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BAB V 

KESIMPULAN DAN SARAN 

A. Kesimpulan 

Berdasarkan hasil analisis, perancangan dan implementasi pada Film 

Animasi Legenda Candi Prambanan Menggunakan Media 3Ds Max Sebagai 

Media Pembelajaran, maka dapat diambil kesimpulan sebagi berikut : 

1. Aplikasi Film Animasi Legenda Candi Prambanan menggunakan 3Ds max 

sebagai media pembelajaran berhasil mencapai tujuannya. 

2. Aplikasi Film Animasi Legenda Candi Prambanan membantu anak-anak 

untuk mengenal legenda tentang Roro Jonggrang. 

3. Dengan Aplikasi Film Animasi Legenda Candi Prambanan membantu 

penonton mengenal tokoh, karakter dan alur dari cerita yang bernilai sejarah 

tersebut.  

B. Saran 

Saran yang dapat diberikan untuk penelitian selanjutnya supaya 

dikembangkan lebih baik lagi dari penelitian sebelumnya. Penulis menyadari 

masih banyak kekurangan yang terdapat pada aplikasi ini. Berikut saran yang 

dapat diberikan untuk aplikasi ini : 

1. Plot cerita lebih detail sesuai dengan cerita yang berkembang dimasyarakat. 

2. Pergantian plot cerita lebih diperhalus lagi. 
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3. Menambah perbendaharaan cerita/dongeng bukan hanya cerita Candi 

Prambanan saja sehingga pengguna dapat pengetahuan cerita rakyat yang 

lainnya. 
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LAMPIRAN 



 

 

 

SCANE UTAMA 

 

#pragma strict 

var ray:Ray; 

var hit:RaycastHit; 

function Start () { 

 

} 

 

function Update () { 

if(Input.GetMouseButtonDown(0)){ 

  ray=Camera.main.ScreenPointToRay(Input.mousePosition); 

  if(Physics.Raycast(ray,hit)){ 

   if(hit.transform.name=="KEMBALI"){ 

  //Debug.Log("simulasi"); 

   Application.LoadLevel(0); 

    } 

    if(hit.transform.name=="video"){ 

  //Debug.Log("simulasi"); 

   Application.LoadLevel(1); 

    } 

    if(hit.transform.name=="profil"){ 

  //Debug.Log("simulasi"); 

   Application.LoadLevel(2); 

    } 

    if(hit.transform.name=="evaluasi"){ 

  //Debug.Log("simulasi"); 

   Application.LoadLevel(3); 

    } 

    if(hit.transform.name=="keluar"){ 

  //Debug.Log("simulasi"); 

  Application.Quit(); 

    } 

     

}}} 

 



 

 

 

SCANE VIDEO 

using UnityEngine; 

using System; 

using System.Collections; 

using System.IO; 

using MP; 

public class MoviePlayer : MoviePlayerBase 

{ 

public const string PACKAGE_VERSION = "v0.10"; 

 

#region ----- Public properties ------ 

 

public TextAsset source; 

 

 

public AudioClip audioSource; 

 

public LoadOptions loadOptions = LoadOptions.Default; 

public float videoTime; 

 

/// <summary> 

/// The current playhead frame index. Use this for seeking. 

/// </summary> 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 public int videoFrame; 

 

 /// <summary> 

 /// If TRUE, the movie will automatically loop. 

 /// </summary> 

 public bool loop; 

  

 /// <summary> 

 /// Called when the movie reaches an end, right after 

 /// it is rewinded back to the beginning. 

 /// </summary> 

 public event MovieEvent OnLoop; 

 

 #endregion ------ /public properties ------ 

 

 #region ------ public methods ------ 

 

 /// <summary> 

 /// Loads the movie from byte array. 

 /// </summary> 

 public bool Load (byte[] bytes) 

 { 

  return Load (bytes, null); 

 } 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 public bool Load (byte[] bytes, LoadOptions loadOptions) 

 { 

  try { 

   Load (new MovieSource () { stream = new MemoryStream 

(bytes) }, loadOptions); 

   return true; 

  } catch (Exception e) { 

   if (ShouldRethrow (e, loadOptions)) 

    throw e; 

   return false; 

  } 

 } 

  

 /// <summary> 

 /// Loads the movie from TextAsset 

 /// </summary> 

 public bool Load (TextAsset textAsset) 

 { 

  this.source = textAsset; 

  return Load (textAsset, null); 

