Dynamics

y
UNIVERSITAS Aesthetics (MDA)
GADJAH MADA BINTANG WIJAYA, Indriana Hidﬁ?i ?Lﬁﬂ jsjnawardani
Universitas Gadjah Mada, 2020 | Diundu rivittp ¥/dt .Eo .ugm.ac.id/

DAFTAR GAMBAR ......oeeiiietiiitiiiiniiiisiisiseiiisisissssisisssisssisisssmsssissssismsssessssssssssessssesssssssssssssns 7
DAFTAR TABEL......couueieveiiieiiiiiniiiisesiisnsisiseisisssissssismsssorsssissssssmssssssssssssssesssssssssssssssssssssssnsssssns 8
KATA PENGANTAR. ....oueeiirscissssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss 10
INTISARI...oueeeeeeeirssissssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss 12
ABSTRACT ...cceviiiiiiiiiiniiisiisisississsssssssssssssnssssssssssmsssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssss 13
RINGKASAN EKSEKUTIF ........ouueerirrirrsssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssns 14
A, PENDAHULUAN.......ccovviiiiiiiiiiiiiiiiiiiiiisissisisisisississisissssssssssssssssssssssssssssssssssssssssssssssssssns 16
B. TINJAUAN PERMASALAHAN .....uueoveeireiiiriiniisnesirsisissncisisssessnsisssssssssssssssssssssssssssssnssans 17
C. PROSES DESAIN DAN HASIL IMPLEMENTASI .......ccuuereueiernesereniirncsireesossnsssssosossnssssnssens 19
C.1 PENGENALAN PRODUK....ccccottuiireniiieniimeniiienieieniiiasieiessisasierssssssssssssssssssssssnsssssssenas 19
C.2 PENGEMBANGAN GAMIFIKASI ....cuuiieeiiiiiiieniiteiiiesiiieniisasieieserssssssasserssssssnsssssssesas 19
C.2.1 PENGEMBANGAN KARAKTER PET (VIRTUAL ASSISTANT) ...ovvueeeeeieeeeeiiiiieeeeeeennnns 20
Ot B R @ T = o T={ U =1 o 1N 20

C.2. 1.2 KOMOAO .., 21
C.2.1.3Cendrawasif ..., 21

C.2.2 PEMILIHAN MATERI UJICOBA . ... e e e et e e e e e e e ee 22

C.3 PENGEMBANGAN DESAIN ANTARMUKA DAN PENGALAMAN PENGGUNA............... 22
C.3.1 BIDANG STRATEGY ..ccuueiitiiiieiiitiee s ettiie s s e tties s e e eaies s e eeaie s s e taai s s esasaassaaaanasaesannnnaans 22
C.3.2 BIDANG SCOPE ....cooveeeeeeieeeee ettt ettt e e e e e e st a e e e e s e e s abaeaeeas 25
C.3.3 BIDANG STRUCGTURE ......ccottiiiietiee e eeeiies s eties s etves e e taiis s s e eaaie s s e saaas s e eaaansseeanannaans 29
C.3.4 BIDANG SKELETON. ....iiiittiieiiiiiiieeetiiiie s s eteiiesseseaies e eeasiessesassssesasnassasssnnnsessannnsaens 31
C.3.5BIDANG SURFACE ... oeeeeee ettt s s e tves s e e eaie s s e saais s s e eaaaas s e eaaaanseeaannnsaans 33

C.4 PENGEMBANGAN FRONT-END ANTARMUKA .....ccccottruniiiimnnnniciienniciiesssiissmsissnees 36
C.4.1 METODE DAN TEKNOLOGI ....citviiiiieiiinieitiien et eeeeie s s esaniseesasinssessnassasssnnnsaans 36
C.4.1.1 Single Page Application (SPA)...........cccoeiiiiiiiie, 36

OO o V3 - (3SR PPPPRPPRt 36

CA LB VUCLIfY oo, 37

C.4.2 PENGEMBANGAN KOMPONEN HALAMAN WEBSITE .....cccvvviiriiiiiiinieeeiiieneeeiiinneens 37
C.4.3 PENGEMBANGAN HALAMAN WEBSITE (VIEWS).....uuuuiieeieiieireeeeeeeeeseessssensssnssnnnnns 38
C.4.4 MEKANISME ROUTING.......ciutiiiiiie ittt etiiseeae s etieseeaie s earsseaisseansasansaasnnsenes 39

