
1. Hasil Coding Script 

 

**Interaksi Tombol** 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UI; 

using UnityEngine.Events; 

 

public class ButtonGazeInteraction : MonoBehaviour 

{ 

    public Image circleimg; 

    public UnityEvent GVRClick; 

    public float totalTime = 1; 

    bool gazeStatus; 

    public float gazeTimer; 

 

    // Update is called once per frame 

    void Update() 

    { 

        if (gazeStatus) 

        { 

            gazeTimer += Time.deltaTime; 

            circleimg.fillAmount = gazeTimer / totalTime; 

        } 

        if (gazeTimer > totalTime) 

        { 

            GVRClick.Invoke(); 

        } 

 

    } 

    public void gazeOn() 



    { 

        gazeStatus = true; 

    } 

    public void gazeOff() 

    { 

        gazeStatus = false; 

        gazeTimer = 0; 

        circleimg.fillAmount = 0; 

    } 

} 

 

**Menu Scene** 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class MenuScript : MonoBehaviour 

{ 

    public void ChangeScene(string sceneName) 

    { 

        SceneManager.LoadScene(sceneName); 

    } 

    public void Exit() 

    { 

        Application.Quit(); 

    } 

} 

 

 

**Navigasi Pergerakan** 

using System.Collections; 



using System.Collections.Generic; 

using UnityEngine; 

 

public class Movement : MonoBehaviour 

{ 

    public float speed = 3.5f; 

    private float gravity = 10f; 

 

    private CharacterController controller; 

 

    // Start is called before the first frame update 

    void Start() 

    { 

        controller = GetComponent<CharacterController>(); 

    } 

 

    // Update is called once per frame 

    void Update() 

    { 

        Ray ray = Camera.main.ViewportPointToRay(new Vector3(0.5f, 

0.5f, 0f)); 

        PlayerMovement(); 

    } 

    void PlayerMovement() 

    { 

        float h = Input.GetAxis("Horizontal"); 

        float v = Input.GetAxis("Vertical"); 

        Vector3 direction = new Vector3(h, 0, v); 

        Vector3 velocity = direction * speed; 

        velocity = Camera.main.transform.TransformDirection(velocity); 

        velocity.y -= gravity; 

        controller.Move(velocity * Time.deltaTime); 



    } 

    public void FreezePlayer() 

    { 

        controller.enabled = false; 

         

    } 

    public void UnfreezePlayer() 

    { 

        controller.enabled = true; 

    } 

} 

 

**Logika Permainan** 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UI; 

using UnityEngine.SceneManagement; 

 

public class GameLogic : MonoBehaviour 

{ 

    public float timer = 45f; //detik 

    public float waittimer = 5f; //detik 

    public Text timertext; 

    public string GameoverSceneName; 

    public string WinSceneName; 

    public string NextLevelName; 

    public string CurrentLevelName; 

 

    private GameObject camerashaker; 

    bool Winnable; 

    // Start is called before the first frame update 



    void Start() 

    { 

  

    } 

 

    // Update is called once per frame 

    void Update() 

    { 

        timer -= Time.deltaTime; 

        waittimer -= Time.deltaTime; 

        timertext.text = "Sisa Waktu: "+(timer).ToString("0"); 

        if (timer < 0) //waktu habis 

        { 

            Die(); 

        } 

        if (waittimer < 0 && Winnable) //waktu tunggu menang habis & 

kondisi bisa dimenangkan 

        { 

            Win(); 

        } 

        /*if (PlayerPrefs.GetInt("WinCondition") == 1) 

        { 

            Win(); 

        }*/ 

    } 

    void Die() 

    { 

        timertext.text = "Anda tidak berhasil menyelamatkan diri!"; 

        PlayerPrefs.SetString("Currentlevel", CurrentLevelName); 

        SceneManager.LoadScene(GameoverSceneName); 

         

    } 



    public void Win() 

    { 

        timertext.text = "Anda berhasil menyelamatkan diri!"; 

        PlayerPrefs.SetString("Nextlevel", NextLevelName); 

        SceneManager.LoadScene(WinSceneName); 

        PlayerPrefs.SetInt("WinCondition", 0); 

    } 

    public void RunTimer() 

    { 

        waittimer = 5f; 

        Winnable = true; 

    } 

} 

 

 

**Safezone** 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UI; 

 

public class SafezoneCollider : MonoBehaviour 

{ 

    public GameObject gamelogicobject; 

    public GameObject player; 

    public Text Infotext; 

 

    private GameLogic gamelogic; 

    private GameObject szcollider; 

    // Start is called before the first frame update 

    void Start() 

    { 



        szcollider = GameObject.Find("SafezoneCollider"); 

        gamelogic = gamelogicobject.GetComponent<GameLogic>(); 

    } 

    void OnControllerColliderHit(ControllerColliderHit hit) 

    { 

        if (hit.gameObject.name == "SafezoneCollider") //saat player nyentuh 

collider SafezoneCollider 

        { 

            szcollider.GetComponent<BoxCollider>().isTrigger = true; //biar 

collider gak keras 

            Infotext.text = "Anda berada dalam zona aman!"; 

            gamelogic.RunTimer(); 

        } 

    } 

} 

 

 

**Timer** 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ShakeTimer : MonoBehaviour 

{ 

    public float interval; 

    public bool Shaking; 

    private float intervalStore; 

    // Start is called before the first frame update 

    void Start() 

    { 

        intervalStore = interval; 

    } 



 

    // Update is called once per frame 

    void Update() 

    { 

        if (!Shaking) 

        { 

            interval -= Time.deltaTime; 

            if (interval < 0) 

            { 

                gameObject.GetComponent<CameraShake>().ShakeCamera(); 

                interval = intervalStore; 

            } 

        } 

        else if (Shaking) 

        { 

            gameObject.GetComponent<CameraShake>().ShakeCamera(); 

        } 

    } 

} 

 

 

**Save Level** 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class LevelStore : MonoBehaviour 

{ 

    public void changetoNext() 

    { 

        SceneManager.LoadScene(PlayerPrefs.GetString("Nextlevel")); 



    } 

    public void changetoCurrent() 

    { 

        SceneManager.LoadScene(PlayerPrefs.GetString("Currentlevel")); 

    } 

} 

  



2. Form Bimbingan 

 

 



3. Surat Keputusan Tentang Dosen Pembimbing Skripsi  

 

 

  



 

 



 

 


