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LAMPIRAN

Lampiran 1. anim_call
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class anim_call : MonoBehaviour {

public string default_anim;

private Animation anim;

void Start(){

anim = GetComponent<Animation>();

public void btn_cal_animation(string i){
Music_Singleton.Instance.s_play(0);
GetComponent<Animation>().Play(i);

}

}

Lampiran 2. Animation_Control

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Animation_Control : StateMachineBehaviour

{
{

animator.ResetTrigger("hurt™);
animator.ResetTrigger("hit");
animator.ResetTrigger("dead");

¥
¥

Lampiran 3. button_id
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul,
public class button_id : MonoBehaviour
{
public int id ;
public void Button(){
/I Music_Singleton.Instance.s_play(0);
GetComponent<Animation>().Play("button™);
if(id == GameSystem.Instance.ID_JawabanBenar){
Debug.Log("benar™);
GameSystem.Instance.Data_Score += 10;
GameSystem.Instance.Data_SoalSekarang +=1 ;
GameSystem.Instance.|D_Soal++;
/I GameSystem.Instance.SetSoal();
GameSystem.Instance. Tanda_Object.GetComponent<Image>().sprite =
GameSystem.Instance.Tanda_Gambar[0];
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GameSystem.Instance.Guinya[0].active = true ;
Music_Singleton.Instance.s_play(1);
GameSystem.Instance.Data_DarahMusuh -- ;
StartCoroutine(GameSystem.Instance.Anim_Player_Attack());
}
else{
Debug.Log("Salah");
Music_Singleton.Instance.s_play(2);
GameSystem.Instance.|D_Soal++;
GameSystem.Instance.Data_HP--;
GameSystem.Instance.Pernah_Kalah = true;
GameSystem.Instance. Tanda_Object.GetComponent<image>().sprite =
GameSystem.Instance.Tanda_Gambar[1];
GameSystem.Instance.Guinya[0].active = true ;
StartCoroutine(GameSystem.Instance.Anim_Enemy_Attack());

¥
¥
¥

Lampiran 4. char_anim

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class char_anim : MonoBehaviour

{
/I Start is called before the first frame update
void Start()
{

GetComponent<Animator>().SetTrigger("dead");

}

}

Lampiran 5. GameSelesai

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

public class GameSelesai : MonoBehaviour

{
public static int Skor;

public Text[] Teksnya,
void Start()
{
StartCoroutine(Selesai());

}
void Update()
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IEnumerator Selesai(){
Teksnya[0].text = Skor.ToString();
Teksnya[1].text = PlayerPrefs.GetInt("score™). ToString();
yield return new WaitForSeconds(5f);
Ulz.kk ="MainMenu";
GameObiject.Find("CanvasTransition").GetComponent<Animator>().Play("end");

¥
¥

Lampiran 6. GameSystem
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
using System;
using System.Collections;
public class GameSystem : MonoBehaviour
{
private static GameSystem _instance = null;
public static GameSystem Instance

{

}
public int
ID_Level,ID_Soal,ID_JawabanBenar,Data_HP,Data_Score,Data_SoalSekarang,Da
ta_DarahMusuh;

public bool Pernah_Kalah ;
[Header("Player & Enemnynya™)]
public GameObject p_Player ;
public GameObject p_Enemy ;
public GameObject[] p_Spawner;
public RuntimeAnimatorController[] p_enemy_anim;
[Header("Ui Textnya disini")]
public Text[] teksnya ;
public Sprite[] Tanda_Gambar ;
public GameObject Tanda_Object ;
public GameObject TandaDarah ;
[Header("Data Ul nya™)]
public GameObiject[] Buttonnya ;
public GameObject Tempat_Soal ;
[Header("Data GUInya")]
public GameObiject[] Guinya ;
[Header("Data Soalnya™)]
public List<int> RandomSoal = new List<int>() ;
public GameObiject[] DataSoal ;
void Awake(){

if(_instance == null){

_instance = this;
}

get {return _instance ; }
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ID_Level=0;
ID_Soal =0;
Data HP = 3;

Data_Score =0;
Data_SoalSekarang =0 ;
Data_DarahMusuh = 3 ;
Pernah_Kalah = false;

}
void Start()

AmbilSoal();
SetText();
}
public void ResetData(){

ID_Soal=0;

Data_SoalSekarang =0 ;

Pernah_Kalah = false ;

Data_DarahMusuh = 3;
}
void AmbilSoal(){

RandomSoal.Clear();

RandomSoal = new List<int>(new

int[DataSoal[ID_Level].GetComponent<Soal>(). KumpulanSoal.Count]);

int Max = RandomSoal.Count + 1 ;

Debug.Log(Max);

int rand ;

for (int i = 0; i < RandomSoal.Count; i++)
{
rand = UnityEngine.Random.Range(1,Max);
while(RandomSoal.Contains(rand)){
rand = UnityEngine.Random.Range(1,Max);