C.5 PENGEMBANGAN BACK-END .......cccctvuriiruiirnniiirniiinnisisnsinasiiisesisasimassissssisssssrsessres 41
C.5.1 KEBUTUHAN DAN SPESIFIKASI BACK-END ......cc.cccouuiiiiiiniiiiiieiiineiiieieiieeeeineenneeens 41
C.5.1 APPLICATION PROGRAMMING INTERFACE (API) ....uvvveeerireerrreeeeeeeeeeeeesssensnssnsnnnnns 46
C.5.2 FUNGSI PADA IMPLEMENTASI BACK-END ......ccucviiiiiiiiiiniiiieiiiiee i eevie e 47
C.5.3 FRAMEWORK DAN LIBRARY YANG DIGUNAKAN.......cctttiriiieietiireeiie et et eeiieenns 50
C.5.4 MODEL INTEGRASI FRONT-END DAN BACK-END .......ccuoeiiuiiiiiiniiiiniiiieeeiiieeeiieenn, 52

D. PENGUIJIAN DAN ANALISIS c.....covueirireiereusirnneisrnssrsesinsnessmsessrsnsisssessmssssssssssssssssssssssnsssns 53
D.1 PENGUIJIAN GAMIFIKASI TERHADAP E-LEARNING......ccccituiitmnicinnnimnesinesnnnesiisennnes 53
D.1.1 PENGUJIAN ASPEK TANTANGAN (CHALLENGES) ....ccouueeeeeeeeeeeeeeeeeeeeeeeeeeeeeaesaeeaannns 56

Gamifikasi E-Learning Guna Memfasilitasi Self-Regulated Learning dalam Era Revolusi Pendidikan

P'ehgembangan Gamifikasi pada Pembelajaran Mudeng dengan Analytic Framework Mechanics



Dynamics

y
UNIVERSITAS  Aesthetics (MDA)

GADJAH MA,

"o EAPENV@@;@\QQ;&%@BOQS oV ot 57
D.1.3 PENGUIJIAN ASPEK EXPRESSION.......ooeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeveeeeeaeaesasasaaaaes 58
D.1.4 KESIMPULAN PENGUJIAN GAMIFIKASI......covveiiiiiiiiiieeieeeeeeeeeeeeeeeeeeeeseeesessesssssaennes 59

D.2 PENGUJIAN DESAIN ANTARMUKA DAN PENGALAMAN PENGGUNA .........cccceeeunnenn 59
D.2.1 USABILITY TESTING (UT) ceeeeeeieiiiiiieiieieeeeeeeeeeeeeeeeeeeeeeeessesssessssssssssssssssssssssssssssnssnes 60

D.2.1.1 Persiapan UT ...ttt et e et s e et e s e e e aaae e eeeenaees 60
D.2.1.2 ANaliSis HaSil....ccoeieeeiiiiieie e e et e e e e e e e ee et e e e e eeaaes 63
D.2.2 USER EXPERIENCE QUESTINNAIRE (UEQ) ...cevvveeriiriiieeeieeeeeeeeeeeeeeeeeeeeeeeeessssssesnennes 67
D.2.2.1 Uji Kelayakan UEQ ... ...uuuuuuueicses e 69
D.2.2.2 Analisis Hasil UEQL......uuuuuuiiiiiiiie s 71
D.2.3 SYSTEM USABILITY SCALE (SUS) ..ceeeieiiiiiieiieiieiieeeeeeeeeeeeeeeeeeeeeeeeeseeeseseeesseesssnssnnnne 73
D.2.3.1 Persiapan SUS ... .o e s 73
D.2.3.2 Analisis Hasil SUS .......uuu s 75

D.3 PENGUJIAN PENGEMBANGAN FRONT-END.......ccccoeiiiiiiiiiiiiniiniissssssssssssssssssssssssssssns 77

