DAFTAR PUSTAKA

Aleem, S., Capretz, L., & Ahmed, F. (2016, 12). Game development software engineering
process life cycle: a systematic review. Journal of Software Engineering Research
and Development, 4(1).

Andujar, C., Saona-Vazquez, C., Navazo, I., & Brunet, P. (2000). Integrating Occlusion
Culling and Levels of Detail through Hardly-Visible Sets.

Atthariq, M., Eridani, D., & Fauzi, A. (n.d.). Implementasi Procedural Content Generation
pada Game Menggunakan Unity Implementation of Procedural Content
Generation on Games Using Unity (Vol. 1). Retrieved from
https://ejournal3.undip.ac.id/index.php/jtk

Beier, M., Miller, L., & Wang, S. (2012, 12). Science games and the development of
scientific possible selves (Vol. 7).

Bittner, J., Wimmer, M., Piringer, H., & Purgathofer, W. (2004). Coherent Hierarchical
Culling: Hardware Occlusion Queries Made Useful.

Choi, Y., Park, S., Jeon, S., Ha, R., & Cha, H. (2022, 10). Optimizing Energy Consumption
of Mobile Games (Vol. 21). Institute of Electrical and Electronics Engineers Inc.

Cohen-Or, D., Chrysanthou, Y., Silva, T., & Do Durand, F. (n.d.). 4 Survey of Visibility for
Walkthrough Applications.

Daniel Cohen-Or, Y. L. (2003). A Survey of Visibility for. IEEE TRANSACTIONS ON
VISUALIZATION AND COMPUTER GRAPHICS, 412-431.

Fathoni, K., Shabrina Shaliha, N., Sa'dyah, H., Kurnia Basuki, D., Basofi, A., Elektronika,
P., & Surabaya, N. (2020). PENGUKURAN PERFORMA ALGORITMA
CULLING UNTUK OPTIMASI GRAFIS PADA GAME TIGA DIMENSI
CULLING ALGORITHM PERFORMANCE MEASUREMENT FOR GRAPHIC
OPTIMIZATION IN THREE DIMENSIONAL GAMES. 7(1).

Fedotova, N., Protsenko, M., Baranova, 1., Vashchenko, S., & Dehtiarenko, Y. (2023).
RESEARCH ON CALCULATION OPTIMIZATION METHODS USED IN
COMPUTER GAMES DEVELOPMENT. Informatyka, Automatyka, Pomiary w
Gospodarce i Ochronie Srodowiska, 13(3), 37-42.

Gonakhchyan, V. (2020). Occlusion Culling Algorithm Based on Software Visibility
Checks. Programming and Computer Software, 46(7), 454-462. Retrieved from
https://doi.org/10.1134/S0361768820070038

Klosowski, J., Udio, C., & Silva, T. (n.d.). Efficient Conservative Visibility Culling Using
the Prioritized-Layered Projection Algorithm.

Koulaxidis, G., & Xinogalos, S. (2022, 6). Improving Mobile Game Performance with
Basic Optimization Techniques in Unity. Modelling, 3(2), 201-223.

48



Lee, G., Jeong, M., Seok, Y., & Lee, S. (2021, 5). Hierarchical Raster Occlusion Culling.
Computer Graphics Forum, 40(2), 489-495.

Osborne O'hagan, A., Coleman, G., & O'connor, R. (2014). CCIS 425 - Software
Development Processes for Games: A Systematic Literature Review.

Pantazopoulos, 1., & Tzafestas, S. (2002). Occlusion Culling Algorithms: A Comprehensive
Survey.

Taborda Mosquera, J., Arango-Lopez, J., Gutiérrez Vela, F., Collazos, C., & Moreira, F.
(2021, 8). Analyzing effectiveness and fun through metrics applied to pervasive
gaming experiences (Vol. 20). Springer Science and Business Media Deutschland
GmbH.

Tan, Y., Low, S., Chow, J., Teo, J., & Bhojan, A. (2024). DHR+S: distributed hybrid
rendering with realistic real-time shadows for interactive thin client metaverse and
game applications. The Visual Computer, 40(7), 4981-4991. Retrieved from
https://doi.org/10.1007/s00371-024-03501-4

Wu, K., He, X., Pan, Z., & Gao, X. (2022, 10). Occluder Generation for Buildings in
Digital Games. Computer Graphics Forum, 41(7), 205-214.

49



