
 

 

 

Lampiran 1. Surat Keterangan Bebas Plagiasi 
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Lampiran 2. Kartu Seminar 

 



 

 

 

 

 

 

 

 



 

 

 

Lampiran 3. Soal Pretest dan Data Posttest 

 

 

 



 

 

 

Lampiran 4. Perhitungan Data Pretest dan Data Posttest 

A. Data Pretest 

1. Mean  

 

 

 

Jadi, rerata nilai pretest tersebut adalah 56. 

2. Median 

No Nilai Pretest 

1 20 

2 20 

3 20 

4 40 

5 40 

6 40 

7 50 

8 50 

9 60 



 

 

 

No Nilai Pretest 

10 60 

11 60 

12 60 

13 60 

14 70 

15 70 

16 70 

17 70 

18 80 

19 90 

20 90 

Nilai tengah dari pretest tersebut terletak pada urutan 

10 dan 11, maka mediannya adalah 60. 

3. Mode  

Nilai Pretest Frekuensi 

20 3 

40 3 

50 2 

60 5 



 

 

 

Nilai Pretest Frekuensi 

70 4 

80 1 

90 2 

Frekuensi terbesar dari pretest tersebut adalah nilai 60. 

B. Data Posttest 

1. Mean  

 

 

 

Jadi, rerata nilai posttest tersebut adalah 72. 

2. Median 

No Nilai Posttest 

1 50 

2 50 

3 50 

4 50 

5 50 



 

 

 

No Nilai Posttest 

6 60 

7 60 

8 60 

9 70 

10 80 

11 80 

12 80 

13 80 

14 80 

15 80 

16 80 

17 90 

18 90 

19 100 

20 100 

Nilai tengah dari posttest tersebut terletak pada urutan 

10 dan 11, maka mediannya adalah 80. 

 

 



 

 

 

3. Mode  

Nilai Posttest Frekuensi 

50 5 

60 3 

70 1 

80 7 

90 2 

100 2 

Frekuensi terbesar dari posttest tersebut adalah nilai 

80. 

 

 

 

 

 

 

 

 

 

 



 

 

 

Lampiran 5. Lembar Kuesioner 

 



 

 

 

  

  



 

 

 

  

  



 

 

 

  

  



 

 

 

  

  



 

 

 

  

  

 



 

 

 

Lampiran 6. Dokumentasi Pengujian Lapangan 
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Lampiran 7. Script 

FirstPersonController 

using System; 

using System.Collections; 

using System.Collections.Generic; 
using UnityEngine; 

using UnityEngine.UI; 

 

public class FirstPersonController : MonoBehaviour 
{    

    //References 

    public Transform cameraTransform; 
    public CharacterController characterController; 

 

    // Player settings 
    public float cameraSensitivity; 

    public float moveSpeed; 

    public float moveInputDeadZone; 

 
    // Touch detection 

    int leftFingerId, rightFingerId; 

    float halfScreenWidth; 
 

    // Camera control 

    Vector2 lookInput; 
    float cameraPitch; 

 

    // Player movement 

    Vector2 moveTouchStartPosition; 
    Vector2 moveInput; 

 



 

 

 

    // Start is called before the first update 

    void Start() 

    { 
        // id = -1 means the finger is not being tracked 

        leftFingerId = -1; 

        rightFingerId = -1; 
 

        // only calculate once 

        halfScreenWidth = Screen.width / 2; 

 
        // calculate the movement input dead zone 

        moveInputDeadZone = Mathf.Pow(Screen.height / 

moveInputDeadZone, 2); 
    } 

 

    // Update is called once per frame 
    void Update() 

    { 

        // Handles input 

        GetTouchInput(); 
 

        if (rightFingerId != -1) 

        { 
            // Ony look around if the right finger is being tracked 

            Debug.Log("Rotating"); 

            LookAround(); 

        } 
 

        if (leftFingerId != -1) 

        { 
            // Ony move if the left finger is being tracked 

            Debug.Log("Moving"); 

            Move(); 



 

 

 

        } 

    } 

 
    void GetTouchInput() 

    { 

        // Iterate through all the detected touches 
        for (int i = 0; i < Input.touchCount; i++) 

        { 

 

            Touch t = Input.GetTouch(i); 
 

            // Check each touch's phase 

            switch (t.phase) 
            { 

                case TouchPhase.Began: 

 
                    if (t.position.x < halfScreenWidth && leftFingerId 

== -1) 

                    { 

                        // Start tracking the left finger if it was not 
previously being tracked 

                        leftFingerId = t.fingerId; 

