
51 
  
 

DAFTAR PUSTAKA 

[1] Suyanto. 2011. Artificial Intelligence. Bandung: Informatika Bandung. 

[2] Fernandez, Michelle M. 2012. Corona SDK Mobile Game Development Beginner’s 

Guide. Birmingham: Packt Publishing. 

[3] McShaffry, Mike and David Graham. 2013. Game Coding Complete, Fourth Edition. 

Boston: Course Technology. 

[4] Gordon, Steven. 1993. A Comparison Between Probabilistic Search and Weighted 

Heuristic in A Game With Incomplete Information. 

http://aaaipress.org/Papers/Symposia/Fall/1993/FS-93-02/FS93-02-011.pdf Diunduh 

pada 13 Desember 2013 

[5] http://www.lua.org/download.html Diunduh pada 14 Februari 2013 

[6] Zammetti, Frank. 2013. Learn Corona SDK Game Development. New York: Springer 

Science+Business Media. 

[7] Sauter, Donald. 2010. Scrabble –a Brief History and Evolution of the Rules 1949-1999. 

http://www.donaldsauter.com/scrabble-rules.htm Diakses pada 21 Mei 2013 

[8] http://lua-users.org/wiki/ Diakses pada 14 Desember 2013 

[9] https://developer.coronalabs.com/downloads/corona-sdk Diunduh pada 28 September 

2013 

[10] Mark Richards, Andrew His, Mykolas Dapkus, D.S Pan, T. Rudwick. Creating 

Human-Like Suboptimal Player For Scrabble. 

http://reason.cs.uiuc.edu/mdrichar/my_papers/human_scrabble.pdf Diunduh pada 18 

Desember 2013   

http://aaaipress.org/Papers/Symposia/Fall/1993/FS-93-02/FS93-02-011.pdf
http://www.lua.org/download.html
http://www.donaldsauter.com/scrabble-rules.htm
http://lua-users.org/wiki/
https://developer.coronalabs.com/downloads/corona-sdk
http://reason.cs.uiuc.edu/mdrichar/my_papers/human_scrabble.pdf

