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Lampiran 1 Soal Pre-Test dan Post-Test 
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Lampiran 2 Hasil Pre-Test 

Nomor 
Responden 

Transitif 
dan 

intransitif 
ADiKSiMBa 

Sinonim 
dan 

Antonim 

Fakta 
dan 

Opini 

Nilai 
Akhir 

1 70 50 50 87,5 64,375 

2 40 100 90 50 70 

3 100 83,3 90 50 80,825 

4 40 0 40 50 32,5 

5 50 83,3 100 100 83,325 

6 90 100 100 87,5 94,375 

7 80 100 90 87,5 89,375 

8 30 100 100 83,3 78,325 

9 60 100 80 75 78,75 

10 80 83,3 50 75 72,075 

11 40 100 80 62,5 70,625 

12 30 100 100 100 82,5 

13 20 83,3 70 87,5 65,2 

14 10 100 70 100 70 

15 60 100 90 100 87,5 

16 50 100 90 100 85 

17 100 100 90 62,5 88,125 

18 50 100 90 75 78,75 

19 80 100 90 62,5 83,125 

20 50 100 100 100 87,5 

Rata-rata 56,5 89,16 83 79,79 77,1125 
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Lampiran 3 Hasil Post-Test 

Nomor 
Responden 

Transitif 
dan 

intransitif 
ADiKSiMBa 

Sinonim 
dan 

Antonim 

Fakta 
dan 

Opini 

Nilai 
Akhir 

1 80 100 90 100 92,5 

2 70 100 100 87,5 89,375 

3 100 100 100 75 93,75 

4 50 100 70 100 80 

5 70 100 100 100 92,5 

6 100 100 100 100 100 

7 100 100 100 87,5 96,875 

8 70 100 100 100 92,5 

9 70 100 80 75 81,25 

10 100 100 80 100 95 

11 50 100 100 87,5 84,375 

12 90 100 100 100 97,5 

13 70 100 90 100 90 

14 50 100 80 100 82,5 

15 80 100 90 100 92,5 

16 90 100 100 100 97,5 

17 100 100 90 100 97,5 

18 70 100 90 87,5 86,875 

19 80 100 100 87,5 91,875 

20 80 100 100 100 95 

Rata-rata 78,5 100 93 94,375 91,46875 
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Lampiran 4 Soal Usability Testing 
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Lampiran 5 Source code Uji T 

 

Lampiran 6 Hasil Akhir Usability Testing 
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Lampiran 7 Pelaksanaan Pre-test dan Post-test 
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Lampiran 8 Source Code Permainan Susun Kata dalam Ren’Py 

 

 



54 

 

 

 

  

Lampiran 9 Buku Sumber Referensi Pelajaran 
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Lampiran 10 Lembar Perbaikan Skripsi 

 

 


