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Lampiran 11 : Source code Player 

using System.Collections; 

using UnityEngine; 

 

public class Player : MonoBehaviour 

{ 

    public Animator animator; 

    public GameObject bullet;    // Bullet untuk menyerang 

    public Transform firePoint;  // Titik keluarnya peluru 

    public CoinManager coinManager; // Pastikan CoinManager sudah 

didefinisikan 

    private Rigidbody2D rb; 

    private bool isGrounded; 

    private bool jump; 

    private bool facingRight = true; 

    private bool isAttacking = false; 

 

    [SerializeField] private Transform groundCheckCollider; 

    [SerializeField] private LayerMask groundLayer; 

    [SerializeField] private float speed = 10f; 

    [SerializeField] private float jumpPower = 5f; 

    [SerializeField] private float gravityScale = 3f; 

    private const float groundCheckRadius = 0.2f; 

    private float horizontalValue; // Ini akan diubah sesuai input 

dari tombol UI 

 

    // Variabel health 

    public int playerHealth = 5; 

    public GameObject[] healthUnits;  // Array untuk UI Health 

    private PlayerHealth playerHealthScript; // Referensi ke 

PlayerHealth 

    private Vector2 lastSafePosition; // Posisi terakhir yang aman 

sebelum jatuh 

    [SerializeField] private float respawnOffsetX = 3f; // Offset 

horizontal untuk respawn (3 unit ke depan) 

 

    private void Awake() 

    { 

        rb = GetComponent<Rigidbody2D>(); 

        animator = GetComponent<Animator>(); 

        rb.gravityScale = gravityScale; 

        lastSafePosition = transform.position; // Set posisi 

terakhir yang aman 

        playerHealthScript = GetComponent<PlayerHealth>(); // 

Mendapatkan referensi ke PlayerHealth 

        coinManager = CoinManager.instance; // Jika CoinManager 

adalah singleton 

    } 

 

    private void Update() 

    { 

        // Tombol C digunakan untuk menyerang 

        if (Input.GetKeyDown(KeyCode.C) && !isAttacking) 
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        { 

            TriggerAttack(); // Jalankan serangan 

        } 

 

        // Cek jika player jatuh di luar ground 

        if (transform.position.y < -10f) 

        { 

            ReduceHealth(); // Kurangi health saat jatuh 

            // Reset posisi pemain ke posisi terakhir yang aman 

dengan offset 

            transform.position = new Vector2(lastSafePosition.x + 

respawnOffsetX, lastSafePosition.y);  

            rb.velocity = Vector2.zero; // Reset kecepatan 

        } 

    } 

 

    private void FixedUpdate() 

    { 

        GroundCheck(); 

        Move(horizontalValue, jump);  // Gerakan berdasarkan 

horizontalValue 

        animator.SetFloat("Blend", Mathf.Abs(rb.velocity.x)); 

        animator.SetFloat("Blend Jump", rb.velocity.y); 

 

        if (jump) 

        { 

            jump = false; 

        } 

 

        // Update posisi terakhir yang aman jika pemain berada di 

tanah 

        if (isGrounded) 

        { 

            lastSafePosition = transform.position; // Simpan 

posisi terakhir yang aman 

        } 

    } 

 

    private void Move(float direction, bool jump) 

    { 

        rb.velocity = new Vector2(direction * speed * 

Time.fixedDeltaTime, rb.velocity.y); 

 

        if (jump && isGrounded) 

        { 

            rb.velocity = new Vector2(rb.velocity.x, 0); // 

Resetkan kecepatan Y 

            rb.AddForce(Vector2.up * jumpPower, 

ForceMode2D.Impulse); 

            isGrounded = false; 

        } 

 

        if (direction > 0 && !facingRight) 
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        { 

            Flip(); 

        } 

        else if (direction < 0 && facingRight) 

        { 

            Flip(); 

        } 

    } 

 

    private void GroundCheck() 

    { 

        isGrounded = false; 

        Collider2D[] colliders = 

Physics2D.OverlapCircleAll(groundCheckCollider.position, 

groundCheckRadius, groundLayer); 

        if (colliders.Length > 0) 

        { 

            isGrounded = true; 