RandomSoal[i] =rand;

Invoke("SgtSoaI",O.lf);
}
public void SetSoal(){
SetEnemyChar();

ID_JawabanBenar =

DataSoal[ID_Level].GetComponent<Soal>().KumpulanSoal[RandomSoal[ID_Soal

]-1].Data_JawabanSoal ;

Tempat_Soal.GetComponent<Text>().text =

DataSoal[ID_Level].GetComponent<Soal>(). KumpulanSoal[RandomSoal[ID_Soal

]-1].Data_Soal ;
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for (int i = 0; i < Buttonnya.Length; i++)
{

Buttonnya[i].GetComponentInChildren<Text>().text =
DataSoal[ID_Level].GetComponent<Soal>(). KumpulanSoal[RandomSoal[ID_Soal
]-1].Data_TextJawaban[i];

}

if(ID_JawabanBenar == 0 ){
Debug.Log("Jawaban A");

}

else if(ID_JawabanBenar == 1 ){
Debug.Log("Jawaban B");

}

else if(ID_JawabanBenar == 2 ){
Debug.Log("Jawaban C");

}

else if(ID_JawabanBenar == 3 ){
Debug.Log("Jawaban D");

¥

¥
public void SetText(){

teksnya[0].text = "x "+Data_HP;
teksnya[1].text = "SCORE : "+Data_Score;
intidl = ID_Level+1;
teksnya[2].text = "LEVEL - "+idl;
teksnya[3].text = "LEVEL - "+idl;
if(Data_SoalSekarang == 0){
TandaDarah.GetComponent<image>().rectTransform.sizeDelta =
new Vector2 (182.2433f*3,162f);
}
else if(Data_SoalSekarang == 1){
TandaDarah.GetComponent<image>().rectTransform.sizeDelta =
new Vector2 (182.2433f*2,162f);
}
else if(Data_SoalSekarang == 2){
TandaDarah.GetComponent<image>().rectTransform.sizeDelta =
new Vector2 (182.2433f*1,162f);
}

else if(Data_SoalSekarang == 3){
TandaDarah.GetComponent<Image>().rectTransform.sizeDelta =
new Vector2 (182.2433f*0,162f);
}
}

public void SetEnemyChar(){
p_Enemy.GetComponent<Animator>().runtimeAnimatorController =
p_enemy_anim[ID_Level];
if(ID_Level == 0 || ID_Level == 1){
p_Enemy.transform.localPosition = new Vector3(249f , 327f);
}
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else if(ID_Level == 2 || ID_Level == 3){
p_Enemy.transform.localPosition = new Vector3(249f , 351.5f);

}

else if(ID_Level == 4 || ID_Level == 5){
p_Enemy.transform.localPosition = new Vector3(249f , 336f);

}

}
public IEnumerator Anim_Player_Attack(){

yield return new WaitForSeconds(2.125f);
p_Player.GetComponent<Animator>().SetTrigger("hit");
yield return new WaitForSeconds(0.2f);
if(Data_SoalSekarang < 3){
p_Enemy.GetComponent<Animator>().SetTrigger("hurt™);
Music_Singleton.Instance.s_play(4);
yield return new WaitForSeconds(0.1f);
GameObject gg = Instantiate(p_Spawner[0]);
gg.transform.position = new Vector2(1.89f,2.63f);
yield return new WaitForSeconds(0.5f);
Guinyal[0].active = false;
SetSoal()
}
else
p_Enemy.GetComponent<Animator>().SetTrigger(dead");
Music_Singleton.Instance.s_play(4);
yield return new WaitForSeconds(0.1f);
GameObject gg = Instantiate(p_Spawner[0]);
gg.transform.position = new Vector2(1.89f,2.63f);
yield return new WaitForSeconds(0.5f);
Guinya[0].active = false;
if('Pernah_Kalah){
Data_HP++;

}

if(ID_Level <5){
ID_Level++;
SetText();
Music_Singleton.Instance.s_play(8);
Guinya[2].active = true ;
yield return new WaitForSeconds(2.967f);
Guinya[2].active = false ;
Music_Singleton.Instance.s_play(7);
GameObiject ggs = Instantiate(p_Spawner[1]);
ggs.transform.position = new Vector2(1.89f,2.63f);

}

else{
GameSelesai.Skor = Data_Score ;
Music_Singleton.Instance.s_play(3);
Ulz.kk ="GameWin";

GameObject.Find("CanvasTransition™).GetComponent<Animator>().Play("end");
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if(Data_Score >= PlayerPrefs.GetInt("score™)){
PlayerPrefs.SetInt("score",Data_Score);

¥

}
ResetData();

AmbilSoal();
Debug.Log("char Menang");

}
SetText();