 
                        // Set the start position for the movement control 

finger 

                        moveTouchStartPosition = t.position; 

                    } 
                    else if (t.position.x > halfScreenWidth && 

rightFingerId == -1) 

                    { 
                        // Start tracking the rightfinger if it was not 

previously being tracked 

                        rightFingerId = t.fingerId; 



 

 

 

                    } 

 

                    break; 
                case TouchPhase.Ended: 

                case TouchPhase.Canceled: 

 
                    if (t.fingerId == leftFingerId) 

                    { 

                        // Stop tracking the left finger 

                        leftFingerId = -1; 
                        Debug.Log("Stopped tracking left finger"); 

                    } 

                    else if (t.fingerId == rightFingerId) 
                    { 

                        // Stop tracking the right finger 

                        rightFingerId = -1; 
                        Debug.Log("Stopped tracking right finger"); 

                    } 

 

                    break; 
                case TouchPhase.Moved: 

 

                    // Get input for looking around 
                    if (t.fingerId == rightFingerId) 

                    { 

                        lookInput = t.deltaPosition * cameraSensitivity * 

Time.deltaTime; 
                    } 

                    else if (t.fingerId == leftFingerId) 

                    { 
                        // calculating the position delta from the start 

position 

                        moveInput = t.position - moveTouchStartPosition; 



 

 

 

                    } 

 

                    break; 
                case TouchPhase.Stationary: 

                    // Set the look input to zero if the finger is still 

                    if (t.fingerId == rightFingerId) 
                    { 

                        lookInput = Vector2.zero; 

                    } 

                    break; 
            } 

        } 

    } 
 

    void LookAround() 

    { 
        // vertical (pitch) rotation 

        cameraPitch = Mathf.Clamp(cameraPitch - lookInput.y, -90f, 

90f); 

        cameraTransform.localRotation = 
Quaternion.Euler(cameraPitch, 0, 0); 

 

        // horizontal (yaw) rotation 
        transform.Rotate(transform.up, lookInput.x); 

    } 

 

    void Move() 
    { 

        // Don't move if the touch delta is shorter than the designated 

dead zone 
        if (moveInput.sqrMagnitude <= moveInputDeadZone) 

return; 

 



 

 

 

        // Multiply the normalized direction by the speed 

        Vector2 movementDirection = moveInput.normalized * 

moveSpeed * Time.deltaTime; 
        // Move relatively to the local transform's direction 

        characterController.Move(transform.right * 

movementDirection.x + transform.forward * 
movementDirection.y); 

    } 

 

    private void OnControllerColliderHit(ControllerColliderHit 
hit) 

    { 

        if(hit.transform.tag == "Tabrakan") 
        { 

            PlayerManager.gameOver = true; 

            
FindObjectOfType<AudioManager>().PlaySound("Finish"); 

        } 

    } 

} 

UIManagerScript 

using System.Collections; 

using System.Collections.Generic; 
using UnityEngine; 

using UnityEngine.SceneManagement; 

 
public class UIManagerScript : MonoBehaviour 

{ 

    public void JalankanProfilScene() 
    { 

        Debug.Log(""); 



 

 

 

        SceneManager.LoadScene("GameCreated"); 

    } 

    public void JalankanMulaiScene() 
    { 

        Debug.Log(""); 

        SceneManager.LoadScene("PilihMateri"); 
    } 

    public void JalankanKembaliScene() 

    { 

        Debug.Log(""); 
        SceneManager.LoadScene("MainMenu"); 

    } 

    public void JalankanPenjumlahanScene() 
    { 

        Debug.Log(""); 

        SceneManager.LoadScene("Penjumlahan"); 
    } 

    public void JalankanPenguranganScene() 

    { 

        Debug.Log(""); 
        SceneManager.LoadScene("Pengurangan"); 

    } 

    public void JalankanPerkalianScene() 
    { 

        Debug.Log(""); 

        SceneManager.LoadScene("Perkalian"); 

    } 
    public void JalankanPembagianScene() 

    { 

        Debug.Log(""); 
        SceneManager.LoadScene("Pembagian"); 

    } 

    public void JalankanPetunjukScene() 



 

 

 

    { 

        Debug.Log(""); 

        SceneManager.LoadScene("Petunjuk"); 
    } 

    public void QuitGame() 

    { 
        Debug.Log(""); 

        Application.Quit(); 

    } 

} 

JawabBenar 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 
public class JawabBenar : MonoBehaviour 

