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LAMPIRAN

Lampiran 1. Surat Izin Observasi/Penelitian
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Lampiran 2. Lembar Hasil Observasi
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Lampiran 3. Daftar Pertanyaan Wawancara Guru
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Lampiran 4. Lembar Jawaban Wawancara Guru

Lampiran 5. Lembar Kuesioner SUS Responden
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Lampiran 6. Dokumentasi Pelaksanaan Penelitian
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Lampiran 7. Source Code Eqoquest

A.Script Karakter Pemain
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B. Script Collectible dan Coun

C. Script Monster
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D. Script Papan Misi dan Papan

E. Script Popup Kalah
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F. Script Popup Menang

G. Script Popup Menang

H. Script SceneManager

I. Script Tentang
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J. Script VBoxContainer

K. Script Efek Collectible
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