 } 

 

 public bool Load (TextAsset textAsset, LoadOptions loadOptions) 

 { 

  try { 

   this.source = textAsset; 

   Load (new MovieSource () { stream = new MemoryStream 

(textAsset.bytes) }, loadOptions); 

   return true; 

  } catch (Exception e) { 

   if (ShouldRethrow (e, loadOptions)) 

    throw e; 

   return false; 

  } 

 } 



 

 

 

 

 public bool Load (Stream srcStream) 

 { 

  try { 

   Load (new MovieSource () { stream = srcStream }, null); 

   return true; 

  } catch (Exception e) { 

   if (ShouldRethrow (e, loadOptions)) 

    throw e; 

   return false; 

  } 

 } 

  UpdateRendererUVRect (); 

 } 

 

 IEnumerator LoadFromWwwAsyncCoroutine (string url, Action<MoviePlayer> 

doneCallback, Action<MoviePlayer, Exception> failCallback, LoadOptions 

loadOptions) 

 { 

  // download url contents, this will take some time 

  var www = new WWW (url); 

  double startTime = Time.realtimeSinceStartup; 

  while (startTime + loadOptions.connectTimeout > 

Time.realtimeSinceStartup) { 

   yield return 1; 

  } 

   

 

 IEnumerator LoadFromResourceAsyncCoroutine (string path, 

Action<MoviePlayer> doneCallback, Action<MoviePlayer, Exception> 

failCallback, LoadOptions loadOptions) 

 { 

  // strip ".bytes" extension if it's there 

  string resourceName = path.EndsWith (".bytes") ? path.Remove 

(path.Length - 6) : path; 

 



 

 

 

  var resourceRequest = Resources.LoadAsync (resourceName); 

  while (!resourceRequest.isDone) { 

   yield return 1; 

  } 

 

  // check for errors and try to load the movie 

  Exception exception = null; // this variable is used to take 

failCallback out from catch block for safety 

  try { 

   if (resourceRequest.asset == null || 

resourceRequest.asset.GetType () != typeof(TextAsset)) { 

    throw new MpException ("Resources.LoadAsync  

couldn't load \"" + resourceName + "\" as TextAsset"); 

   } 

  Load (resourceRequest.asset as TextAsset, loadOptions); 

  } catch (Exception e) { 

   exception = e; 

  } 

   

  // call the callbacks 

  if (exception == null || failCallback == null) { 

   doneCallback (this); 

  } else { 

   failCallback (this, exception); 

  } 

 } 

 

 void OnGUI () 

 { 

 if (movie == null || movie.demux == null || movie.demux. 

       videoStreamInfo == null) 

   return; 

 

  // if we're playing the movie directly to screen 

  if (drawToScreen && framebuffer != null) { 

  var uv = movie.frameUV [videoFrame % movie.frameUV.Length]; 



 

 

 

   DrawFramebufferToScreen (uv); 

  } 

 } 

 

 void Update () 

 { 

  // if this.play changed, Play or Stop the movie 

  HandlePlayStop (); 

 

  // advance playhead time or handle seeking 

  bool wasSeeked = HandlePlayheadMove (); 

 

  // decode a frame when necessary 

  HandleFrameDecode (wasSeeked); 

 

  if (play) { 

   // synchronize audio and video 

   HandleAudioSync (); 

 

  // movie has been played back. should we restart it or loop 

   HandleLoop (); 

  } 

 } 

 

 

 

 

 

 

 

 



 

 

 

SCANE EVALUASI 

var ray:Ray; 

var hit:RaycastHit; 

 public var skin : GUISkin;  //GUI Skin 

 var guiScore:TextMesh; 

 var guiScore2:TextMesh; 

 var guiScore3:TextMesh; 

  

 var guiScorebenar1:TextMesh; 

 var guiScorebenar2:TextMesh; 

 var guiScorebenar3:TextMesh; 

 var guiScorebenar4:TextMesh; 

 var guiScorebenar5:TextMesh; 

 var guiScorebenar6:TextMesh; 

 var guiScorebenar7:TextMesh; 

 var guiScorebenar8:TextMesh; 

 var guiScorebenar9:TextMesh; 

 var guiScorebenar10:TextMesh; 

  

  

  

  

var soal1:GameObject; 

var soal2:GameObject; 

var soal3:GameObject; 

var soal4:GameObject; 

var soal5:GameObject; 

var soal6:GameObject; 