        } 

        animator.SetBool("Jumping", !isGrounded); 

    } 

 

    private void Flip() 

    { 

        facingRight = !facingRight; 

        Vector3 scaler = transform.localScale; 

        scaler.x *= -1; 

        transform.localScale = scaler; 

    } 

 

    // Fungsi untuk mengurangi health 

    public void ReduceHealth() 

    { 

        if (playerHealth > 0) 

        { 

            playerHealth--; 

            playerHealthScript.TakeDamage(1); // Mengurangi health 

di PlayerHealth 

        } 

        if (playerHealth <= 0) 

        { 

            // Player mati 

            Debug.Log("Player mati!"); 

            // Tambahkan logika untuk respawn atau game over 

        } 

    } 

 

    // Fungsi untuk bergerak ke kiri 

    public void MoveLeft() 

    { 

        horizontalValue = -1f; // Gerak ke kiri 

    } 

    // Fungsi untuk bergerak ke kanan 
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    public void MoveRight() 

    { 

        horizontalValue = 1f;  // Gerak ke kanan 

    } 

    // Fungsi untuk menghentikan pergerakan horizontal 

    public void StopMovement() 

    { 

        horizontalValue = 0f;  // Berhenti bergerak 

        rb.velocity = new Vector2(0, rb.velocity.y); // Pastikan 

kecepatan horizontal berhenti 

    } 

    // Fungsi untuk menangani tombol serang yang dipanggil melalui 

UI Button 

    public void TriggerAttack() 

    { 

        if (!isAttacking) // Pastikan tidak ada serangan bertumpuk 

        { 

            isAttacking = true; 

            animator.SetTrigger("Attack");  // Menjalankan animasi 

serangan 

 

            float direction = facingRight ? 1f : -1f;  // Tentukan 

arah serangan 

            GameObject bluefire = Instantiate(bullet, 

firePoint.position, Quaternion.identity);  // Membuat peluru 

 

            // Meningkatkan kecepatan peluru untuk keluar lebih 

cepat 

            bluefire.GetComponent<Rigidbody2D>().velocity = new 

Vector2(direction * 20f, 0);  // Kecepatan peluru 

 

            Destroy(bluefire, 2f);  // Hancurkan peluru setelah 

2 detik 

 

            isAttacking = false;  // Serangan selesai 

        } 

    } 

    // Fungsi yang dipanggil ketika tombol kiri ditekan 

    public void OnLeftButtonPressed() 

    { 

        MoveLeft(); 

    } 

    // Fungsi yang dipanggil ketika tombol kiri dilepas 

    public void OnLeftButtonReleased() 

    { 

        StopMovement(); 

    } 

    // Fungsi yang dipanggil ketika tombol kanan ditekan 

    public void OnRightButtonPressed() 

    { 

        MoveRight(); 

    } 

    // Fungsi yang dipanggil ketika tombol kanan dilepas 
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    public void OnRightButtonReleased() 

    { 

        StopMovement(); 

    } 

    // Fungsi untuk melompat yang dipanggil melalui UI Button 

    public void TriggerJump() 

    { 

        if (isGrounded)  // Pastikan hanya lompat saat berada di 

tanah 

        { 

            animator.SetBool("Jumping", true); 

            jump = true; 

        } 

    } 

    // Fungsi OnCollisionEnter2D untuk menangani tabrakan dengan 

musuh 

    private void OnCollisionEnter2D(Collision2D collision) 

    { 

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

        { 

            ReduceHealth(); 

        } 

    } 

    // Fungsi untuk menangani trigger dengan garis finish 

    private void OnTriggerEnter2D(Collider2D collision) 

    { 

        if (collision.gameObject.CompareTag("GarisFinish")) 

        { 

            Debug.Log("Player reached the finish line."); 

            GameWinManager.instance.ShowWinPanel(100, 

coinManager.GetTotalCoins()); // Sesuaikan dengan logika game 

Anda 

        } 

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

        { 

            ReduceHealth(); 

        } 

    } 

} 

Lampiran 12  : Source code LevelManager 

using UnityEngine; 

using UnityEngine.SceneManagement; 

using UnityEngine.UI; 

