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LAMPIRAN 

SCRIPT 

Game ini di develop menggunakan Bahasa pemograman C#, yang 

terdiri dari 4 scene, yaitu menu, mengenal, dan game. 

Script Scene Menu 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

public class MenuManagement : MonoBehaviour { 

    public static int menuState; 

    public GameObject MenuUtama; 

    public GameObject GameSubMenuLevel1; 

    public GameObject GameSubMenuLevel12; 

    public GameObject GameSubMenuLevel13; 

    public GameObject GameSubMenuLevel1Angka; 

    public GameObject GameSubMenuAngka; 

    public GameObject GameSubMenuHuruf; 

  void Start () { 

        if (menuState != 0) 

            MenuUtama.SetActive(false); 

  if(menuState == 1) 

        { 

            GameSubMenuLevel1.SetActive(true); 

        } 

        else if (menuState == 2) 

        { 

            GameSubMenuLevel12.SetActive(true); 
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        } 

        else if(menuState == 3) 

        { 

            GameSubMenuLevel13.SetActive(true); 

        } 

        else if(menuState == 4) 

        { 

            GameSubMenuLevel1Angka.SetActive(true); 

        } 

        else if(menuState == 5) 

        { 

            GameSubMenuHuruf.SetActive(true); 

        } 

        else if(menuState == 6) 

        { 

            GameSubMenuAngka.SetActive(true); 

        } 

 } 

 void Update () {  

 } 

} 

 

 Script Scene Mengenal 

using System.Collections; 

using UnityEngine; 

using UnityEngine.UI; 

public class OpenMengenal : MonoBehaviour { 

 public GameObject MengenalContent; 

 public Text MengenalContentText; 

 public AudioSource MengenalContentSound; 
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 string thisContent; 

 public Button SoundButton; 

 

 // Untuk membuka level mengenal 

 public void Open(string content) 

 { 

  MengenalContent.SetActive(true); 

MengenalContentText.text = content.ToUpper() + 

content.ToLower(); 

  thisContent = content.ToLower() ; 

 } 

    public void OpenAngka(int content) 

    { 

        MengenalContent.SetActive(true); 

        MengenalContentText.text = ""+content; 

        thisContent = ""+content; 

    } 

    public void PlaySound() 

 { 

AudioClip clip = Resources.Load<AudioClip>("Sound/" + 

thisContent); 

  MengenalContentSound.PlayOneShot(clip); 

  StartCoroutine(delaySound()); 

 } 

 IEnumerator delaySound() 

 { 

  SoundButton.interactable = false; 

  yield return new WaitForSeconds(1f); 

  SoundButton.interactable = true; 

 } 
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} 

 

 

Script Scene Game Huruf 1 Sampai 3 

 Dalam script ini mengusung kesamaan, hanya perbedaan timer dan 

variable. 

 public class GameLevel1 : MonoBehaviour { 

 public GameObject Level1; 

 public Text Hint; 

 private int timer; 

 public Text TimerText; 

 public Text HealthText; 

 public Text SkorText; 

 public GameObject GameOverObject; 

 public Text GameOverText; 

 public GameObject ButtonNextLevel; 

    public GameObject[] Heart; 

 public void StartGame() 

 { 

  Level1.SetActive(true); 

  Hint.text = 

LevelContent.contentArray[LevelContent.KontenLevel].ToUpper() + " + "  

  + LevelContent.contentArray[LevelContent.KontenLevel].ToLower() + " = "  

  + LevelContent.contentArray[LevelContent.KontenLevel].ToUpper()  

  + LevelContent.contentArray[LevelContent.KontenLevel].ToLower(); 

  timer = 15; 

  Health.Nyawa = 3; 

  Score.Skor = 0; 

  UpdateHealth(); 
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  UpdateSkor(); 

  TimerText.text = "Waktu : " + timer + " detik"; 

  InvokeRepeating("Timer", 0f, 1f); 

  InvokeRepeating("SpawnTextBenar", 0f, 1.5f); 

  InvokeRepeating("SpawnTextSalah", 0f, 1.5f); 

