DAFTAR PUSTAKA

Attharig, M. H., Eridani, D., & Fauzi, A. (2022). Implementasi Procedural Content Generation Pada
Game Menggunakan Unity. Jurnal Teknik Komputer, 1(2), 62-72.
https://doi.org/10.14710/JTK.V112.36673

Azzmi, N., Husniah, L., & Kholimi, A. S. (2024). Island Generator pada Game Open world
Menggunakan Algoritma Perlin noise. Jurnal Repositor, 2(7).
https://doi.org/10.22219/repositor.v2i7.30805

Beizer, B. (1995). Black-Box Testing: Techniques for Functional Testing of Software and Systems. John
Wiley & Sons.

Burnstein, 1. (2003). Practical Software Testing: A Process-Oriented Approach. Springer Science &
Business Media.

Eka Wahyu Hidayat, Euis Nur Fitriani Dewi, & Insan Saleh Ramadhan. (2024). APPLICATION OF
PROCEDURAL CONTENT GENERATION SYSTEM IN FORMING DUNGEON LEVEL IN
DUNGEON DIVER GAME. Jurnal Teknik Informatika  (Jutif), 5(3), 873-881.
https://doi.org/10.52436/1.jutif.2024.5.3.1465

Emmanuel, K. S., Mathuram, C., Priyadarshi, A. R., George, R. A., & Anitha, J. (2019, March). A
Beginners Guide to Procedural Terrain Modelling Techniques. In 2019 2nd International
Conference on Signal Processing and Communication (ICSPC) (pp. 212-217). IEEE.

Etherington, T. R. (2022). Perlin noise as a hierarchical neutral landscape model. Web Ecology, 22(1),
1-6. https://doi.org/10.5194/WE-22-1-2022

Gao, T., Zhang, J., & Mi, Q. (2022). Procedural Generation of Game Levels and Maps: A Review. 4th
International Conference on Artificial Intelligence in Information and Communication, ICAIIC
2022 - Proceedings, 50-55. https://doi.org/10.1109/ICAIIC54071.2022.9722624

Hyttinen,T., 2017, Terrain synthesis using noise, Tesis, Faculty of Natural Science, University of
Tampere, Tampere.

Kaner, C. (2006). Exploratory Testing and Black Box Testing. Cem Kaner Publications.

Kiiz, J. Be., 2019, Multi-Fractal Terrain generation, Tesis, Faculty of Informatics, Masaryk University,
Brno.

Li, H., Tuo, X., Liu, Y., & Jiang, X. (2015, August). A parallel algorithm using Perlin noise
superposition method for terrain generation based on CUDA architecture. In International
Conference on Materials Engineering and Information Technology Applications (MEITA
2015) (pp. 967-974). Atlantis Press.

Marinescu, A. (2012). OPTIMIZATIONS IN PERLIN NOISE-GENERATED PROCEDURAL
TERRAIN. Studia Universitatis Babes-Bolyai, Informatica, 57(2).

Mark Hendrikx, Sebastiaan Meijer, Joeri Van Der Velden, and Alexandru losup. 2013. Procedural
content generation for games: A survey. ACM Trans. Multimedia Comput. Commun. Appl. 9, 1,
Avrticle 1 (February 2013), 22 pages. https://doi.org/10.1145/2422956.2422957

Myers, G. J. (2011). The Art of Software Testing. John Wiley & Sons.

44


https://doi.org/10.14710/JTK.V1I2.36673
https://doi.org/10.22219/repositor.v2i7.30805
https://doi.org/10.52436/1.jutif.2024.5.3.1465
https://doi.org/10.1109/ICAIIC54071.2022.9722624
https://doi.org/10.1145/2422956.2422957

Pellas, N., & Mystakidis, S. (2020). A Systematic Review of Research about Game-based Learning in
Virtual Worlds. In Journal of Universal Computer Science (Vol. 26, Issue 8).

Ramadhan, D. A., & Indriyanti, A. D. (2022). Procedural content generation pada game world
exploration sandbox Menggunakan Alogoritma Perlin Noise. Journal of Informatics and
Computer Science (JINACS), 4(01), 86-91. https://doi.org/10.26740/jinacs.v4n01.p86-91

Reinhard, E., Lagae, A., Lefebvre, S., Cook, R., DeRose, T., Drettakis, G., Ebert, D., Lewis, J., Perlin,
K., & Zwicker, M. (n.d.). EUROGRAPHICS 2010/ H State of the Art in Procedural Noise
Functions.

Santamaria-Ibirika, A., Cantero, X., Salazar, M. et al. Procedural approach to volumetric terrain
generation. Vis Comput 30, 997-1007 (2014). https://doi.org/10.1007/s00371-013-0909-y

Santamara-lbirika, A., Cantero, X., Salazar, M., Devesa, J., G. Bringas, P.: Volumetric virtual worlds
with layered terrain generation. In: 2013 International Conference on Cyberworlds, pp. 20-27.
IEEE (2013)

Selviana, R., Fiastat Lugata, D. B., & Alimin, A. (2023). Implementasi generate Map Dan Pemunculan
objek Secara Acak Pada game 3D Menggunakan Bahasa C# dan Metode perlin noise di unity:
Studi Kasus Pada game development. SPIRIT, 15(1). https://doi.org/10.53567/spirit.v15i1.279

Technologies, u. (n.d.). Mathf.PerlinNoise.
https://docs.unity3d.com/2021.3/Documentation/ScriptReference/Mathf.PerlinNoise.html

Wijaya, W., & Rahman, A., 2018, Analisis Perbandingan Perlin Noise Dan Simplex Noise,
Konferensi Nasional Sistem Informasi 2018.

Zhou, H., Sun, J., Turk, G., Rehg, J.: Terrain synthesis from digital elevation models. Vis. Comput.
Graph. IEEE Trans. 13(4), 834-848 (2007)

45


https://doi.org/10.1007/s00371-013-0909-y
https://doi.org/10.53567/spirit.v15i1.279
https://docs.unity3d.com/2021.3/Documentation/ScriptReference/Mathf.PerlinNoise.html