}
public IEnumerator Anim_Enemy_Attack(){
yield return new WaitForSeconds(2.125f);
p_Enemy.GetComponent<Animator>().SetTrigger("hit");
yield return new WaitForSeconds(0.2f);
if(Data_HP >0 ){
p_Player.GetComponent<Animator>().SetTrigger("hurt");
Music_Singleton.Instance.s_play(6);
yield return new WaitForSeconds(0.1f);
GameObject gg = Instantiate(p_Spawner[0]);
gg.transform.position = new Vector2(-2.05f,2.63f);
yield return new WaitForSeconds(0.5f);
Guinya[0].active = false;
SetSoal();
}
else{
p_Player.GetComponent<Animator>().SetTrigger(* dead");
Music_Singleton.Instance.s_play(6);
yield return new WaitForSeconds(0.1f);
GameObject gg = Instantiate(p_Spawner[0]);
gg.transform.position = new Vector2(-2.05f,2.63f);
yield return new WaitForSeconds(0.5f);
Guinya[0].active = false;
Music_Singleton.Instance.s_play(5);
Debug.Log("Karakter kalah ™);
Ulz.kk ="GameLose";
GameObject.Find(*"CanvasTransition").GetComponent<Animator>().Play(""end");
GameSelesai.Skor = Data_Score ;
if(Data_Score >= PlayerPrefs.GetInt("score™)){
PlayerPrefs.SetInt("score",Data_Score);
}
}
SetText();
}
public void btn_hide_gui(int i){
Guinya[i].active = false;
Music_Singleton.Instance.s_play(0);

}
public void btn_show_gui(int i){
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Guinya[i].active = true;
Music_Singleton.Instance.s_play(0);

¥
¥

Lampiran 7. MainMenuSystem
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
public class MainMenuSystem : MonoBehaviour
{
public GameObiject[] Guinya ;
public Text teksscore ;
void Start(){
for (int i = 0; i < Guinya.Length; i++)
{
Guinya[i].active = false;
}
if(PlayerPrefs.GetInt("score™) == null){
PlayerPrefs.SetInt("score",0);
}

teksscore.text = PlayerPrefs.GetInt(*"score").ToString();
}
public void btn_show_ui(int i){

Guinyali].active = true ;

public void btn_exit_game(){
Application.Quit();
}
}

Lampiran 8. Music_Singleton

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul,

public class Music_Singleton : MonoBehaviour {
private static Music_Singleton _instance = null;
public static Music_Singleton Instance

{

}
public AudioClip[] suara ;

[HidelnInspector]public List<AudioSource> source;
void Awake(){
if(_instance == null){
_instance = this;
DontDestroyOnLoad(this);

get {return _instance ; }

52



UNIVERSITAS HASANUDDIN

else{
Destroy(this.gameObiject);
}
}
void Start(){
for (int i = 0; i < suara.Length; i++)
{
source.Add(new AudioSource());
source[i] = gameObject. AddComponent<AudioSource>();
sourcel[i].clip = suara[i];
}

}
public void s_play(int i){

source[i].Play();
}
}

Lampiran 9. Soal

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using System;

public class Soal : MonoBehaviour

{
public TextAsset DataSoalText;
[Serializable]
public class DataSoal{
[TextArea]
public string Data_Soal,
[TextArea]
public List<string> Data_TextJawaban;
public int Data_JawabanSoal ;
}
public List<DataSoal> KumpulanSoal ;
public List<String> SaveSoalSementara
void Start()

{

}
void SimpanSoal(){

KumpulanSoal.Clear();

SaveSoalSementara.Clear();

SaveSoalSementara = new List<string>(DataSoal Text.text.Split("\n"));
int Datalnt = SaveSoalSementara.Count ;

int banyak = Datalnt / 6 ;

Debug.Log(banyak);

KumpulanSoal = new List<DataSoal>(new DataSoal[banyak]);
StartCoroutine(LoadData());
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IEnumerator LoadData(){
yield return new WaitForSeconds(0.4f);
for (int i = 0; i < KumpulanSoal.Count; i++)
{
KumpulanSoal[i].Data_Soal = SaveSoalSementara[i * 6].ToString();
KumpulanSoal[i].Data_TextJawaban = new List<string>(new string[4]);
KumpulanSoal[i].Data_TextJawaban[0] = SaveSoalSementara[(i * 6) + 1];
KumpulanSoal[i].Data_TextJawaban[1] = SaveSoalSementara[(i * 6) + 2];
KumpulanSoal[i].Data_TextJawaban[2] = SaveSoalSementara[(i * 6) + 3];
KumpulanSoal[i].Data_TextJawaban[3] = SaveSoalSementara[(i * 6) + 4];
KumpulanSoal[i].Data_JawabanSoal = int.Parse(SaveSoalSementara[(i * 6)
+5]);
}
}
}

