyota Auto 2000 Bandung,
http://222.124.203.59/gdl.php?mod=browse&op=read&id=jbptunikompp.
Patton, R. (2001). Software Testing. Indianapolis: Sams Publishing.
Risnita. (2016). Pengembangan Skala Model Likert.

Yaoyuneyong, G., & Johnson, E. (2011). Augmented reality: An overview
and five directions for AR in education.

59



