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LAMPIRAN

Kuesioner Pre-test

1. Apakah Anda sudah pernah mendapatkan pendidikan tentang Aksara Jawa
sebelumnya?
a. Belum pernah
b. Sudah pernah
2. Apakah menurut Anda Aksara Jawa penting untuk dipelajari?
a. Tidak penting
b. Biasa saja
c. Penting
d. Sangat penting
3. Apakah Aksara Jawa susah untuk dikuasai?
a. Sangat susah
b. Susah
c. Biasa saja
d. Mudah
e. Sangat mudah

4. Apa yang membuat Aksara Jawa susah untuk dikuasai?

5. Apakah penjelasan dari guru di sekolah sudah cukup untuk mempelajari
Aksara Jawa?
a. Sangat kurang
b. Kurang
c. Cukup
d. Lebih dari cukup
6. Apakah Anda suka bermain games?
a. Sangat tidak suka
b. Tidak suka
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c. Biasasaja
d. Suka
e. Sangat suka
7. Apakah sebelumnya sudah pernah mendengar / memainkan game bertema
Aksara Jawa?
a. Belum pernah
b. Sudah pernah
8. Apakah menurut Anda pembelajaran tentang Aksara Jawa mungkin untuk
dimasukkan ke dalam suatu game?
a. Sangat tidak mungkin
b. Tidak mungkin
c. Mungkin
d. Sangat mungkin
9. Konten apa saja yang harus dimiliki oleh game bertema Aksara Jawa agar
dapat menjadi game Aksara Jawa yang baik?

Kuesioner post-test

1 Apakah game “Belajar Hanacaraka” menarik untuk dimainkan?
a. Sangat tidak menarik
b. Tidak menarik
c. Biasasaja
d. Menarik
e. Sangat menarik
2 Apakah game “Belajar Hanacaraka” mudah untuk dimainkan?
a. Sangat susah
b. Susah
c. Biasa saja
Mudah

o
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e. Sangat mudah
3 Apakah Anda sudah pernah menemukan game yang hampir sama dengan
game “Belajar Hanacaraka™?
a. Belum pernah
b. Sudah pernah
4 Apakah penjelasan dari game “Belajar Hanacaraka” sudah cukup jelas?
a. Sangat kurang
b. Kurang
c. Cukup
d. Lebih dari cukup
5 Apakah game “Belajar Hanacaraka” sudah cukup membantu untuk belajar
Aksara Jawa?
a. Sangat kurang
b. Kurang
c. Cukup
d. Lebih dari cukup
6 Bagian game manakah yang menurut Anda menarik?
a. Belajar + Puzzle
b. Memory Match
c. Tangkap Air
7 'Bagian game manakan yang menurut Anda dapat membantu untuk belajar
Aksara Jawa?
a. Belajar + Puzzle
b. Memory Match
c. Tangkap Air
8 Konten apa saja yang perlu ditambahkan pada game “Belajar Hanacaraka”

agar menjadi game Aksara Jawa yang lebih baik lagi?

Eventsheet Game



Global variable

Urmum
& Global number fader = 0
& Global number tutorial_frame = 0
& Global number tutorial_animation = 0
& Global number kedip = 1
& Global number level = 0
ﬁ Global number selectmode = 0
& Global number mode2tipe = 0
& Global number skor = 0
& Global number pause =1
Story
@ Global number ulang = 0
& Global number dialog_touch = 0
6 Global number penjelasan_touch = 0
& Global number angkajawaa = 0
&y Global number angkajawab = 0
&y Global number angkajawac = 0
&y Global number angkajawad = 0
\':j' Global number soalrandom = 0
Memory Match
&y Global number MarginKiri = 50
&y Global number MarginAtas = 100
&y Global number JarakKartu = 5
\_33" Global number LebarKartu = 0
&y Globa! number TinggiKartu =0
%y Global number JumlahKolom = 10
& Global number JumlahBaris = 4
&y Global number JumlahKartu = 40
& Global number JumlahKocokanKartu = 20
i}l Global number DelayGameReset = 5
\_33'! Global number DelayTutupKartu =1
&y Global number gFirstCardFrame = -1
Qy' Global number gSecondCardFrame = -1
\JJ Global number gCountCardsPicked = 0
& Global number Cocok =0
& Global number Giliran = 0
& Global number walktu = 0
Tangkap Air
& Global number delay_spawn = 5
& Global number speed =1
Q& Global number soal = 0
&y Global number nyawa = 5
%y Globai number kode = 0
&y Global number powerups = 0
\33" Global number pul = 0
& Global number pul =0
& Global number pu2 = 0
& Global number pu3 =0
& Global number pud =0
\33" Global number soalbenar = 0
Mode 4
& Global number totalskor = 0
& Global number totalsoal = 0

