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LAMPIRAN
1. Kode penggunaan raycast pada Enemy

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class VampireController : MonoBehaviour

{
[SerializeField]
Transform player;

[SerializeField]
Transform castPoint;

[SerializeField]
float agroRange;

[SerializeField]
public float ms;

public GameObject bulletEnemy;
public Transform shotPointEnemy;

private float currentTimeSpawn;
public float timeToSpawn;

public bool isFacingright;

bool isAgro = false;
bool isSearching = false;

public Transform healthBarEnemy;

Vector2 firstPos;
Rigidbody2D rb2d;

public void Awake()

tb2d = GetComponent<Rigidbody2D>();
firstPos = transform.position;

i
void Update()

t



if (CanSeePlayer(agroRange))
{

isAgro = true;
)

else

{
if (isAgro)

if (!isSearching)
{

isSearching = true;

Invoke("stopChasePlayer", 2);
}
H

H
if (isAgro)

ChasePlayer();
)

else

Patrol();
}

bool CanSeePlayer(float distance)
{

bool val = false;

float castDist = distance;

if (isFacingright)
{

castDist = -distance;
}
else
{

castDist = distance;
H

Vector2 endPos = castPoint.position + Vector3.left * castDist;

RaycastHit2D hit = Physics2D.Linecast(castPoint.position, endPos, 1
<< LayerMask NameToLayer("Player"));

if (hit.collider != null)
{
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if (hit.collider.gameObject. CompareTag("Player"))

{
val = true;
ShotPlayer();
}
else
{
val = false;

Debug.DrawLine(castPoint.position, hit.point, Color.yellow);

}

else

{

Debug.DrawLine(castPoint.position, endPos, Color.blue);

}

return val;

}

i
void ChasePlayer()
{

if (transform.position.x < player.position.x)

rb2d.velocity = new Vector2(ms, 0);
healthBarEnemy.localEulerAngles = Vector2.up * 180f;
transform.localScale = new Vector2(0.6285622f, 0.62856221);
isFacingright = false;

H

else

{
rb2d.velocity = new Vector2(-ms, 0);
healthBarEnemy localEulerAngles = Vector3.zero;
transform.localScale = new Vector2(-0.6285622f, 0.6285622f);
isFacingright = true;

public void Patrol()
{
if (isFacingright == true)
{
rb2d.velocity = new Vector2(3.5f, 0);
transform.localScale = new Vector2(0.6285622f, 0.6285622f);

H

if (isFacingright == false)
{
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rb2d.velocity = new Vector2(-3.5f, 0);

H

transform.localScale = new Vector2(-0.6285622f, 0.6285622f);

if (transform.position.x >= firstPos.x + 2)

{
isFacingright = false;
H

if (transform.position.x <= firstPos.x + (-2))

isFacingright = true;

¥
}
void ShotPlayer()
i

if (transform.position.x < player.position.x)

{

if (currentTimeSpawn > 0)

{

currentTimeSpawn -= Time.deltaTime;

}

clse

{

Instantiate(bulletEnemy, shotPointEnemy.position,
transform.rotation);
currentTimeSpawn = timeToSpawn;

H

else

if (currentTimeSpawn > 0)
{
currentTimeSpawn -= Time.deltaTime,

}
else
{
Instantiate(bulletEnemy, shotPointEnemy.position,
transform.rotation);
currentTimeSpawn = timeToSpawn;

}
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void stopChasePlayer()
{

isAgro = false;

isSearching = false;

rb2d.velocity = new Vector2(0, 0);
i

}
2. Healt Enemy (Nyawa Musuh)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class EnemyHealth : MonoBehaviour

{

public float eHealt;
public Image healthUT;
public float maxHealth;

public GameObject uiGems;
public static EnemyHealth vc;

private void Awake()
{
ve = this;
}
private void Start()

!

maxHealth = eHealt;

public void takeDemage(float demage)
{
eHealt -= demage;
healthUI.fillAmount = eHealt / maxHealth;
if (eHealt < 0)
{
Destroy(gameObject);
enemyDead();
H
}
void enemyDead()
{
uiGems.SetActive(true);

}



1
s

3. Bullet Enemy (Peluru Enemy)

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BulletEnemy : MonoBehaviour

{

// Start is called before the first frame update
public float speed, demage, destroyTime;

private void Awake()

{
Destroy(gameObject, destroyTime);

void Update()

i
shootBullet();

}
private void OnTriggerEnter2D(Collider2D collision)
if (collision.CompareTag("Player"))
HealtController.healController. Takedemage();

Destroy(gameObject);

H

else if (collision.CompareTag("Envirotment"))

{
Destroy(gameObject);

H

}
void shootBullet()
{

transform. Translate(Vector2.left * speed * Time.deltaTime);

¥
}

4. Pergerakan Player

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class PlayerController : MonoBehaviour
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// Start is called before the first frame update
public float ms, jumpForce, scaleX;
public bool jalanKiri,jalanKanan, jump;

public float radius;
public Transform groundChecker;
public LayerMask whatIsGround;

