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LAMPIRAN 
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Lampiran 1 Kasus Tindak Pidana Tahun 2021-2023 
 

Lampiran 2 Kasus Tindak Pidana 2024 
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Lampiran 3 Survey pengetahuan masyarakat 

 

 

 

 

Lampiran 4 Hasil survey platform yang digunakan untuk bermain game 
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Lampiran 5 Instrumen Uji Ahli Media 

ANGKET PENGUJIAN AHLI MEDIA 

 

GAME <RWA BHINEDA99 BERBASIS ANDROID SEBAGAI MEDIA EDUKASI 

DHARMA MELAWAN ADHARMA MELALUI MITOLOGI BARONG DAN 

RANGDA 

Nama : 

 

Pekerjaan : 

 

Tanggal Pengujian : 

 

**Gunakan tanda (:) pda satu kolom pilihan jawaban yang tersedia: 

 

No Aspek Indikator Kesesuaian 

Sesuai Tidak Sesuai 

1 Tampilan Kesesuaian 

penggunaan 

warna terhadap 

lingkungan 

  

Visualisasi 

lingkungan game 

sudah sesuai 

  

Visualisasi 

karakter sudah 

sesuai 

  

Animasi karakter 

sudah sesuai 

  

Ketepatan 

pemilihan font 

  

2 Audio Penggunaan 

backsound music 

sudah sesuai 
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  mempresentasikan 

suasana game 

  

  Ketepatan audio 

saat memainkan 

game 

  

3 Antarmuka Panduan 

penggunaan game 

sudah jelas 

  

Kesesuaian 

navigasi menu 

  

Ketepatan tombol 

di gameplay 

  

 

 

Saran: 

 

............................................................................................................................................. 

............................................................................................................................................. 

............................................................................................................................................. 

Kesimpulan: 

 

PENGEMBANGAN GAME <RWA BHINEDA= BERBASIS ANDROID SEBAGAI 

MEDIA EDUKASI DHARMA MELAWAN ADHARMA MELALUI MITOLOGI 

BARONG DAN RANGDA 

( ) Layak uji coba tanpa revisi 

 

( ) Layak uji coba dengan revisi sesuai saran 

( ) Tidak layak 

.................................... 

Ahli Media 

........................ 
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Uji Ahli Media Pertama: 
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Uji Ahli Media Pertama Revisi: 
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Perhitungan Uji Ahli Media Pertama Sebelum Revisi: 

Diketahui: 

• Total nilai ahli media 1: 6 

• Total skor empiris (Tse) = 6 

• Total skor harapan (Tsh) = 10 

Maka 

𝑉 = 
𝑇𝑠𝑒 

𝑇𝑆ℎ 
𝑥 100% 

 

𝑉 = 6 
10 

𝑥 100% 

𝑉 = 60% (Kurang Valid diperlukan revisi besar) 

 

 

 

Uji Ahli Media Kedua: 
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Lampiran 6 Instrumen Uji Ahli Isi 

ANGKET PENGUJIAN AHLI ISI 

 

GAME <RWA BHINEDA99 BERBASIS ANDROID SEBAGAI MEDIA EDUKASI 

DHARMA MELAWAN ADHARMA MELALUI MITOLOGI BARONG DAN 

RANGDA 

Nama : 

 

Pekerjaan : 

 

Tanggal Pengujian : 

 

**Gunakan tanda (:) pda satu kolom pilihan jawaban yang tersedia: 

 

No Aspek Indikator Kesesuaian 

Sesuai Tidak 

Sesuai 

1 Isi Kesesuaian video cutscene dengan 

ajaran agama Hindu dan mitologi 

Barong dan Rangda. 

  

Kesesuaian konten game dengan 

ajaran dharma melawan adharma 

melalui pengendalian Sad Ripu 

  

Kejelasan tujuan game   

Ketepatan visualisasi Barong dan 

Rangda sebagai ilustrasi. 

  

Kejelasan informasi atau pesan 

yang dapat dipetik dari game. 

  

 

Saran: 

............................................................................................................................................. 

............................................................................................................................................. 

............................................................................................................................................. 
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............................................................................................................................................. 

............................................................................................... 

Kesimpulan: 

PENGEMBANGAN GAME <RWA BHINEDA= BERBASIS ANDROID SEBAGAI 

MEDIA EDUKASI DHARMA MELAWAN ADHARMA MELALUI MITOLOGI 

BARONG DAN RANGDA 

( ) Layak uji coba tanpa revisi 

( ) Layak uji coba dengan revisi sesuai saran 

( ) Tidak layak 

 

........................ 

Ahli Isi 

( .................... ) 
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Uji Ahli Isi Pertama: 
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Uji Ahli Isi Kedua: 
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Lampiran 7 Kuesioner Uji Respon Pengguna berbasis UEQ 
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Lampiran 8 Hasil Uji Respon Pengguna berbasis UEQ 
 

 

 

Lampiran 9 Dokumentasi Source code 

• PlayerController.cs 
using System.Collections; 
using System.Collections.Generic; 
using Assets.AudioManager; 



143 
 

 

 

 
using UnityEngine; 
using UnityEngine.SceneManagement; 
using UnityEngine.UI; 
using TMflro; 

 
[RequireComponent(typeof(Rigidbody2D))] 
public class fllayerController : MonoBehaviour 
{ 

[Header("Health Settings")] 
public int maxHealth = 100; 
private int currentHealth; 
public Image healthFillImage; 
public fia½sObject bloodVfx; 
[Header("Item Settings")] 
public int maxItem = 23; 
private int currentItem = 0; 
public Image itemFillImage; 
public fia½sObject portal; 
public TextMeshflroUGUI itemCountText; 