D.3.1 BLACK BOX TESTING .....cccoueeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeesesseesessssessssssssssssssssssssnssssssnnnnes 77
D.3.1.1 Fitur Sign 1N (IMASUK) ...eeeeeiiiiiiieiiiiicee et e e e e e b e e e e e eeeees 77
D.3.1.2 Fitur Sign UP (Daftar) ....ceeeeeeiieeeiiiieeiee et e e eerae e e e e e e eeeees 78
D.3.1.3 Fitur Pilih Pet atau Virtual ASSiStANt...........ccceeeeeeeeeeeiiiiiieeeeeeeeeee e 78
D.3. 1.4 Fitur TESE IMIAL ..ot s e e e s e e e e s s e eaaaesaaeananes 79
D.3.1.5 Fitur DASRDOGAId............uunneeeeeeceee s 80
D.3.1.6 Fitur Proses Belajar : Pilih Mata Kuliah........cccooviiiiiiiiiiiiiiiieeiieeeiceeee e 80
D.3.1.7 Fitur Proses Belajar : Pilih Materi Kuliah ......cccoooeeiiiiiiiiiiiiiieiiiiieiiiiceeeeeeeeees 81
D.3.1.8 Fitur Proses Belajar : TSt APK ...uuuiiiiiiiiieeiiceee et eeeeens 82
D.3.1.9 Fitur Proses Belajar : Pilih Strategi Belajar..........ccccvvvvvvviieeeeiiiiiiiiiiiiieeeeeeeees 83
D.3.1.10 Fitur Proses Belajar : SRL Control Vid@O .......cceeeeeiiiieeviiiiieeeeieeeeiiiiiiieeeeeeeees 84
D.3.1.11 Fitur Proses Belajar : SRL SUMMArization .....cccccoovvvveviiiiieeeeeeiieiiiiiiieeeeeeeees 85
D.3.1.12 Fitur Proses Belajar : SRL Mind Mapping ....ccoeeeeeeiiieevuriiiieeeeeeeeeiriiiiieeeeennnnns 86
D.3.1.13 Fitur Proses Belajar : Evaluasi Belajar.........cceeeeiiiivieiiiiiiieee e 87
D.3.1.14 Fitur Proses Belajar : Review Hasil Evaluasi Belajar .......cccccoevvvvivviiiennennnnns 88
D.3.1.15 Fittr INFOIM@Si .uuuueiei e 89
D.3.1.16 Fitur PENGAtUIaN ....ccovuiiiiiiiiee et eeere s e eetes e e eabs s e e e e s s e e aaaeseeeananes 89
D T I A o 7 [ = LU T P UPRPN 90

D.4 PENGUIJIAN BACK-END ........ciiiiiiiiiiiiiiiiiiiiiiiiisssssssssssssssssssssssssssssssssssssssssssssssssssssssns 91
D.4.1 BLACK BOX TESTING ......cccouueeeeeeeeeeeeeeeeeeeeeeeeeeeeessesssessssssssssssssssssssssssssssssssssssssnnnnes 91
D.4.2 PROSES PENGUJIAN DAN HASIL....coviiiiiiiiiiiiieieiieeeeeeeeeeeeeeeeeeseseessesssssseseseessassnenne 91
D.4.3 KELEMAHAN SISTEM BACK-END .....ccettiiiiiiiiiiieeieeeeeeeeeeeeeeeeeeeeesesseesssereeeeessssssannne 96

E.  KESIMPULAN.........ccoueeeeeeeeeeeeeeeeeeeeeeeeeeeeesseesssssssssssssssssssssssssssssssssssssssssssssssssssnsnsnnnnnnnnns 97
F.  SARAN PENGEMBANGAN ........ueeeeeecceescsssssesssesssssssssssssssssssssssssssssssssssssssssssssssssnnnes 98
DAFTAR PUSTAKAL.........oeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeseeeeesssssssssssssssssssssssssssssssssssssssssssssssssssnnnsnnnnnnnnns 99
LAMPIRAN .........ccoeeeeeeeeeeeeeeeeeeeeeeeeeeeneeeeessnsesssssssssssssssssssssssssssssssssssssssssssnssssssssssnsnnsnnnnnnnnnnns 101

Gamifikasi E-Learning Guna Memfasilitasi Self-Regulated Learning dalam Era Revolusi Pendidikan

P'ehgembangan Gamifikasi pada Pembelajaran Mudeng dengan Analytic Framework Mechanics



UNIVERSITAS

Gamifikasi E-Learning Guna Memfasilitasi Self-Regulated Learning dalam Era Revolusi Pendidikan