Rigidbody2D rb;
Animator anim;

private void Awake()

{
scaleX = transform.position.x;
b = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();

}
void Update()

{
Jump();

private void FixedUpdate()

i
Move();

}
void Move()

{
if (Input.GetKey(KeyCode.A) || (jalanKiri=true))
{

transform. Translate(Vector2.left * -ms * Time.deltaTime, Space.Self);
anim.SetBool("Run" true);
transform.eulerAngles = Vector2.up * -180;

}
else if (Input. GetKey(KeyCode.D)||(jalanKanan==true))

transform. Translate(Vector2.right * ms * Time.deltaTime, Space.Self);
anim.SetBool("Run", true);
transform.eulerAngles = Vector2.zero;

}

else

anim.SetBool("Run", false);

H
}
void Jump()

if (Input.GetKeyDown(KeyCode.Space) && IsGround() [[(jump==true))
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rb.velocity = Vector2.up * jumpForce;
anim.SetBool("Jump", true);

!

else

{

anim.SetBool("Jump", false);

H
}

public void MainLagi()
{

Time.timeScale = 1;
SceneManager.LoadScene(1);

}
public void MainMenu()
It

]
Time.timeScale = 1;
SceneManager.LoadScene(0);

private void OnTriggerEnter2D(Collider2D collision)

if (collision.CompareTag("deadArea"))

it
Destroy(gameObject);

SceneManager.LoadScene(1);

H

else if (collision.CompareTag("Gems"))

GoalManager.singleton.collectedGems();
Destroy(collision.gameObject);

3
if (collision.CompareTag("Duri"))

Destroy(gameObject);
SceneManager.LoadScene(1);

else if (collision.CompareTag("Goal"))
{
if (GoalManager.singleton.canEnter)

i

print("silahkan masuk™);
SceneManager.LoadScene(2);

}
H

}
bool IsGround()
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{
return Physics2D.OverlapCircle(groundChecker.position, radius,

whatlsGround);

private void OnDrawGizmos()

{

}
t
. Healt Controller player

Gizmos.DrawWireSphere(groundChecker.position, radius);

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

public class HealtController : MonoBehaviour
{
// Start is called before the first frame update
public int healt;
public GameObject[] healtUTI;
public GameObject screenUI;
public static HealtController healController;

private void Awake()

healController = this;
}

public void Takedemage()
{
healt--;
if (healt <= 0)
{
healt = 0;
PlayerLose();

}
healtUI[healt].SetActive(false);

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.CompareTag("Enemy"))

{
Takedemage();

H
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¥
void PlayerLose()

screenUl.SetActive(true);
Time.timeScale = 0;

i
}
6. Coin dan gems Controller Player

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class CoinController : MonoBehaviour
{
// Start is called before the first frame update
public Text scoreUI;
public int score;

public Text scoreUIGems;
public int scoregems;

private void OnTriggerEnter2D(Collider2D collision)

if (collision.CompareTag("Coin"))
{
Destroy(collision.gameObject);
scorett;
scoreULtext = score. ToString();
}
if (collision.CompareTag("Gems"))
{
Destroy(collision.gameObject);
scoregems++;
scoreUIGems.text = scoregems. ToString();

H
}
i

7. Player Shoot

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
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public class PlayerShot : MonoBehaviour

{

// Start is called before the first frame update
public GameObject bullet;

public Transform shotPoint;

Animator anim;

private void Start()

{

anim = GetComponent<Animator>();

}
void Update()
{

Shot();
}

void Shot()
{
if (Input.GetKeyDown(KeyCode.C))

anim.SetBool("Shoot", true);
AudioManager.myAudio.PlaySound(0);
Instantiate(bullet, shotPoint.position, transform.rotation);

}

else

{

anim.SetBool("Shoot", false);
H
}

}

8. Bullet Player

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class bulletcontrol : MonoBehaviour

{

// Start is called before the first frame update
public float speed, demage, destroyTime;

private void Awake()
{
Destroy(gameObject, destroyTime);

}
void Update()
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{

transform. Translate(Vector2.right * speed * Time.deltaTime);

1

private void OnTriggerEnter2D(Collider2D collision)

i
if (collision.CompareTag("Enemy"))

{

collision.transform parent. GetComponent<EnemyHealth>().takeDemage(dem

age);
Destroy(gameObject);

else if(collision.CompareTag("Envirotment™))

{

H
}
i

Camera Follow

Destroy(gameObject);

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CameraFollow : MonoBehaviour

{

public Transform target;
public float smoothSpeed = 0.125f;

public Vector3 offset;

// Update is called once per frame
void LateUpdate()

Vector3 desiredPosition = target.position + offset;
Vector3 smoothedPosition = Vector3.Lerp(transform.position,
desiredPosition, smoothSpeed);
transform.position = smoothedPosition;
i

}
10. Rintangan Bounce Ball

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
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public class DirtyBubblesControlls : MonoBehaviour

{
Rigidbody2D rb;
void Start()

{
b = GetComponent<Rigidbody2D>();