 

public class LevelManager : MonoBehaviour 

{ 

    public Button level1Button; 

    public Button level2Button; 

    public Button level3Button; 

 

    public GameObject level2ButtonObject; 

    public GameObject level3ButtonObject; 

    private void Start() 
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    { 

        // Set Level 1 always active 

        level1Button.interactable = true; 

        level2ButtonObject.SetActive(false); 

        level3ButtonObject.SetActive(false); 

        // Load saved level completion status 

        LoadLevelStatus(); 

        // Add listeners for buttons 

        level1Button.onClick.AddListener(OnLevel1ButtonClick); 

        level2Button.onClick.AddListener(OnLevel2ButtonClick); // 

Add listener for Level 2 button 

    } 

    private void OnLevel1ButtonClick() 

    { 

        Debug.Log("Level 1 button clicked."); 

        PlayerPrefs.SetInt("Level1Pressed", 1); // simpan Level 1 

button has been pressed 

        PlayerPrefs.Save(); 

        UpdateButtonStates(); // Refresh button states 

    } 

 

    private void OnLevel2ButtonClick() 

    { 

        Debug.Log("Level 2 button clicked."); 

        PlayerPrefs.SetInt("Level2Pressed", 1); // simpan Level 2 

button has been pressed 

        PlayerPrefs.Save(); 

        UpdateButtonStates(); // Refresh button states 

    } 

 

    private void LoadLevelStatus() 

    { 

        UpdateButtonStates(); 

    } 

 

    private void UpdateButtonStates() 

    { 

        int level1Pressed = PlayerPrefs.GetInt("Level1Pressed", 

0); 

        if (level1Pressed == 1) 

        { 

            level2ButtonObject.SetActive(true);  // Show Level 2 

button 

            level2Button.interactable = true;    // Enable Level 

2 button 

        } 

 

        int level2Pressed = PlayerPrefs.GetInt("Level2Pressed", 

0); 

        if (level2Pressed == 1) 

        { 

            level3ButtonObject.SetActive(true);  // Show Level 3 

button 

            level3Button.interactable = true;    // Enable Level 

3 button 

        } 

        int levelCompleted = PlayerPrefs.GetInt("LevelCompleted", 

0); 

        if (levelCompleted >= 3) 
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        { 

            level3ButtonObject.SetActive(true);  // Ensure Level 

3 button is shown if already completed 

            level3Button.interactable = true;    // Enable Level 

3 button 

        } 

    } 

 

    public void CompleteLevel(int level) 

    { 

        PlayerPrefs.SetInt("LevelCompleted", 

Mathf.Max(PlayerPrefs.GetInt("LevelCompleted", 0), level)); 

        PlayerPrefs.Save(); 

        SceneManager.LoadScene("LevelMenuScene"); 

    } 

 

    public void ResetProgress() 

    { 

        PlayerPrefs.DeleteKey("Level1Pressed"); 

        PlayerPrefs.DeleteKey("Level2Pressed"); 

        PlayerPrefs.DeleteKey("LevelCompleted"); 

        SceneManager.LoadScene("LevelMenuScene"); 

    } 

} 

Lampiran 13 : Source code PopUpController 

using UnityEngine; 

using UnityEngine.UI; 

 

public class PopUpController : MonoBehaviour 

{ 

    public GameObject[] popUpEdukasi;  // Array untuk PopUpEdukasi 

    public GameObject[] rollPapers;    // Array untuk RollPaper 

yang terkait 

    public Button[] closeButtons;      // Array untuk tombol close 

    public Button buttonLevel2;        // Referensi untuk Button 

Level 2 

 

    public int rollPaperUnit = 0;      // Menyimpan jumlah unit 

roll paper yang dimiliki oleh pemain 

    public int maxRollPaperUnit = 5;   // Batas maksimum roll 

paper unit 

 

    private void Start() 

    { 

        Debug.Log("Initializing PopUpController..."); 

 

        // Menonaktifkan semua pop-up edukasi dan tombol close 

pada awal permainan 

        foreach (var popUp in popUpEdukasi) 

        { 

            if (popUp != null) 