P'ehgembangan Gamifikasi pada Pembelajaran Mudeng dengan Analytic Framework Mechanics

Dynamics
Aesthetics (MDA)

GADJAH MADA BINTANG WIJAYA, Indriana Hidayah, Sri Suning Kusumawardani

Universitas Gadjah Mada, 2020 | Diunduh dari http://etd.repository.ugm.ac.id/

DAFTAR GAMBAR

Gambar 1. LOgO ProQUK .......cc..ioiiiiiieei s 19
Gambar 2. Karakter pet OFangUEAN ............eooieeiieeiie et 20
Gambar 3. Karakter pet KOMOUO..........uiiiiiiiieiiieiie e 21
Gambar 4. Karakter pet Cendrawasii ............ccoiieiiiiiieiie s 21
GaAMDAr 5. PEISONA L .....eiiiiiie ettt et e e et e et e e e rae e e nnae e et e e nnes 25
GaAMDAr 6. PEISONA 2 ...ttt et e et e e nr e e e nnae e e e e nes 25
Gambar 7. User FIOW DIagram........c.coouieiiiiiieiiieiie ettt 29
Gambar 8. ArSiteKtUr INTOMMIASI........vviiiiieiiiie e eeee e 30
Gambar 9. Wireframe Low fidelity: Sign IN ... 32
Gambar 10. Wireframe Low fidelity: Dashboard..............cccoooiiiiiiiiiiie 32
Gambar 11. Wireframe Low Fidelity: SRL. ..ot 33
Gambar 12. Style GUIde: TYPETACE. .......uiiiiiiiie e 33
Gambar 13. Style GUIAE: COIOT ......cueiiiieiii s 34
Gambar 14. Functional QUIdEIINE. ...........oiiiiiiie s 34
Gambar 15. Wireframe High Fidelity: Sign IN.......cccoooiiiiii e 35
Gambar 16. Wireframe High Fidelity : Dashboard .............ccoccoiiiiiiiiicc 35
Gambar 17. Wireframe High Fidelity: SLR ..o 35
Gambar 18. AKIOr MANASISWAL.......ccvureiiiieiiiie et a e e e eeenees 42
Gambar 19. Flow Token Authentication Untuk AP ...........oooiie i 43
Gambar 20. Arsitektur Pengembangan MV C..........ccvvoiiiieiiiieiie e 46
Gambar 21. Integrasi front-end dan back-end............ccccovveiiiieiiie e 52
Gambar 22. Grafik hasil perbandingan pembelajaran tidak menggunakan MUDENG dan

Menggunakan MUDENG ..........oooiiiiiiiie et e e e et e et e e sntaeeanneee s 59
Gambar 23. IMAZE DESIGN .......coiiieiiie ettt e e e e e s e et a et e e e e e e e e anes 63
GAMDAT 24, ZOOMLUS.....ttiiitieitieetie sttt ettt ettt e bt e st e e bt e bt easb e e be e et e e nb e e be e e nbeeanees 63
Gambar 25. Stepper pada fitur SRL.........ccoiiii i 65
Gambar 26. Card Materi PEMDElajaran............ccoveiiieeeiiee e 66
Gambar 27. Fitur Leveling pada Profil ... 66
Gambar 28. Pengelompokan ASpek UEQ.........cccvviiiiieiiiieiiee e 69
Gambar 29. Grafik Mean dan Variance 6 ASpek UEQ.........cccccoviveiiireeiiee e 71
Gambar 30. Grafik Mean dan Variances dalam 3 KelompokK ...........ccccceeviveiiiieciie e, 72
Gambar 31. Grafik BENChMArK.........ccooiuiiiiiiie s 72
Gambar 32. SKala AdJEKLIT SUS .........cooiiiiie e 75
Gambar 33. Hasil Skala Adjektif KUiSioner SUS...........ccccooiiieiiiie e 76
Gambar 34. Proses Pengujian dengan Framework Postman .............cccccovvveiiieeciciiecciiie e, 91


file:///C:/Users/Rjuanrama/Desktop/C400_C500_Mudeng_Revisi_Acad.docx%23_Toc46525487

Gamifikasi E-Learning Guna Memfasilitasi Self-Regulated Learning dalam Era Revolusi Pendidikan

