
 

59 
  Universitas Kristen Maranatha 

 DAFTAR PUSTAKA 

 

Gargenta, M. (2011). Learning Android. Sebastopol: O'Reilly Media, Inc. 

Mullen, T. (2011). Prototyping Augmented Reality. Wiley. 

O’Reilly. (2006). Learning UML 2.0.  

Pilone, D., & Pitman, N. (2005). UML 2.0 in a Nutshell. Sebastopol: O'Reilly Media, Inc. 

Pressman, R. R. (1982). Software Engineering a Practitioner’s Approach 3rd Edition. 

McGraw-Hill. 

Qualcomm. (2012, 09 13). Augmented Reality:Qualcomm. Retrieved 09 13, 2012, from 

Qualcomm Corporation Web Site: 

http://www.qualcomm.co.id/products/augmented-reality 

Safaat, N. (2011). Pemrograman Aplikasi Mobile Smartphone dan Tablet PC Berbasis 

Android. Bandung: Informatika Bandung. 

 

 