 } 

 void Timer() 

 { 

  timer--; 

  TimerText.text = "Waktu : " + timer + " detik"; 

  if(timer <= 0) 

  { 

   //gameover 

   GameOver(0); 

  } 

 } 

 public void UpdateHealth() 

 { 

  HealthText.text = "Nyawa : " + Health.Nyawa; 

        if(Health.Nyawa == 3) 

        { 

            Heart[0].SetActive(true); 

            Heart[1].SetActive(true); 

            Heart[2].SetActive(true); 

        } 

        else if(Health.Nyawa == 2) 

        { 

            Heart[0].SetActive(true); 

            Heart[1].SetActive(true); 

            Heart[2].SetActive(false); 
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        } 

        else if(Health.Nyawa == 1) 

        { 

            Heart[0].SetActive(true); 

            Heart[1].SetActive(false); 

            Heart[2].SetActive(false); 

        } 

  if(Health.Nyawa <= 0) 

  { 

   GameOver(1); 

  } 

 } 

 public void UpdateSkor() 

 { 

  SkorText.text = "Skor : " + Score.Skor; 

 } 

    // position -2.5f, -1.14, .2, 1.5 

    float[] spawnPosition = { -2.2f, -1.14f, 0.2f, 1.5f }; 

    int posisiBenar; 

 void SpawnTextBenar() 

 { 

        posisiBenar = Random.Range(0, 4); 

        //Instantiate(Resources.Load("prefab/TextBenarLevel1"), new 

Vector2(Random.Range(-2.5f,1.5f), 6), Quaternion.identity); 

        Instantiate(Resources.Load("prefab/TextBenarLevel1"), new 

Vector2(spawnPosition[posisiBenar], 4.2f), Quaternion.identity); 

    } 

    void SpawnTextSalah() 

 { 

        int posisiSalah = Random.Range(0, 4); 
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        while(posisiSalah == posisiBenar) 

        { 

            posisiSalah = Random.Range(0, 4); 

        } 

        //Instantiate(Resources.Load("prefab/TextSalahLevel1"), new 

Vector2(Random.Range(-2.5f, 1.5f), 6), Quaternion.identity); 

        Instantiate(Resources.Load("prefab/TextSalahLevel1"), new 

Vector2(spawnPosition[posisiSalah], 4.2f), Quaternion.identity); 

 

Script Scene Game Angka 

 public class GameLevel1Angka : MonoBehaviour 

{ 

    public GameObject Level1; 

    public Text Hint; 

    private int timer; 

    public Text TimerText; 

    public Text HealthText; 

    public Text SkorText; 

    public GameObject GameOverObject; 

    public Text GameOverText; 

    public GameObject ButtonNextLevel; 

    public GameObject[] Heart; 

    int totalHint = 11; 

    public void StartGame() 

    { 

        Level1.SetActive(true); 

Debug.Log(LevelContent.contentArrayAngka[LevelContent.KontenLevelAn

gka]); 

        totalHint = 11; 

        for (int i = 0; i < totalHint; i++) 

        { 
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            Hint.text += 

LevelContent.contentArrayAngka[LevelContent.KontenLevelAngka] + "\t"; 

        } 

        timer = 15; 

        Health.Nyawa = 3; 

        Score.Skor = 0; 

        UpdateHealth(); 

        UpdateSkor(); 

        TimerText.text = "Waktu : " + timer + " detik"; 

        InvokeRepeating("Timer", 0f, 1f); 

        InvokeRepeating("SpawnTextBenar", 0f, 1.5f); 

        InvokeRepeating("SpawnTextSalah", 0f, 1.5f); 

    } 

 

    void Timer() 

    { 

        timer--; 

        TimerText.text = "Waktu : " + timer + " detik"; 

        if (timer <= 0) 

        { 

            //gameover 

            GameOver(0); 

        } 

    } 

    public void UpdateHealth() 

    { 

        HealthText.text = "Nyawa : " + Health.Nyawa; 

        if (Health.Nyawa == 3) 

