
 
 

xi 
 

 

DAFTAR PUSTAKA 

 

1. Chonoles, Michael Jesse dan Schardt, James A. 2003. UML 2 for Dummies. Indianapolis : Wiley 

Publishing.  

2. Pole, Charlie. 2012. NUnit 2.6 Documentation. Retrieved from NUnit : 

http://www.nunit.org/index.php? p=docHome&r=2.6 

3. Jaegers, Kurt. 2010. XNA 4.0 Game Development by Example. Birmingham - Mumbai : Packt 

Publishing.  

4. Nagel, Christian, dkk. 2007. Professional C# 2005 with .NET 3.0. Indianapolis : Wiley Publishing. 

5. Nash, Trey. Accelerated C# 2010. 2010. New York : Apress. 

6. Pilon, Dan dan Pitman, Neil. 2005. UML 2.0 in a Nutshell. Gravenstein Highway North : O’Reilly 

Media. 

7. Pressman, Roger S., Ph.D. Software Engineering A Practitioner’s Approach. New York : McGraw-

Hill 

8. Reid, Fiach. 2004. Network Programming in .NET. Burlington : Elsevier Digital Press. 

9. Riemersma, Thiadme. Axonometric Projections - A Technical Overview. Retrieved from Graphics 

Programming and Theory : http://www.gamedev.net/page/resources/_/technical/graphics-

programming-and-theory/axonometric-projections-a-technical-overview-r1269 

10. Russel, Stuart dan Norvig, Peter. 2010. Artificial Intelligence A Modern Aproach Third Edition. New 

Jersey : Pearson Education, Inc. 

  

http://www.nunit.org/index.php

