
 

59 

 

DAFTAR PUSTAKA 

 

Ali, Edwar. 2019. Rekayasa Perangkat Lunak. Yogyakarta: CV MFA. 

Jamil, Syarifah Hikmah & Aprilisanda, Invony Dwi. 2020. Pengaruh Pembelajaran 

Daring Terhadap Minat Belajar Mahasiswa pada Masa Pandemik Covid-19. 

Behavioral Accounting Journal. 3 (1). (Online), tersedia: 

(http://baj.upnjatim.ac.id/index.php/baj/article/view/57), diunduh 15 desember 

2022. 

Hasanah, Fitria Nur & Untari, Rahmania Sri. 2021. Buku Ajar Rekayasa Perangkat 

Lunak. Sidoarjo: UMSIDA Press. 

Hamilton, Kim & Miles, Russell. 2006. A pragmatic introduction to UML: learning 

UML 2.0. California: O'Reilly. 

Kim, Sangkyun, Song, Kibong & Burton, Barbara Lockee John. 2018. Gamification 

in Learning and Education: Enjoy Learning Like Gaming. Berlin: Springer. 

Mayer, Richard E., Plass, Jan L. & Homer, Bruce D. 2020. Handbook of Game-based 

Learning. London: The MIT Press. 

Yanuarti Apsari, et al. 2020. Alat Permainan Edukatif sebagai Media Pembelajaran 

Bahasa Inggris. Abdimas Siliwangi. 3 (1). (Online), tersedia: ( 

https://journal.ikipsiliwangi.ac.id/index.php/abdimas-

siliwangi/issue/view/117 ), diunduh 15 desember 2022. 

https://journal.ikipsiliwangi.ac.id/index.php/abdimas-siliwangi/issue/view/117
https://journal.ikipsiliwangi.ac.id/index.php/abdimas-siliwangi/issue/view/117


 

60 

 

Schrier, Karen. 2014. Learning, Education and Games Volume One: Curricular and 

Design Considerations. California: ETC Press. 

Englander, Irv. 2009.  The Architecture of Computer Hardware, Systems Software, 

& Networking: An Information Technology Approach. Hoboken: Wiley. 

Ferguson, Jill L. 2018. Creating a Freelance Career. New York: Routledge. 

Kindersley, Dorling. 2018. Help Your Kids with Computer Science- A Unique 

Visual Step-by-Step Guide to Computers, Coding, and Communication. 

London: Penguin Random House. 

Steinmetz, Erik Stefan. 2016.  Computer Go and Monte Carlo Tree Search: 

Opening Book and Parallel Solutions. Disertasi. Dipublikasikan. Minnesota: 

Computer Science University of Minnesota.  

 Mubin, Fatchul & Budiyanto, Nugroho Eko. 2020. Game Edukasi “Foodin” sebagai 

Media Pengenalan Makanan Sehat dan Makanan Tidak Sehat Berbasis 

Android. Informatika dan RPL. 2 (1). (Online), tersedia: ( 

https://www.publikasiilmiah.unwahas.ac.id/index.php/JINRPL/article/view/3

192 ), diunduh 15 desember 2022. 

Adrian, Qadhli Jafar & Apriyanti. 2019. Game Edukasi Pembelajaran Matematika 

Untuk Anak Sd Kelas 1 dan 2 Berbasis Android. Jurnal TEKNOINFO. 13 

(1). (Online), tersedia: ( 

https://ejurnal.teknokrat.ac.id/index.php/teknoinfo/article/view/159 ), 

diunduh 15 desember 2022. 

Sironi, Chiara F. & Winands, Mark H. M. 2018. Analysis of Self-Adaptive Monte 

Carlo Tree Search in General Video Game Playing. Makalah disajikan dalam 

2018 IEEE Conference on Computational Intelligence and Games (CIG), 

IEEE, Maastricht, 14-17 Agustus. 

Futuhi, Ehsan & Shayan, Karimi. 2020. Solving Nurikabe with Monte-Carlo Tree 

Serach. Makalah disajikan dalam 2020 5th International Conference on 

Computational Intelligence and Applications, IEEE, Beijing, 19-21 Juni. 

Kennedy, alvin et al. 2020. Implementasi algoritma monte carlo tree search pada 

permainan 2048 berbasis web. Jurnal ilmiah matrik, (online), 22 (3): 241-248, 

tersedia:(https://journal.binadarma.ac.id/index.php/jurnalmatrik/article/view

/1060 ), diunduh 14 September 2022. 

https://www.publikasiilmiah.unwahas.ac.id/index.php/JINRPL/article/view/3192
https://www.publikasiilmiah.unwahas.ac.id/index.php/JINRPL/article/view/3192
https://ejurnal.teknokrat.ac.id/index.php/teknoinfo/article/view/159
https://journal.binadarma.ac.id/index.php/jurnalmatrik/article/view/1060
https://journal.binadarma.ac.id/index.php/jurnalmatrik/article/view/1060


 

61 

 

Leloudas, Panagiotis. 2023. Introduction to Software Testing: A Practical Guide to 

Testing, Design, Automation, and Execution. California: Apress Berkeley, 

doi: https://doi.org/10.1007/978-1-4842-9514-4. 

Findawati, Yulian & Taurusta, Cindiy. 2021. Buku Ajar Rekayasa Perangkat 

Lunak. doi:  https://doi.org/10.21070/2018/978-602-5914-09-6. 

Englander, Irv. 2009.  The Architecture of Computer Hardware, Systems Software, 

& Networking: An Information Technology Approach. Hoboken: Wiley. 

Grade, Alison. 2020. The Freelance Bible: Everything You Need to Go Solo in Any 

Industry.Alberta: Portfolio Penguin. 

Ellen, Moira. 2018. Starting Your Career As a Freelance Writer. New York: 

Allworth Press. 

Ningrum, Fadhila et al. 2019, Pengujian Black Box pada Aplikasi Sistem Seleksi 

Sales Terbaik Menggunakan Teknik Equivalence Partitions, Jurnal 

Informatika Universitas Pamulang, vol. 4, no. 4, pp. 125-130, doi: 

http://dx.doi.org/10.32493/informatika.v4i4.3782. 

 

https://doi.org/10.1007/978-1-4842-9514-4