}

// Update is called once per frame
void Update()
{

transform. Translate(Vector2.up * Random.Range(8,12.8f) *
Time.deltaTime, Space.Self);

}
H

11. Rintangan Tower Monster

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class TowerMonster : MonoBehaviour

{
[SerializeField]

Transform player;

[SerializeField]
Transform raycastPoint;

[SerializeField]
float agroRange;

bool isAgro = false;
bool isSearching = false;

public GameObject bulletEnemy;
public Transform shotPointEnemy;

private float currentTimeSpawn;
public float timeToSpawn;

public Transform healthBarEnemy;

public void Awake()
{



}

// Update 1s called once per frame
void Update()

if (CanSeePlayer(agroRange))
{

isAgro = true;

}
else
if (isAgro)
if (lisSearching)
isSearching = true;

Invoke("stopChasePlayer", 2);
¥

}

!

bool CanSeePlayer(float distance)

bool val = false;
float castDist = distance;

Vector2 endPos = raycastPoint.position + Vector3.left * castDist;

RaycastHit2D hit = Physics2D.Linecast(raycastPoint.position, endPos,
1 << LayerMask.NameToLayer("Player"));

if (hit.collider != null)

if (hit.collider.gameObject. Compare Tag("Player"))

ShotPlayer();
val = true;

t

else

{
val = false;

}

Debug.DrawLine(raycastPoint.position, hit.point, Color.yellow);

}

else

{

Debug.DrawLine(raycastPoint.position, endPos, Color.blue);
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}

return val;

H

}
void ShotPlayer()
i

if (transform.position.x < player.position.x)

if (currentTimeSpawn > 0)
{
currentTimeSpawn -= Time.deltaTime;

1
1]

else
{

Instantiate(bulletEnemy, shotPointEnemy.position,
transform.rotation);

currentTimeSpawn = Random.RandomRange(1f,3f);

}
H

else

if (currentTimeSpawn > 0)
{
currentTimeSpawn -= Time.deltaTime;

}

else

{

Instantiate(bulletEnemy, shotPointEnemy.position,
transform.rotation);

currentTimeSpawn = Random.RandomRange(1f, 3f);

}

¥
}

void stopChasePlayer()
{
isAgro = false;
i
)

12. Tower Bullet

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
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public class towerBullet : MonoBehaviour

{
// Start is called before the first frame update
public float speedt, demaget, destroyTimet;

private void Awake()
{
Destroy(gameObject, destroyTimet);
i
void Update()
{

transform. Translate(Vector2.right * speedt * Time.deltaTime);

}
private void OnTriggerEnter2D(Collider2D collision)
|

]
if (collision.CompareTag("Player"))
{
HealtController.healController. Takedemage();
Destroy(gameObject);
print("kena");

else if (collision.CompareTag("Envirotment"))
it
Destroy(gameObject);
¥
}

}

13. Balok Deteksi

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class kotakDetected : MonoBehaviour

{
// Start is called before the first frame update
Animator animm;

private void Start()
{
animm = GetComponent<Animator>();

private void OnTriggerEnter2D(Collider2D collision)

if (collision.CompareTag("Detect"))
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kotakpuzzle.iniKotakPuzzle. PuzzleFinished();
Destroy(collision.gameObject);

telse if (collision.CompareTag("lastDetect"))

{

if (kotakpuzzle.iniKotakPuzzle.canEnterGoa)

print("Silahkan masuk");
BalokSlide.inibalokSlide animasiBalok();
!
H
}

}
14. Balok Slide

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BalokSlide : MonoBehaviour

{

H

public static BalokSlide inibalokSlide;
Animator anim;

private void Awake()

inibalokSlide = this;
}
void Start()
{

anim = GetComponent<Animator>();

}

// Update is called once per frame
void Update()

{

}

public void animasiBalok()

{
anim.SetTrigger("balokSlide");

}

15. Goal Controller

using System.Collections;

68



using System.Collections.Generic;
using UnityEngine;

public class GoalManager : MonoBehaviour

{

public static GoalManager singleton;

public int gemsneeded;
public int gemscollected,
public bool canEnter;

private void Awake()
{
singleton = this;

}

public void collectedGems()

i
gemscollected++;
if(gemscollected >= gemsneeded)

canEnter = true;

i
}
H

16. Main Menu Controller

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MainMenuController : MonoBehaviour

{
/

public void StartScene()

{

SceneManager.LoadScene(1);

i
public void StartAbout()

{
SceneManager.LoadScene(3);

}
public void AboutBack()

{
}

SceneManager.LoadScene(0);
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H
17. Floating Button

void PlayerLose()
{

screenUl SetActive(true);
Time.timeScale = 0;

H

18. Link
Penjelasan Bagaimana cara rancang bangun dan vidio gameplay game Ninja
Adventure.

Link : https://youtu.be/XkTuSbmtigo

19. Backsound dalam game
Backsound dalam game dapat didownload secara free pada web Chosic. Judul
backsound yang digunakan adalah Hostiles Inbound

Dapat diakses : hostiles Music Free Download MP3 - Chosic
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