Splashcreen
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-D# System On start of layout

~=splashspr = Opacity < 100

#System fader = 0

= splashspr | Animation frame = 0
= splashspr | Opacity = 100

~=splashspr  Animation frame =

= splashspr | Opacity » 0

ﬁSystem fader = 1

= splashspr | Animation frame = 0
= splashspr | Opacity = 0

== splashspr | Animation frame =

= splashspr = Opacity < 100

aS)rstem fader = 0

= splashspr | Animation frame = 1
== splashspr | Opacity = 100

~—=splashspr  Animation frame =

= splashspr | Opacity > 0
Lhoystem fader=1

w—splashspr  Animation frame = 1
== splashspr  Opacity = 0

== splashspr | Animation frame =

Judul

#System
== splashspr
== splashspr

== splashspr

¢ System
ﬁ System

== splashspr

ﬁ System

== splashspr

a System

== splashspr

“ System
# System

- splashspr

’ System
‘ System

Set fader to 0

Set opacity to 0

Stop animation

Set opacity to splashspr.Opacity + 100 * dt

Wait 0.5 seconds

Set fader to 1

Set opacity to splashspr.Opacity - 100 * dt

Wait 0.5 seconds

Set animation frameto 1

Set fader to 0

Set opacity to splashspr.Opacity + 100 * dt

Wait 0.5 seconds

Set fader to 1

Set opacity to splashspr. Opacity - 100 * dt

Wait 0.5 seconds
Go to judul
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£ System
& System
Add action
ﬁmulai
£ System
& System
Add action
£ System
o)) Audio
Add action
Wacer
Wader
Wader
.fadel

Add action

=N L @ Touch | On tap gesture

Wder Opacity < 100
Lhsystem | fader=1

Wizder | Opacity = 100

| Set Invisible
| Wait 0.5 seconds
| Set kedipto 1

| Set Visible
| Wait 0.5 seconds

| Set kedipto 0

| Set fader to 1
| Play Cursorl not looping at velume 0 dB (tag ™)

| Set position to (0, 0)
| Set height to 10000
| Set width to 10000
Set opacity to fader Opacity + 100 * dt
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¢° System

. fader
° System

W fader
a System

.fad er
a System

Wader
a System

-fad er
aﬂystem

.fad er
a Systern

f.)@ Touch

1{() Touch

@ﬁ:) Touch

= ¢) Touch

f.)ﬁ:) Touch

i) Audio

' System

27§ thimodel
= [l thimode2
= i thimode3

= thimoded

On start of layout QSystem

u System

@ option

@ option

75 thimadel
Filtbimode2
) thimode3
& thimoded

Opacity > 0 W fader
fader = 0 | (25
.Fadar
-Fadar

Opacity < 100 .fadar
fader=1 -Fadar
W fader
-Fadar

Opacity = 100 ¢System
selectmode = 1 & system

ofi) Audio
Opacity = 100 aSystem
selectmode = 2 ﬁ System

o)) Audio
Opacity = 100 &b system
selectmode = 3 a System

o) Audio
Opacity = 100 aSystem
selectmode = 4 &b System

o) Audio

On touched 7% o) Audio
tbimodel °System
&b System

On touched o)) Audio
tbimode2 & 5ystem
ﬂ System

On touched _f_ o i) Audio
tbimode3 £ system

a System

Ontouched [i i) Audio
tbimoded ﬂSystem
&b System

g System
'a System

Ontouched (1) option () Audio

Is silent (@ option

[ option

Else [ option

@ option

: freeText

On any animation Tathlmodel
finished
On any animation f_::gtblmudez
finished
On any animation _":‘._thlmndﬂ
finished
On any animation & thimoded

