DAFTAR PUSTAKA

Anthony, “Aplikasi Sistem Virtual Market Berbasis Android Dengan Pemanfaatan
Kamera Smartphone Sebagai Qr Code Scanner.”,Universitas Pelita
Harapan Surabaya; Surabaya 2016.

Aprilianti, Yunis, Uning Lestari, Catur Iswayudi. “Aplikasi Mobile Game Edukasi
Matematika Berbasis Android Application of Education Mobile Games For
Math Based On Android.”, jurnal SCRIPT Vol. 1 No. 1 Desember 2013:
89-97

Galih, Ari Purnama, ‘“Perancangan Game Edukasi Matematika Untuk Anak Sd
Kelas I11.”, Universitas Komputer Indonesia; Bandung 2014.

Meet Android Studio; tersedia di https://developer.android.com/studio/intro
/index.html; Internet; diakses 22 February 2017.

Mortal Kombat XL; tersedia di https://www.playstation.com/en-us/games/mortal-
kombat-xI-ps4/ Internet; diakses 17 September 2017.

Pac-Man; tersedia di https://play.google.com/store/apps/details?id=com.namco
bandaigames.pacmantournaments&hl=in; Internet; diakses 17 September
2017.

Penganggapan sulitnya matematika; tersedia di http://www.suara.com/tekno/
2016/10/05/110207/profesor-ini-ungkap-mengapa-matematika-dianggap-
sulit; Internet; diakses 24 April 2017.

Pengertian game menurut para ahli; tersedia di http://www.mandalamaya.com/
pengertian-game-menurut-para-ahli/; Internet; diakses 22 February 2017.

Supported Media Fromats; tersedia di https://developer.android.com/guide/
topics/media/media-formats.html; Internet; diakses 19 September 2017.

Tekken 7; tersedia di https://www.playstation.com/en-us/games/tekken-7-ps4/;
Internet 18 September 2017.

52