 
// Fungsi flUBLIC untuk kirim semua stats ke fia½sOverManager 
public void Sendfia½sOverStats() 
{ 

if (ga½sOverManager != null) 
{ 

ga½sOverManager.Showfia½sOverStats( 
currentItem, // Item yang terkumpul 
currentTrisula, // Trisula yang terkumpul 
currentQuizfloints, // Quiz points (glyph) 
enemiesKilled // Musuh yang dikalahkan 

); 
} 

} 
private void UpdateTrisulaButtonVisual() 
{ 

if (trisulaButton == null) return; 
 

bool isOnCooldown = !CanTrisulaAttack(); 
trisulaButton.interactable = !isOnCooldown; 
Image[] buttonImages = trisulaButton.GetComponentsInChildren<Image>(); 
foreach (Image img in buttonImages) 
{ 

img.color = isOnCooldown o cooldownColor : normalColor; 
} 

} 
public void OnTrisulaButton() 
{ 

if (!isCuFscsnsActive fifi !isMovementBlocked fifi CanTrisulaAttack()) 
{ 

lastTrisulaTime = Time.time; 
UpdateTrisulaButtonVisual(); 
AudioManager.Instanceo.fllaySFX("trisula_attack"); 
ShootTrisula(); 

Debug.Log("§ TRISULA ATTACK FIRED!") 

void Start() 
{ 

currentHealth = maxHealth; 
} 
private void Update() 

 

• QuisController.cs 
using UnityEngine; 
using UnityEngine.UI; 
using TMflro; 
using System.Collections.Generic; 
using System.Collections; 
using Assets.AudioManager; 
public class QuizController : MonoBehaviour 
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{ 

public static QuizController Instance; 
[Header("UI References")] 
public fia½sObject quizflanel; 
public TMfl_Text questionText; 
public TMfl_Text optionAText; 
public TMfl_Text optionBText; 
public TMfl_Text optionCText; 
[Header("LOSE SYSTEM")] 
public fia½sObject loseflanel; 
public TMfl_Text wrongCountText; 
public int maxWrongAnswers = 3; 
{ 

if (Instance == null) Instance = this; 
else Destroy(ga½sObject); 

 
if (quizflanel != null) 

quizflanel.SetActive(false); 
if (loseflanel != null) loseflanel.SetActive(false); 
currentWrongCount = 0; 
UpdateWrongCountUI(); 

} 
private void Update() 
{ 

if (Input.GetKeyDown(KeyCode.R)) 
{ 

usedQuestions.Clear(); 
currentWrongCount = 0; 
UpdateWrongCountUI 
if (loseflanel != null) loseflanel.SetActive(false); 
Debug.Log("RESET SEMUA + WRO G COU T!"); 

} 
} 
public void OnCorrectAnswer() 
{ 

Debug.Log("BE AR!"); 
AudioManager.Instance.fllaySFX("benarQuis"); 
CloseQuiz(); 
if (currentTrigger != null) Destroy(currentTrigger.ga½sObject); 

} 

• BossController.cs 

using System.Collections; 
using Assets.AudioManager; 
using UnityEngine; 
using UnityEngine.UI; 
public enum BossState 
{ 

Idle, 
Walk, 
flrepareAttack, 
Attack, 
GotAttack, 
Jump, 
RetreatJump, 
Die 

} 
 

public class BossController : MonoBehaviour 
{ 

[Header("=== References ===")] 
public Transform player; 
public LayerMask groundLayer; 
public Transform groundCheck; 
[Header("=== Barong Attack Zone Settings ===")] 

[Tooltip("Jarak minimum dari center Barong untuk bisa attack")] 
public float attackZoneMinDistance = 10f; 
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[Tooltip("Jarak maksimum dari center Barong untuk bisa attack")] 
public float attackZoneMaxDistance = 15f; 
public void LaunchBossflrojectile() 
{ 

 
 
 

1); 

if (player == null || bossflrojectileflrefab == null || firefloint == null) 
return; 

int projectileCount = Random.Range(minflrojectileCount, maxflrojectileCount + 
 

Vector2 bossflos = firefloint.position; 
Vector2 playerflos = player.position; 
Vector2 baseDirection = (playerflos - bossflos).normalized; 

 
for (int i = 0; i < projectileCount; i++) 
{ 

float angleOffset = Random.Range(-projectileSpreadAngle, 
projectileSpreadAngle); 

Vector2 finalDirection = Quaternion.Euler(0, 0, angleOffset) * 
baseDirection; 
fia½sObject proj = Instantiate( 

bossflrojectileflrefab, 
firefloint.position, 
Quaternion.identity 

); 
Bossflrojectile projScript = proj.GetComponent<Bossflrojectile>(); 
if (projScript != null) 
{ 

projScript.damage = projectileDamage; 
projScript.Launch(finalDirection); 

} 
} 
AudioManager.Instanceo.fllaySFX("rangdaflrojecttile"); 
Debug.Log($" BOSS SHOOT {projectileCount} flROJECTILES!"); 

} 

• fia½sManager.cs 

using System.Collections; 
using System.Collections.Generic; 
using Assets.AudioManager; 
using UnityEngine; 
using UnityEngine.UI; 
public class fia½sManager : MonoBehaviour 
{ 

public string nextLevelScene ame; 
public fia½sObject winflanel; 
public Button nextLevelButton; 
public Button menuButton; 
public Image resultImage; 
public Sprite winImage; 
public Sprite loseImage; 
public static fia½sManager Instance; 
void Awake() 
{ 

if (Instance == null) 
{ 

Instance = this; 
} 
else 
{ 

Destroy(ga½sObject); 
} 

} 
private void Start() 
{ 

winflanel.SetActive(false);
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Lampiran 10 Dokumentasi Pengujian 
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