finished

Set fader to 0

Reset global variables to default
Set animation frame to 0

Stop animation

Set text to “Sound: ON®

Set font color to rgb(34, 177, 76
Set animation speed to 1

Set animation speed to 1

Set animation speed to 1

Set animation speed to 1

Set position to (0, 0)

Set height to 10000

Set width to 10000

Set opacity to fader. Opacity - 100 * dt

Set position to (0, 0)

Set height to 10000

Set width to 10000

Set opacity to fader.Opacity + 100 * dt

Wait 0.5 seconds
Go to awal

Stop all

Wait 0.5 seconds
Go to mode2tipe
Stop all

Wait 0.5 seconds
Go to mulaita

Stop all

Wait 0.5 seconds

Go to layout “mode_1"8&soalrandom+ 1

Stop all

Play Cursor2 not looping at volume 0 dB (tag ™)

Set selectmode to I
Set fader to 1

Play Cursor2 not looping at volume 0 dB (tag ™)

Set selectmode to 2
Set faderto 1

Play Cursor2 not looping at volume 0 dB (tag ™)

Set selectmode to 3
Set fader to I

Play Cursor2 not looping at volume 0 dB (tag ™)

Set waktu to 60

Set soalrandom to round(random(4))
Set selectmode to 4

Set fader to 1

Set toggle silent

Set animation frameto 1

Stop animation

Set text to “Sound: OFF"

Set animation frame to 0

Stop animation

Set text to “Sound: ON®

Start animation from beginning
Start animation frem beginning

Start animation from beginning

Start animation from beginning
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Tutorial

= -O{QTouch On touched =i #S}rstem

tutorial sistutorial

¢ System tutorial_frame >
tutorial_animation

Q System tutorial_animatiol # System

Q System tutorial_animatiol # System

=3
-b# System On start of layout # System
=iz tutorial
=i tutorial

Mode Belajar + Puzzle (stage list)
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Add 1 to tutorial_frame

Set animation frame to tutorial_frame

Go to mode2tipe
Go to mulaita
Set tutorial_frame to 0

Set animation to "tutor”&tutorial_animation (play from beginning)

Stop animation



= &System  On start of layout Lo System
o) Audio
&b system
G system
Add action
W fader
W =der
W ader
W fader
Add action
G system
o) Audio
Add action
W ader
W =der
W ader
W fader
Add action
G system
G system
o)) Audio

Add action

Wiader
G System

 Opacity > 0
fader=0

3

| Opacity < 100
fader=1

Wiader
G System

Wtder
b System

| Opacity = 100
level =0

| Opacity = 100
level=1

Wtader
&b System

-

Add action

4+ panah03
¥ checkod
Add action
| panah04
Add action
. P
| panah02
' panah03
1 panah04
G system

i system

Add action
< panahll
' panah02
4 panah03
4 panah04
G system

G system

Add action

14

16

Qrsystem

| Set fader to 0

| Play POL-mr-krabs-short looping at volume 0 dB (tag )
| Wait 2.5 seconds

| Set fader to 1

| Set position to (0, 0)

| Set height to 10000

| Set width to 10000

| Set opacity to fader. Opacity - 100* dt

| Set fader to 1
| Play Cursorl not leoping at volume 0 dB (tag ™)

| Set position to (0, 0)