        { 

            Heart[0].SetActive(true); 



 

63 
 

            Heart[1].SetActive(true); 

            Heart[2].SetActive(true); 

        } 

        else if (Health.Nyawa == 2) 

        { 

            Heart[0].SetActive(true); 

            Heart[1].SetActive(true); 

            Heart[2].SetActive(false); 

        } 

        else if (Health.Nyawa == 1) 

        { 

            Heart[0].SetActive(true); 

            Heart[1].SetActive(false); 

            Heart[2].SetActive(false); 

        } 

        if (Health.Nyawa <= 0) 

        { 

            GameOver(1); 

        } 

    } 

    public void UpdateSkor() 

    { 

        SkorText.text = "Skor : " + Score.Skor; 

        totalHint--; 

        Hint.text = ""; 

        for (int i = 0; i < totalHint; i++) 

        { 

            Hint.text += 

LevelContent.contentArrayAngka[LevelContent.KontenLevelAngka] + "\t"; 

        } 
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    } 

    // position -2.5f, -1.14, .2, 1.5 

    float[] spawnPosition = { -2.2f, -1.14f, 0.2f, 1.5f }; 

    int posisiBenar; 

    void SpawnTextBenar() 

    { 

        posisiBenar = Random.Range(0, 4); 

        //Instantiate(Resources.Load("prefab/TextBenarLevel1"), new 

Vector2(Random.Range(-2.5f,1.5f), 6), Quaternion.identity); 

        Instantiate(Resources.Load("prefab/TextBenarLevel1Angka"), new 

Vector2(spawnPosition[posisiBenar], 4.2f), Quaternion.identity); 

    } 

    void SpawnTextSalah() 

    { 

        int posisiSalah = Random.Range(0, 4); 

        while (posisiSalah == posisiBenar) 

        { 

            posisiSalah = Random.Range(0, 4); 

        } 

        //Instantiate(Resources.Load("prefab/TextSalahLevel1"), new 

Vector2(Random.Range(-2.5f, 1.5f), 6), Quaternion.identity); 

        Instantiate(Resources.Load("prefab/TextSalahLevel1Angka"), new 

Vector2(spawnPosition[posisiSalah], 4.2f), Quaternion.identity); 

    } 

    void GameOver(int index) 

    { 

        if (index == 0) 

        { 

            if (Score.Skor > 5) 

            { 
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                HighestLevel.LevelTertinggiAngka = 

LevelContent.KontenLevelAngka + 1; 

                GameOverText.text = "Selamat Kamu Lulus"; 

                if (LevelContent.KontenLevelAngka < 10) 

                { 

                    ButtonNextLevel.SetActive(true); 

                } 

                else 

                { 

                    PlayerPrefs.SetInt("Level2Angka", 1); 

                    PlayerPrefs.Save(); 

                    ButtonNextLevel.SetActive(false); 

                } 

            } 

            else 

            { 

                GameOverText.text = "GameOver"; 

                ButtonNextLevel.SetActive(false); 

            } 

            StartCoroutine(waitGameOver()); 

        } 

        else 

        { 

            ButtonNextLevel.SetActive(false); 

            GameOverText.text = "GameOver"; 

            GameOverObject.SetActive(true); 

            var clones = GameObject.FindGameObjectsWithTag("clone"); 

            foreach (var clone in clones) 

            { 

                Destroy(clone); 
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            } 

        } 

        CancelInvoke("Timer"); 

        CancelInvoke("SpawnTextBenar"); 

        CancelInvoke("SpawnTextSalah"); 

    } 

    IEnumerator waitGameOver() 

    { 

        yield return new WaitForSeconds(6.5f); 

        GameOverObject.SetActive(true); 

    } 

    public void Retry() 

    { 

        GameOverObject.SetActive(false); 

        StartGame(); 

    } 

    public void NextLevel() 

    { 

        LevelContent.KontenLevelAngka++; 

        Retry(); 

    } 

    public void Menu() 

    { 

        MenuManagement.menuState = 4; 

        SceneManager.LoadScene("Menu"); 

    } 
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