Lampiran 1. Script “private void”
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
public class link : MonoBehaviour({

public vold kediri(string sceneName) {

SceneManager.LoadScene ("Scenes/1vl kediri"); }

public voild mjk(string sceneName) {
SceneManaqer.LoadScene("Scenes/lvl_mjk");}
public void sby(string sceneName) {
SceneManager.LoadScene(“Scenes/lvl_sby");}
public void mulai(string sceneName) {
SceneManager.LoadScene ("Scenes/peta”); }
public void spin(string sceneName) {
SceneManager .LoadScene ("Scenes/spin"); }
public void pk(string sceneName) {
SceneManager .LoadScene ("Scenes/") ; }
public void pm(string sceneName) {
SceneManager.LoadScene ("Scenes/"); }
public void pc(string sceneName) {
SceneManager.LoadScene ("Scenes/"); }
public void kembali (string sceneName) {
SceneManager.LoadScene ("Scenes/menu”); }
public void gquiz(string sceneName) {
SceneManager.LoadScene ("Scenes/quiz"); }
public veoid tarung(string sceneName) {

SceneManager.LoadScene ("Scenes/daerah") ; 1 }

Lampiran 2. Script Karakter
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using UnityEngine;

public class karakteer : MonoBehaviour {
public float kecepatan, scaleX, lompat;
void Start () {

scaleX = transform.localScale.x; }

public void kiri()({

GetComponent<Animator> () .SetFloat ("Movement",

scaleX) ;

transform.localScale = new Vector3 (-scaleX,
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transform.localScale.y,transform.localScale.z);
transform.Translate (Vector3.left*kecepatan*Time.fixedDel
taTime, Space.Self);

transform.eulerAngles= new Vector2 (0, 0); 1}

public void kanan () {
GetCompeonent<Animator>() .SetFloat ("Movement", scaleX);
transform.localScale = new Vector3 (scaleX,
transform.localScale.y, transform.localScale.z);
transform.Translate
(Vector3.right*kecepatan*Time.fixedDeltaTime,
Space.Self);

transform.eulerAngles= new Vector2(0, 0); 1}

public void melompat () {
GetComponent<Rigidbody2D> () .velocity = new Vector?2
(0, lompat); }

void Update () {

if (Input.GetKey (KeyCode.LeftArrow) ) {

kiri(); }

if (Input.GetKey(KeyCode.RightArrow)) {

kanan(); 1}

if (Input.GetKeyDown (KeyCode.UpArrow)) {

melompat ();} } }

Lampiran 3. Script drag and drop
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using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class attackenemy : MonoBehaviour|
void OnTriggerEnter2D(Collider2D col) {

if (col.gameObject.name.Equals ("ranggalawe")) {
Enemy.isAttacking = true; } }

vold OnTriggerExit2D(Ccllider2D col) {
if(col.gameObject.name.Equals ("ranggalawe")) {

Enemy.isAttacking = false; } } 1}




Lampiran 4. Script void On Mouse Drag
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1. void OnMouseDrag/()

2.1

3. Vector3 pos mouse = Camera.main.ScreenToWorldPoint
4. (new Vector3 (Input.mousePosition.x,

5. Input.mousePosition.y,

6. Input.mousePosition.z));

7. transform.position =

8. new Vector3(pos_mouse.x, pos mouse.y,-1f);

9. transform.localScale = new Vector2(0.3f, 0.4f);

10.

Lampiran 5. Script On Mouse Up

1. void OnMouseUp ()
2
3.1f (on_pos)

4. {

5.transform.position = detector.transform.position;

Lampiran 6. Script control untuk memindah soal pada susun kata

1. public class control : MonoBehaviour
2w {

3. public GameObject parent; wvoid Start()

6. int urutan = 0;




47

10.
11.
12,
13
14.
1:5:
16.
17.
18.
19,
20.
2.
22.
23.
24.
25.
26.
2%
28.

29

30.

void aktif (int a)

{

for (int 1 = 0; i < parent.transform.childCount; i++)

{

if (parent.transform.GetChild (i) .gameObject.activeSelf)

urutan = i + a;
}

}

if (urutan<0)

urutan = parent.transform.childCount - 1;

}

else if (urutan > parent.transform.childCount - 1)

urutan = 0;

}

for (int 1 = 0; 1 < parent.transform.childCount; i++)

{
parent.transform.GetChild (i) .gameObject.SetActive (false;
}

parent.transform.GetChild (urutan) .

gameObject.SetActivetrue);

Lampiran 7. Script untuk mouseup Script ini untuk setelah ditekan akan

berpidah soal

1. void OnMouseUp ()
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2. {
3. 1f (gameCbject.name == "next")
4. {

5. aktif (1);

Lampiran 8. Script scene

1. public class control : MonoBehaviour

2.4

3. public GameObject parent; wvoid Start()

4. {

5.}

6. int urutan = 0;

7.void aktif(int a)

8. {

9. for (int i = 0; i < parent.transform.childCount; i++)
10. {

11. if (parent.transform.GetChild(i) .gameObject.activeSelf)

12. {
13. urutan = i + a;
14. }
15. }

16. if (urutan<0)

175 o

18. urutan = parent.transform.childCount - 1;

19. }

20. else if (urutan > parent.transform.childCount - 1)

21 4
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22. urutan = 0;

23.}
24, for (int i = 0; i < parent.transform.childCount;
25. {

26. parent.transform.GetChild (i) .gameObject.
27. SetActive (false);

28. 1}

29. parent.transform.GetChild (urutan) .

30. gameObject.SetActive (true);

31. 1}

i++)

Lampiran 9. Script keluar dari game

1.public class keluar : MonoBehaviour
2.4
3. public void KeluarDariGame () { Application.Quit ()

4.}

3.




Lampiran 10. Dokumentasi Kuesioner
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Lampiran 11. Kuesioner
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Lampiran 11. Bimbingan 1




