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Coding Halaman Home

stop();
button_5.addEventListener(MouseEvent. CLICK, fl_ClickToGoToScene_2);

function fl_ClickToGoToScene_2(event:MouseEvent):void

{
MovieClip(this.root).gotoAndPlay(1, "materi");

}
button_36.addEventListener(MouseEvent. CLICK, fl_ClickToGoToScene_8);

function fl_ClickToGoToScene_8(event:MouseEvent):void

{
MovieClip(this.root).gotoAndPlay(1, "about");

}
button_111.addEventListener(MouseEvent.CLICK, fl_ClickToGoToAndStopAtFrame_111);

function fl_ClickToGoToAndStopAtFrame_111(event:MouseEvent):void

{
gotoAndStop(2);

}

button_115.addEventListener(MouseEvent. CLICK, fl_ClickToGoToScene_13);
function fl_ClickToGoToScene_13(event:MouseEvent):void

{
MovieClip(this.root).gotoAndPlay(1, "bank soal");

}
button_116.addEventListener(MouseEvent.CLICK, fl_ClickToGoToScene_14);

function fl_ClickToGoToScene_14(event:MouseEvent):void

{
MovieClip(this.root).gotoAndPlay(1, "soal");

}
button_117.addEventListener(MouseEvent.CLICK, fl_ClickToGoToScene_22);

function fl_ClickToGoToScene_22(event:MouseEvent):void

{
MovieClip(this.root).gotoAndPlay(1, "video");

}



Coding Perpindahan Frame ke Frame

/* Click to Go to Frame and Stop

Clicking on the specified symbol instance moves the playhead to the specified frame in the
timeline and stops the movie.

Can be used on the main timeline or on movie clip timelines.

Instructions:

1. Replace the number 5 in the code below with the frame number you would like the
playhead to move to when the symbol instance is clicked.

*/

movieClip_466.addEventListener(MouseEvent.CLICK,
fl_ClickToGoToAndStopAtFrame_482);

function fl_ClickToGoToAndStopAtFrame_482(event:MouseEvent):void

{ gotoAndStop(5);

}

Coding Perpindahan dari Scene ke Scene

/* Click to Go to Scene and Play
Clicking on the specified symbol instance plays the movie from the specified scene and
frame.

Instructions:

1. Replace "Scene 3" with the name of the scene you would like play.

2. Replace 1 with the frame number you would like the movie to play from in the specified
scene.

*/

movieClip_466.addEventListener(MouseEvent.CLICK, fl_ClickToGoToScene_39);
function fl_ClickToGoToScene_39(event:MouseEvent):void

{ MovieClip(this.root).gotoAndPlay(1, "Scene 3");
}

Coding Soal Pilihan Ganda

stop();
benar.visible=false;

salah.visible=false;



totalbenar.visible=false;

totalsalah.visible=false;

a.addEventListener(MouseEvent.CLICK, fl_ClickToGoToAndStopAtFrame_30);
function fl_ClickToGoToAndStopAtFrame_30(event:MouseEvent):void

{ gotoAndStop(4);
salah.nextFrame();
totalsalah.nextFrame();

}

c.addEventListener(MouseEvent.CLICK, fl_ClickToGoToAndStopAtFrame_32);
function fl_ClickToGoToAndStopAtFrame_32(event:MouseEvent):void
{

gotoAndStop(3);
benar.nextFrame();
totalbenar.nextFrame();

}

button_29.addEventListener(MouseEvent.CLICK, fl_ClickToGoToAndStopAtFrame_33);
function fl_ClickToGoToAndStopAtFrame_33(event:MouseEvent):void

{ gotoAndStop(4);
salah.nextFrame();
totalsalah.nextFrame();

}

button_139.addEventListener(MouseEvent. CLICK,
fl_ClickToGoToAndPlayFromFrame_27);
function fl_ClickToGoToAndPlayFromFrame_27(event:MouseEvent):void

{ gotoAndPlay(4);
salah.nextFrame();
totalsalah.nextFrame();

Coding Menjalankan Video

stop( );
button_232.addEventListener(MouseEvent.CLICK, fl_ClickToGoToAndStopAtFrame_251);

function fl_ClickToGoToAndStopAtFrame_251(event:MouseEvent):void

{ gotoAndStop(1);

lgutton_232.addEventListener(MouseEvent.CLICK, fl_ClickToStopAllSounds_2);
function fl_ClickToStopAllSounds_2(event:MouseEvent):void



SoundMixer.stopAll();

%utton_236.addEventListener(MouseEvent.CLICK, fl_ClickToGoToScene_25);
function fl_ClickToGoToScene_25(event:MouseEvent):void

{ MovieClip(this.root).gotoAndPlay(1, "home");

}
button_236.addEventListener(MouseEvent.CLICK, fl_ClickToStopAllSounds_5);

function fl_ClickToStopAllSounds_5(event:MouseEvent):void

{ SoundMixer.stopAll();
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15 1411010026 Windu Putra Setiawan Implementasi Metode Equal Cost Multi Pat ( ) Pada Load Balancing Jaringan SMK Negeri 1
Bandar Lampung
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Bandar Lampung, 08 Desember 2017

Nomor : Penelitian.004/DMJ/DEKAN/BAAK/XII-17
Lampiran -

Perihal : Permohonan Izin Penelitian

Kepada Yth,

Jurusan Teknik Informatika IIB Darmajaya
Di -
JL Z.A. Pagar Alam No. 93 Bandar Lampung

Dengan hormat,

Sehubungan dengan peraturan Akademik Institut Informatika dan Bisnis (IIB) bahwa
mahasiswa/i Strata Satu (S1) yang akan menyelesaikan studinya diwajibkan untuk
memiliki pengalaman kerja dengan melaksanakan Penelitian dan membuat laporan yang
waktunya disesuaikan dengan kalender Informatic & Business Instiiute (1BI)
Darmajaya.

Untuk itu kami mohon kerja sama Bapak/Ibu agar kiranya dapat menerima mahasiswa/i
untuk  melakukan  Penelitian, vang pelaksanaannya dimulai  dari  tanggal
15 Desember 2017 s.d 15 Januari 2018 (selama dua bulan)

Adapun mahasiswa/i tersebut adalah :

Nama : Widia Agustriani

NPM : 1411010078

Jurusan : 81 Teknik Informatika

Jenjang : Strata Satu (S1)

Judul : Rancang Bangun Aplikasi Pembelajaran Matematika

Diskrit Berbasis Android
Demikian permohonan ini dibuat, atas perhatian dan kerjasama yang baik kami ucapkan
terimakasih.

Tembusan:
1. Jurusan SI Teknik Informatika
2. Arsip.
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