Lampiran 10. Trailerl
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
public class Trailerl : MonoBehaviour
{
public bool P_Cowok_Gerak,P_kamera,P_Enemy;
public GameObject Char_Cowok,Char_Cewek,Char_Enemy;
public int ID_Gerak_Cowok,id_camera ;
public Vector2[] TargetCowok ;
[TextArea]
public string[] Percakapan ;
public GameObiject[] Uinya ;
public string message =" ;
public float letterPause = 0.0125f;
public Text gtz ;
public Vector3[] PosisiKamera ;
void Start()
{

StartCoroutine(animasi());
}
IEnumerator animasi(){
gtz.text =",
P_kamera = true;
yield return new WaitForSeconds(0);
Char_Cowok.GetComponent<SpriteRenderer>().flipX = false;
P_Cowok_Gerak = true ;
Char_Cowok.GetComponent<Animator>().Play("walk");
yield return new WaitForSeconds(2.5f);
P_Cowok_ Gerak = false ;
gtz.text ="",
message = Percakapan[0];
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StartCoroutine(TypeText ());
Char_Cowok.GetComponent<Animator>().Play("idle");
yield return new WaitForSeconds(6.5f);

gtz.text ="",

message = Percakapan[1];

StartCoroutine(TypeText ());

yield return new WaitForSeconds(2.5f);

gtz.text ="",

ID_Gerak_Cowok =1;

message = Percakapan[2];

Char_Cowok.GetComponent<SpriteRenderer>().flipX = true;

P_Cowok_Gerak = true ;

Char_Cowok.GetComponent<Animator>().Play("walk");

yield return new WaitForSeconds(2.5f);

Uinya[0].active = true ;

yield return new WaitForSeconds(1f);

Char_Cewek.active = false;

yield return new WaitForSeconds(1.63f);

id_camera = 1;

Char_Cowok.GetComponent<SpriteRenderer>().flipX = false;

P_Cowok_ Gerak = true ;

P_Enemy = true;

ID_Gerak_Cowok =0;

Char_Cowok.GetComponent<Animator>().Play("walk");

gtz.text ="",

message = Percakapan([3];

StartCoroutine(TypeText ());

yield return new WaitForSeconds(5f);

gtz.text ="",

id_camera=0;

P_Cowok_Gerak = false;

Char_Cowok.GetComponent<Animator>().Play("idle");

message = Percakapan[4];

StartCoroutine(TypeText ());

yield return new WaitForSeconds(3f);

gtz.text =",

message = Percakapan[5];

StartCoroutine(TypeText ());

yield return new WaitForSeconds(4f);

Ulz.kk ="Game";
GameObiject.Find("CanvasTransition").GetComponent<Animator>().Play("end");
¥
void Update(){

float step = 1 * Time.deltaTime

if(P_Cowok_Gerak){

Char_Cowok.transform.position =
Vector2.MoveTowards(Char_Cowok.transform.position, TargetCowok[ID_Gerak _
Cowok],step);
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¥
if(P_Enemy)

Char_Enemy.transform.position =
Vector2.MoveTowards(Char_Enemy.transform.position,new Vector2(15.15f,-
2.14f),step);

¥
if(P_kamera){

Camera cam = Camera.main;

cam.transform.position =
Vector3.Lerp(cam.transform.position,PosisiKamera[id_camera],0.0125f);

}

}
IEnumerator TypeText () {

foreach (char letter in message. ToCharArray()) {
gtz.text += letter;
yield return new WaitForSeconds (letterPause);

}
}
Lampiran 11. Ulz
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class Ulz : MonoBehaviour {
public static string Kk;
public void close(){
Music_Singleton.Instance.s_play(0);
this.gameObject.active = false;
}
public void kemana(){
SceneManager.LoadScene(kk);

public void Suara(int i){
Music_Singleton.Instance.s_play(i);
}

public void btn_pindah(string kemana){
Music_Singleton.Instance.s_play(0);
kk = kemana ;
GetComponent<Animator>().Play("end");

}

public void btn_continue(string kemana){
Music_Singleton.Instance.s_play(0);
kk = kemana ;
GetComponent<Animator>().Play("end2");

}

public void suara_trampoline(){
Music_Singleton.Instance.s_play(1);
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¥

public void animation(){
GetComponent<Animator>().Play("end");

}
public void pindahnext(){
if(PlayerPrefs.GetInt("level _unlocked™) >= 36){
kk ="Challange_Level 1";
}

else{
kk = "Main_Challange";
}

Music_Singleton.Instance.s_play(0);
GetComponent<Animator>().Play(""end");

¥
public void b_exit(){

if (Application.platform == RuntimePlatform.Android)

Application.Quit();
¥
else if(Application.platform == RuntimePlatform.WebGLPlayer){
Application.OpenURL("about:blank™);}
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