 

var soal7:GameObject; 

var soal8:GameObject; 

var soal9:GameObject; 

var soal10:GameObject; 

var berhasil:GameObject; 

var mulai:GameObject; 

var cukup:GameObject; 

var kurang:GameObject; 



 

 

 

var berhasils:GameObject; 

public var benar: int;   //Score 

 public var salah : int; 

  

function Start () { 

soal1.SetActive (true); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false); 

mulai.SetActive (false); 

 cukup.SetActive (false); 

 kurang.SetActive (false); 

 berhasils.SetActive (false); 

} 

 

function Update () { 

if(Input.GetMouseButtonDown(0)){ 

  ray=Camera.main.ScreenPointToRay(Input.mousePosition); 

  if(Physics.Raycast(ray,hit)){ 

   

     

 if(hit.transform.name=="benar1"){soal1.SetActive (false); 

soal2.SetActive (true); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 



 

 

 

soal10.SetActive (false); 

berhasil.SetActive (false); 

 

guiScorebenar1.text="Benar"; 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 

    } 

     

 if(hit.transform.name=="salah1"){soal1.SetActive (false); 

soal2.SetActive (true); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar1.text="Salah"; 

  //Debug.Log("simulasi"); 

   salah += 1;guiScore2.text=""+ Mathf.Round(salah); 

    }   

     

    if(hit.transform.name=="benar2"){soal1.SetActive 

(false); 

soal2.SetActive (false); 

soal3.SetActive (true); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false); 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 



 

 

 

   guiScorebenar2.text="Benar"; 

    } 

     

 if(hit.transform.name=="salah2"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (true); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar2.text="Salah"; 

  //Debug.Log("simulasi"); 

   salah += 1;guiScore2.text=""+ Mathf.Round(salah); 

    } 

 if(hit.transform.name=="benar3"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (true); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar3.text="Benar"; 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 

    } 

     

 if(hit.transform.name=="salah3"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (true); 

soal5.SetActive (false); 



 

 

 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar3.text="Salah"; 

  //Debug.Log("simulasi"); 

  salah += 1;guiScore2.text=""+ Mathf.Round(salah); 

    } 

 if(hit.transform.name=="benar4"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (true); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar4.text="Benar"; 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 

    } 

     

 if(hit.transform.name=="salah4"){soal1.SetActive (false); 

  //Debug.Log("simulasi");soal1.SetActive (true); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (true); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar4.text="Salah"; 

   salah += 1;guiScore2.text=""+ Mathf.Round(salah); 



 

 

 

    } 

 if(hit.transform.name=="benar5"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (true); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar5.text="Benar"; 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 

    } 

     

 if(hit.transform.name=="salah5"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (true); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar5.text="Salah"; 

  //Debug.Log("simulasi"); 

  salah += 1;guiScore2.text=""+ Mathf.Round(salah); 

    } 

 if(hit.transform.name=="benar6"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (true); 



 

 

 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar6.text="Benar"; 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 

    } 

     

 if(hit.transform.name=="salah6"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (true); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar6.text="Salah"; 

  //Debug.Log("simulasi"); 

   salah += 1;guiScore2.text=""+ Mathf.Round(salah); 

    } 

 if(hit.transform.name=="benar7"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (true); 

soal9.SetActive (false); 

soal10.SetActive (false);guiScorebenar7.text="Benar"; 

berhasil.SetActive (false); 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 

    } 



 

 

 

     

 if(hit.transform.name=="salah7"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (true); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar7.text="Salah"; 

  //Debug.Log("simulasi"); 

   salah += 1;guiScore2.text=""+ Mathf.Round(salah); 

    } 

 if(hit.transform.name=="benar8"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (true); 

soal10.SetActive (false);guiScorebenar8.text="Benar"; 

berhasil.SetActive (false); 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 

    } 

     

 if(hit.transform.name=="salah8"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 



 

 

 

soal8.SetActive (false); 

soal9.SetActive (true); 

soal10.SetActive (false); 

berhasil.SetActive (false);guiScorebenar8.text="Salah"; 

  //Debug.Log("simulasi"); 

   salah += 1;guiScore2.text=""+ Mathf.Round(salah); 

    } 

    

 if(hit.transform.name=="benar9"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (true); 

berhasil.SetActive (false);guiScorebenar9.text="Benar"; 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text=""+ Mathf.Round(benar); 

    } 

     

 if(hit.transform.name=="salah9"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (true); 

berhasil.SetActive (false);guiScorebenar9.text="Salah"; 