P'ehgembangan Gamifikasi pada Pembelajaran Mudeng dengan Analytic Framework Mechanics
Dynamics
UNIVERSITAS  Aesthetics (MDA)

GADJAH MADA BINTANG WIJAYA, Indria@%ﬂp@tﬁﬁuﬁ% awardani
Universitas Gadjah Mada, 2020 | nadh dar Yetd.ve Etgm.ac.id/

Tabel 1. Komparasi Functional Suitability E-learning ...........ccccooooiiiiine 17
Tabel 2. Daftar Pertanyaan USEr-EXIStING..........ccouiiuiiiiiaiiieiiie i 23
Tabel 3. Daftar Pertanyaan User- NON-EXIiStiNg..........ccooveiiiiiiiniiieieee e 24
Tabel 4. Saran Aspek Fungsional Fitur dan KONten ... 26
Tabel 5. Saran ASPek GaAMITIKASE .......ccouviiiieiiiiiie e 27
Tabel 6. SKENArio PEIrSONA 1 ......c..eieiiieeiiiie ettt e et e e snnee e e 28
Tabel 7. SKENAr0 PEISONA 2 ........uvieiiieeiiie ettt ee ettt e et e e snnee e e 28
Tabel 8. Daftar Kartu Informasi ard SOIiNG .........c.cooveiiiiiieiiieiee e 31
Tabel 9. Daftar Pertanyaan Interview Card SOrting..........ccoveoveerrienieiiiieniieseesiee e 31
Tabel 10. KOMPONEN VUBJS .....viiiiiiiiieiee ittt sttt 37
TADEH 11, VIBWS VUBLJS ...ttt ettt ettt ettt 39
Tabel 12. Struktur Kode Mekanisme ROULING ........coouviiiiiiieiiieiie e 39
Tabel 13. AlAMAt Url PAgE .......oooiieiiieiie e 40
Tabel 14. Struktur Basis Data MUGENG ........coiviiiiiiiieiiieiee e 44
Tabel 15. Fungsi Layanan APl MUGENG .......ooviiiiiiiiiiiieie e 47
Tabel 16. Framework dan Library yang digunakan..............cocceiiininiiieniencce e 50
Tabel 17. Form pertanyaan pengujian MUDENG...........ccccoiiiiiiiiiieiiecee e 53
Tabel 18. Hasil pengujian pre-test keterkaitan mengikuiti pelajaran..........c...cccccevvveiinnnne. 55
Tabel 19. Hasil pengujian post-test keterkaitan mengikuiti pelajaran..............ccccccccvveivnenne. 55
Tabel 20. Hasil pengujian pre-test variabel motivasi belajar (challenges/tantangan)............. 56
Tabel 21. Hasil pengujian pre-test variabel motivasi belajar (challenges/tantangan)............. 56
Tabel 22. Hasil pengujian pre-test variabel motivasi belajar (discovery/penemuan)............. 57
Tabel 23. Hasil pengujian pre-test variabel motivasi belajar (discovery/penemuan)............. 57
Tabel 24. Hasil pengujian pre-test variabel motivasi belajar (expression/ekspresi)............... 58
Tabel 25. Hasil pengujian pre-test variabel motivasi belajar (expression/ekspresi)............... 58
Tabel 26. Pilihan UKUran SampPel..........ccoeeiiieiiiie s 61
Tabel 27. Skenario Usability TeSHING......cueeiirireiiiee e st saee e 61
Tabel 28. Task Usability TeSHING ......c.eeeiiiieiiie e 62
Tabel 29. TaSK SUCCESS RALE .........eeiiieiie ittt 64
Tabel 30. 26 1EM UEQ ..ottt 68
Tabel 31. Inkonsistensi Data PartiSIPan ............cocvreiiieeiiiee s 69
Tabel 32. Koefisien Cronbatch AIpha...........cooviiiiii i 70
Tabel 33. Mean dan Variances 6 ASPeK UEQ.........cccuviiiiiieiiie e 71
Tabel 34. Mean dan Variances dalam 3 KEOMPOK..........cccuvieiiiiieiiiie i 72
Tabel 35. Hasil Perbandingan Benchmark ..............cccoveoiiiiiii i 73
Tabel 36. Pertanyaan Kuisioner SUS Produk E-learning Mudeng.............cccccoeveevieeeinnenne, 74
Tabel 37. Hasil KUISIONET SUS.........c.ooiiiiiieiiieiie ettt 76
Tabel 38. Test Case FItur SIgN IN .......oooiirii e 77
Tabel 39. Test Case FItur SIgN Up......oooiiieiec et 78
Tabel 40. TSt CaSe FITUN PEL.........coiiieiie ettt 78
Tabel 41. Test Case FItUr TESE MAL ....oueiiiieiee e 79
Tabel 42. Test Case Fitur DashbDOArd............cocvoiiiiiieiiieie s 80
Tabel 43. Test Case Fitur Proses Belajar: Pilih Mata Kuliah..............cccccooviiiiiiiic i, 80
Tabel 44. Test Case Fitur Proses Belajar : Pilih Materi Kuliah.................cccccoovviiveiinee, 81
Tabel 45. Test Case Fitur Proses Belajar : TeSt APK ........c.ooooiiiiiiiii e, 82
Tabel 46. Test Case Fitur Proses Belajar : Pilih Strategi Belajar .............ccccceoviiiiiiinnen 83



