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LAMPIRAN

Lampiran 1 File APK Aplikasi Gamifikasi Berbasis Lokasi
Link : https://drive.google.com/drive/folders/11Rc9OLxX PCSK-gnzhu7J-
erLQeXZRAD?usp=sharing

Lampiran 2 Link Web Admin Portal dengan username: gm(@gou.com pass :
Password123!

Link : https://admin-portal.tinarcodes.com/login

Lampiran 3 Link Swagger Api Backend
Link :

1. https://api.ta.tinarcodes.com/auth/api-docs#/

2. https://api.ta.tinarcodes.com/quest/api-docs#/

3. https://api.ta.tinarcodes.com/reward/api-docs#/
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https://drive.google.com/drive/folders/1lRc9OLxX_PCSK-qnzhu7J-erLQeXZRAD?usp=sharing
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mailto:gm@gou.com
https://admin-portal.tinarcodes.com/login
https://api.ta.tinarcodes.com/auth/api-docs#/
https://api.ta.tinarcodes.com/quest/api-docs#/
https://studentsuajyac-my.sharepoint.com/personal/210711236_students_uajy_ac_id/Documents/3.%09https:/api.ta.tinarcodes.com/reward/api-docs#/

Lampiran 4 Dokumentasi Aktivitas Lari Pagi Bersama Dengan Menggunakan

Aplikasi Gamfikasi Berbasis Lokasi

Lampiran 5 Link Drive Dokumentasi Pengguna Lainnya
Link Drive:
https://drive.google.com/drive/folders/18ePBClvuguQ9DhBdTn8fCpSIXiAsNIjC

2usp=sharing

Lampiran 6 Link Hasil Quisioner TA Gamitfikasi Berbasis Lokasi Untuk Aktivitas
Fisik Di Era Digital

Link:

https://docs.google.com/spreadsheets/d/1 CuLxkRFBSAF4AL3BOrK1KvIMr-
NObwlIm/edit?usp=sharing&ouid=101214041764991015008 &rtpof=true&sd=tru

€
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