  //Debug.Log("simulasi"); 

   salah += 1;guiScore2.text=""+ Mathf.Round(salah); 

    } 



 

 

 

    

 if(hit.transform.name=="benar10"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (true);guiScorebenar10.text="Benar"; 

  //Debug.Log("simulasi"); 

   benar += 1;guiScore.text="Benar :"+ Mathf.Round(benar); 

 guiScore2.text="Salah :"+ Mathf.Round(salah); 

    } 

     

 if(hit.transform.name=="salah10"){soal1.SetActive (false); 

soal2.SetActive (false); 

soal3.SetActive (false); 

soal4.SetActive (false); 

soal5.SetActive (false); 

soal6.SetActive (false); 

soal7.SetActive (false); 

soal8.SetActive (false); 

soal9.SetActive (false); 

soal10.SetActive (false); 

berhasil.SetActive (true);guiScorebenar10.text="Salah"; 

  //Debug.Log("simulasi"); 

   salah += 1;guiScore.text="Benar :"+ Mathf.Round(benar); 

   guiScore2.text="Salah :"+ Mathf.Round(salah); 

   

   

    } 

     if(hit.transform.name=="nilai"){ 

  //Debug.Log("simulasi"); 

  guiScore3.text="Nilai Anda :"+ Mathf.Round(benar*10); 



 

 

 

  

   

    } 

      if(hit.transform.name=="KEMBALI"){ 

  //Debug.Log("simulasi"); 

   Application.LoadLevel(0); 

    } 

      if(hit.transform.name=="ulangi"){ 

  //Debug.Log("simulasi"); 

   Application.LoadLevel(3); 

    } 

        

    if(hit.transform.name=="keluar"){ 

  //Debug.Log("keluar"); 

   Application.Quit(); 

    } 

     

    } 

     

    } 

} 

function OnGUI() 

 { 

  GUI.skin = skin; 

   

  //Score 

  GUI.Label(new Rect(10,10,300,300),"Benar :"+benar.ToString()); 

  GUI.Label(new Rect(100,10,300,300),"salah :"+salah.ToString()); 

 

} 



 

 

 

Romo:Tapi anakku, Boko bukanlah 

kerajaan yang mudah kita taklukan. 

Bandung: Maka dari itu Romo, 

izinkan ananda turun langsung 

memimpin pasukan di medan laga. 

Romo: Tapi anakku......... 

 Raja Boko itu sangatlah sakti dan 

kejam. 

Bandung: Ananda tidaklah gentar 

sedikit pun Romo. 

Mohon izinkanlah ananda turun 

langsung ke medan laga. 

#Peperangan terjadi antara pasukan 

bandung dan kerajaan Boko 



 

 

 

 

Narator: Ditengah perjalanan, 

sampailah Joko Bandung dihutan 

terlarang, hutan yang konon dijaga 

oleh raksasa jahat bernama 

Bondowoso. 



 

 

 

 

#Raksasa melayang 

#Dan terlempar tak berdaya 

Joko Bandung melayangkan 

pukulan terakhirnya. 

Joko: 

Jadi Cuma ini kemampuanmu 

haaaii... raksasa? 

Raksasa:  

Ampun.....pangeran, jangan bunuh 

hamba, hamba berjanji akan 

menuruti apapun kemauan 

pangeran.. asalkan pangeran mau 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

FILM ANIMASI SEJARAH CANDI PRAMBANAN MENGGUNAKAN 

MEDIA 3D MAX SEBAGAI MEDIA PEMBELAJARAN 
 

 Nama Responden : ............................................................................................................ 

Alamat   : ............................................................................................................ 

Berikan tanda centang (√) pada kolom yang sesuai dengan  jawaban anda 

Keterangan  : 

SS : Sangat Setuju      KS :  Kurang Setuju 

S : Setuju       TS : Tidak Setuju 

No Pertanyaan 
Pilihan Jawaban 

SS S KS TS 

1 
Cerita film animasi sejarah candi prambanan  menggun 

akan  media 3ds max ini dapat  mudah dipahami 

    

2 
Tampilan  media pembelajaran secara keseluruhan 

menarik 

    

3 
Gerakan mulut dan suara masing-masing objek sudah 

sinkron 

    

4 Media pembelajaran mudah dalam penggunaan     

Jumlah Skor     

 

 

 

 

Yogyakarta, ...........................2016 

 

 

(......................................................) 
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