{ 

    private void OnTriggerEnter(Collider col) 
    { 

        //FindObjectOfType<AudioManager>().PlaySound(""); 

        ScoreBenar.benar += 1;       
        Destroy(gameObject); 

    } 

} 

ScoreBenar 

using System.Collections; 

using System.Collections.Generic; 
using UnityEngine; 

using UnityEngine.UI; 

 
public class ScoreBenar : MonoBehaviour 



 

 

 

{ 

    Text text; 

    public static int benar = 0; 
 

    // Start is called before the first frame update 

    void Start() 
    { 

        benar = 0; 

        text = GetComponent<Text>(); 

    } 
 

    // Update is called once per frame 

    void Update() 
    { 

        text.text = benar.ToString(); 

    } 
} 

JawabSalah 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 
 

public class JawabSalah : MonoBehaviour 

{ 

    private void OnTriggerEnter(Collider col) 
    { 

        //FindObjectOfType<AudioManager>().PlaySound(""); 

        ScoreSalah.salah += 1; 
        Destroy(gameObject); 

    } 

} 

 



 

 

 

ScoreSalah 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 
using UnityEngine.UI; 

 

public class ScoreSalah : MonoBehaviour 
{ 

    Text text; 

    public static int salah = 0; 

 
    // Start is called before the first frame update 

    void Start() 

    { 
        salah = 0; 

        text = GetComponent<Text>(); 

    } 

 
    // Update is called once per frame 

    void Update() 

    { 
        text.text = salah.ToString(); 

    } 

} 

Coin 

using System.Collections; 
using System.Collections.Generic; 

using UnityEngine; 

 
public class Coin : MonoBehaviour 

{ 



 

 

 

    private void OnTriggerEnter(Collider col) 

    { 

        FindObjectOfType<AudioManager>().PlaySound("Coin"); 
        ScoreCoin.coinA += 1; 

        Destroy(gameObject); 

    } 
} 

ScoreCoin 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 
using UnityEngine.UI; 

 

public class ScoreCoin : MonoBehaviour 

{ 
    Text text; 

    public static int coinA = 0; 

 
    // Start is called before the first frame update 

    void Start() 

    { 
        coinA = 0; 

        text = GetComponent<Text>(); 

    } 

 
    // Update is called once per frame 

    void Update() 

    { 
        text.text = coinA.ToString(); 

    } 

} 

 



 

 

 

SpinningCoin 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 
 

public class SpinningCoin : MonoBehaviour 

{ 
    // Update is called once per frame 

    void Update() 

    { 

        transform.Rotate(0, 0, 2); 
    } 

} 

PlayerManager 

using System.Collections; 

using System.Collections.Generic; 
using UnityEngine; 

 

public class PlayerManager : MonoBehaviour 
{ 

    public static bool gameOver; 

    public GameObject gameOverPanel; 

 
    // Start is called before the first frame update 

    void Start() 

    { 
        gameOver = false; 

        Time.timeScale = 1; 

    } 
 

    // Update is called once per frame 



 

 

 

    void Update() 

    { 

        if (gameOver) 
        { 

            Time.timeScale = 0; 

            gameOverPanel.SetActive(true); 
        } 

    } 

} 

Sound 

using System.Collections; 
using System.Collections.Generic; 

using UnityEngine; 

 

[System.Serializable] 
 

public class Sound  

{ 
    public string name; 

    public AudioClip clip; 

 
    public float volume; 

 

    public bool loop; 

 
    public AudioSource source; 

} 

AudioManager 

using System.Collections; 

using System.Collections.Generic; 
using UnityEngine; 



 

 

 

 

public class AudioManager : MonoBehaviour 

{ 
    public Sound[] sounds; 

    // Start is called before the first frame update 

    void Start() 
    { 

        foreach (Sound s in sounds) 

        { 

            s.source = gameObject.AddComponent<AudioSource>(); 
            s.source.clip = s.clip; 

            s.source.loop = s.loop; 

        } 
    } 

 

    public void PlaySound(string name) 
    { 

        foreach (Sound s in sounds) 

        { 

            if (s.name == name) 
                s.source.Play(); 

        } 

    } 
} 

BacksoundScript 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 
 

public class BacksoundScript : MonoBehaviour 

{ 

    private static BacksoundScript instance; 



 

 

 

 

    void Awake () 

    { 
        if (instance != null) 

        { 

            Destroy(gameObject); 
        } 

        else 

        { 

            instance = this; 
            DontDestroyOnLoad(transform.gameObject); 

        } 

         
    } 

} 
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