            { 

                popUp.SetActive(false); // Pastikan pop-up tidak 

aktif saat mulai 

                Debug.Log($"Pop-up {popUp.name} is set to 

inactive."); 
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            } 

            else 

            { 

                Debug.LogWarning("Pop-up edukasi is null."); 

            } 

        } 

 

        // Pastikan setiap tombol close terhubung dengan fungsi 

OnCloseButtonPressed 

        for (int i = 0; i < closeButtons.Length; i++) 

        { 

            int index = i; // Penting untuk menyalin indeks untuk 

digunakan dalam lambda 

            closeButtons[i].onClick.AddListener(() => 

OnCloseButtonPressed(index)); 

            closeButtons[i].interactable = false; // Menonaktifkan 

tombol close pada awalnya 

            Debug.Log($"Close button {closeButtons[i].name} is 

connected to OnCloseButtonPressed with index {index}."); 

        } 

         

        // Pastikan Button Level 2 dimulai dalam keadaan non-

aktif 

        buttonLevel2.interactable = false; 

    } 

 

    // Fungsi untuk membuka pop-up tertentu 

    public void ShowPopUp(int index) 

    { 

        Debug.Log($"Attempting to show pop-up at index 

{index}..."); 

 

        if (index >= 0 && index < popUpEdukasi.Length) 

        { 

            // Menambah roll paper unit jika belum mencapai batas 

            if (rollPaperUnit < maxRollPaperUnit) 

            { 

                rollPaperUnit++; // Menambah roll paper unit 

                Debug.Log($"Roll Paper Unit Increased: 

{rollPaperUnit}"); 

            } 

 

            // Menampilkan pop-up yang sesuai setelah unit roll 

paper bertambah 

            if (popUpEdukasi[index] != null) 

            { 

                popUpEdukasi[index].SetActive(true); 

                Debug.Log($"Popup {index} is now visible."); 

                closeButtons[index].interactable = true; // 

Mengaktifkan tombol close untuk pop-up yang ditampilkan 

            } 

            else 

            { 

                Debug.LogWarning($"Pop-up edukasi at index {index} 

is null."); 

            } 
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            // Mengaktifkan Button Level 2 setelah pop-up 

ditampilkan 

            if (index == 1) // Misalnya pop-up yang kedua 

mengaktifkan Level 2 

            { 

                buttonLevel2.interactable = true; 

                Debug.Log("Button Level 2 is now active."); 

            } 

        } 

        else 

        { 

            Debug.LogError("Index ShowPopUp tidak valid: " + 

index); 

        } 

    } 

 

    // Fungsi untuk menutup pop-up dan menghilangkan roll paper 

    public void OnCloseButtonPressed(int index) 

    { 

        Debug.Log($"Attempting to close pop-up and destroy roll 

paper at index {index}..."); 

 

        if (index >= 0 && index < popUpEdukasi.Length) 

        { 

            // Menonaktifkan pop-up edukasi 

            if (popUpEdukasi[index] != null) 

            { 

                popUpEdukasi[index].SetActive(false); 

                Debug.Log($"Popup {index} is now hidden."); 

            } 

            else 

            { 

                Debug.LogWarning($"Pop-up edukasi at index {index} 

is null."); 

            } 

 

            // Menghilangkan roll paper dan mengurangi unit roll 

paper 

            if (index < rollPapers.Length && rollPapers[index] != 

null) 

            { 

                Destroy(rollPapers[index]); 

                rollPapers[index] = null; // Menghapus referensi 

roll paper setelah dihancurkan 

                Debug.Log($"Roll Paper {index} destroyed."); 

            } 

 

            // Mengurangi unit roll paper setelah menutup pop-up 

            if (rollPaperUnit > 0) 

            { 

                rollPaperUnit--; // Mengurangi roll paper unit 

setelah menutup pop-up 

                Debug.Log($"Roll Paper Unit Decreased: 

{rollPaperUnit}"); 

            } 

 

            // Menonaktifkan tombol close setelah pop-up ditutup 

            closeButtons[index].interactable = false; 
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        } 

        else 

        { 

            Debug.LogError("Index OnCloseButtonPressed tidak 

valid: " + index); 

        } 

    } 

} 

 