| Set height to 10000

| Set width to 10000

| Set opacity to fader.Opacity + 100 * dt

| Wait 0.5 seconds
| Goto level0l
| Stopall

| Stop all

I&Dn.:iums ﬁ

| Set Invisible
| Set Invisible

| Move -1 pixels at angle 90
| Move -1 pixels at angle 90
| Move -1 pixels at angle 90
| Move -1 pixels at angle 90
| Wait 0.5 seconds

| Set kedip to 1

| Move I pixels at angle 90
| Move I pixels at angle 90
| Move I pixels at angle 90
| Move I pixels at angle 90
| Wait 0.5 seconds

| Set kedip to 0



Mode Belajar + Puzzle (dialog)

-9# Systemn On start of layout ﬁ System
&3 dio
dialog
dialog
o)) Audio
.fader Opacity > 0 .fader
# Systemn fader=10 .fader
.fader
.fader
= & dio On any animation & dio
finished
.fader Opacity < 100 .fader
6 Systemn fader=1 .fader
.fader
.fader
.fader Opacity = 100 as:.rstem
aS}rstem
o)) Audio
=:>i;JTouch On touched dialog gS}rstem
dialog
o)) Audio
a System dialog_touch # 0 = spraksara...
a System dialog_touch = 2 ==sprangka...
G System Else == sprangka...
4k System dialog_touch > 4 = dialog
{ T isentuh_n...
aS}rstem
a System kedip =0 T sentuh_n...
a System dialog_touch < 4 a System
aS}rstem
6 Systemn kedip=1 T sentuh_n...
6 Systemn dialog_touch = 4 6 System
aS}fstem

Mode Belajar + Puzzle (penjelasan)
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Set fader to 0

Set animation speed to 0.5
Set animation frame to 1
Stop animation

Play POL-sky-wanderer-short lcoping at velume 0 dB (tag ™)

Set position to (0, 0)

Set height to 10000

Set width to 10000

Set opacity to fader.Opacity - 100 * dt

Start animation from beginning

Set position to (0, 0)

Set height to 10000

Set width to 10000

Set opacity to fader.Opacity + 100 * dt

Wait 0.5 seconds
Go to levelllpuzzle

Stop all

Add 1 to dialog_touch
Set animation frame to 1+dialog_touch
Play Cursorl not looping at velume 0 dB (tag ™)

Set ‘opacity to sproksarajawa. Opacity - 100 * dt
Set opacity to sprangkajawa.Opacity + 100 * dt
Set opacity to sprangkajawa. Opacity - 100 * dt
Set Invisible

Set Invisible

Set fader to 1

Set Invisible

Wait 0.5 seconds

Set kedip to 1

Set Visible

Wait 0.5 seconds
Set kedip to 0



-bﬁ System On start of layout # System Set fader to 0
penjelasa.. Stop animation

4 system Set soalrandom to round(random(4))

.fader Opacity = 0 .fader Set position to (0, 0)
Lk System fader=0 | [EEE; Set height to 10000
| [EEE Set width to 10000
.fader Set opacity to fader. Opacity - 100 * dt
Wader Opacity < 100 W facer Set position to (0, 0)
Lhoystem | fader=1 W fader Set height to 10000
W facer Set width to 10000
.fader Set opacity to fader. Opacity + 100 * gt
.fader Opacity = 100 as;.rstem Wait 0.5 seconds

a System Goto layout "soal_1"8&soalrandom+1
o) Audio Stop all

:){;lTouch On touched @ penjelasa.. Set animation frame to 1+penjelasan_touch
pEpigiS it a System Add 1 to penjelasan_touch

o)) Audio Play Cursorl not looping at velume 0 dB (tag ™)

a System penjelasan_touch = 4 ﬁ System Set fader to 1

Mode Belajar + Puzzle (permainan)



| Set text to roundskor)

| Set fader to 0

| Py

 Stop animation

| Set waktu to 80 + (ulang*10)
| Setskorto 0

| Set opacity to fader Opority - 100" ¢

| Set pesition te (0, 0)

| Set height to 10000

| Setwidthto 10000

| Set opacity to fader. Opasity + 100° 6t

| Wit 0.5 seconds
| Goto levellchear
| Set dialog_touch to 5

| Set positionto  kap01 (image point )

| Add ! to skor

| set [ DragDrop Disabled

| Play Chime2 ot looping at volume 0 o8 (fag )