Gamifikasi E-Learning Guna Memfasilitasi Self-Regulated Learning dalam Era Revolusi Pendidikan

P'ehgembangan Gamifikasi pada Pembelajaran Mudeng dengan Analytic Framework Mechanics
Dynamics
UNIVERSITAS  Aesthetics (MDA)

Tate T‘W%&N&%@@#Yiﬂﬁwgegﬁa Yaly Sl S SFSABRRAIIN e 84
Tabel 48. Test Case Fitlir Broses Belajar - SRL SUMMANZATON  orer..rvvveerreeeeereeeessseereeseees 85
Tabel 49. Test Case Fitur Proses Belajar : SRL Mind Mapping .........cccccevvveneeiiienineeineenn. 86
Tabel 50. Test Case Fitur Proses Belajar : Evaluasi Belajar .............cccoceviiiiiiiciicinn, 87
Tabel 51. Test Case Fitur Proses Belajar : Review Hasil Evaluasi Belajar ..................c....... 88
Tabel 52. Test Case FItur INTOIMASI.........cocviiiiiiieiice s 89
Tabel 53. Test Case FItur PENQATUIAN ...........ooviiiiiiiieiiieiee e 89
Tabel 54. Test Case FItUr KEIUAK .........ooiiiiiiiii s 90
Tabel 55. Test Case dalam Unit Testing Web SErviCes ..........cccovveiieiiieniiieiie e 92
Tabel 56. Daftar Pertanyaan untuk USer EXIiStiNg ..........ccooviiiiiiiiiiie i 101
Tabel 57. Data Responden USEr EXISTING.......ccuoiuieiiiiiiiiie et 102
Tabel 58. Hasil Jawaban Interview User EXIStING ........ccccoiviiiiiiiiiiie e 103
Tabel 59. Daftar Pertanyaan untuk User NON-EXIStiNg .........ccccoviiiiiiiiiiiiiciiccc e 104
Tabel 60. Daftar Responden User NON-EXISTING .....c.c.ooiiiiiiiiiiiiiiiiieieesiee e 105
Tabel 61. Hasil Jawaban Interview User NON-EXIStING .........c.ccoiviiiiiiiieiiieiiecie e 106
Tabel 62. Hasil Open Card SOMtING..........coiuiiiieiiieiii ettt 107
Tabel 63. Jawaban dan Pertanyaan di Akhir Sesi Open Card SOrting.........ccccocevvveriveeninnn 110
Tabel 64. Hasil Akumulasi Closed Card SOMiNg..........ocoviieiiieniiiiiie e 113
Tabel 65. Jawaban dan Pertanyaan di Akhir Sesi Closed Card Sorting............cccooevervieninenn 114
Tabel 66. Hasil KuiSioner UEQ...........coiiiiiiiiieiie e se e snee e annee s 117
Tabel 67. MALeri Ba TTEES .......ooiiiiiie ettt 118
Tabel 68. Materi Bah SOMING .........ooiiiiieiii e 118
Tabel 69. Materi Bah SEAICH ..........cooiiiiiiiii e 121