‘Set position to (aksare0L start_x, aksara0Lstart_y )
Play Miss not looping 3t volume 0 48 ftag ™)
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Mode Memory Match

| Sat sze to Uumiohkorty, I, 1)

| Set fader to 0
| Stop snimation

itag ‘bgm’)

| A4 1t ConrentDeckCard

| Set It 16 intirondomniQ.umiohKatu))
| s

| Set Cand1 10 Deck-AtSlot)

| Set Card2 to DeckAtSlot2)

| Set value at Stod? ta Card?

| Setvalue st 51t to Cardl

| Sat positon ta (0, 0)
| et height to 10000
| Set widh to 10000

| Set opacity to foder.Opacity « 100 * ot

| Wit 0.5 secands
| 6o to mode2tipe

| A 1 10wkt
| Settent to wokny.

| Play Cursorl nat oaping at volume 0 46 tag )
| Serfaderto

| Setpausetod

| Play Cursar? not loaping st volume 0 dB (g )
| Set time sealeto 1

| Gotoselect
 Onjcred B0 | Play Cursor nat oaping at velume0 4B tag )
opa titak | supamatos

i s visible

| Settime saleto 1

Creste abject 5§ Cand on leyer 0 st (Morginkir ~GurrentCotumn &
arasiar), Marginatas - Corenthow s (Tnggikart - arom
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Mode Tangkap Air

= d@system | Onstart of layout & air | Stop animation
| back | Stop animation
£hoystem | Reset global variables to default
|« powerups | Destroy
& air | Destroy
Lhsystem | Set faderto 0
)Audio | Play Minigan 9)
Add action
Lhsystem | Set kode to round(random(19))
| Create object & alr on layer O at (rondeom(0. 700) , -96)
| Set animation frame to kode
| Stop animation

| Set textto skor

| Set text to nyawa

| Set animation frame ta soal

| Stop animation

| Set Y to Self.¥ + speed

[ powerups | SetY to Self¥ + 3

Add action

| Destroy

| Add 1 to soalbenar

| Add 5 to skor

| Set soal to round(randomi19))
| Play Chime1 not looping at volume 0 dB (tag ™'}

Add action

| delay_spawn > 05 System | Add -(.1 to delay_spawn

Lhoystem | Add 01 tospeed

not looping at volume 0 dl (tag ")

a1

1oy
| Add -3 to nyawa
Play Miss not locpi
| Play Fi

§
Set powerups 1o mund{rcndo'lw)l
| Create object |« powerups o

ps | Set animation to “pu” [0

| Create object & air on layer 0

| Set animation frame to soal

=

| Stop animtion el
==

| Set soalta round(random(19))
| Add 310

i ;f F
| Play Cursorl not looping at volume 0 dB (tag ™)

1 animation "pud"
playing

| Set nyawato 0
| Wait 0.5 seconds.
| Go to resultta

| stop all

| Set positiontto (0, 0)

| Set height to 10000

| Set width to 20000

| et opacity to fader.Opacity - 100 * dt

| Set pause to 0

| Set time seale to 0

1 opsi_kelu..| Set Visible

O opsiya | SetVisible

1% opsi_tidalk | Set Visible

Add action

| Play €Cursor2 not looping at valume  dB (tag ™)
| Set time scaleto 1

| Gotoselect

Add action

)Audio | Play Cursorl not looping at volume 0 dB (tag ")
| Set pause to 1

[Oopsiya  lsvisivle | Set time scaleto 1

.| Set Invisible

[ opsiya | Setinvisible

|X opsi_tidak | Set Invisible
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