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Lampiran 6 : Listing Program 

 

1. Skrip Backsound 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class kodingbacksound : MonoBehaviour { 

  public AudioSource Backsound; 

  public void backsoundOnOff(){ 

  AudioSource bgsound = 

Backsound.GetComponent<AudioSource> (); 

   

  if(bgsound.mute == true){ 

   bgsound.mute = false; 

  }else{ 

   bgsound.mute = true; 

  } 

 } 

} 

 

2. Skrip Keluar Aplikasi 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class skripkeluar : MonoBehaviour { 

 public AudioSource ButtonSound;  

 public void Keluardarigame(){ 

  AudioSource buttonSound = 

ButtonSound.GetComponent<AudioSource>(); 

  buttonSound.PlayOneShot(buttonSound.clip); 

  Application.Quit(); 

 } 

} 



3. Skrip Ke Panel Menu 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class skripkepanelmenu : MonoBehaviour { 

    

   public void PlayVirtual() 

   { 

    SceneManager.LoadScene("mainmenu"); 

   } 

} 

 

4. Skrip Ke Panel Petunjuk 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class skripkepanelpetunjuk : MonoBehaviour { 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  

 public void GantikePanelbaru(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 

 } 

} 

 

5. Skrip Ke Panel Utama 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 



public class skripkepanelutama : MonoBehaviour { 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  

 public void GantikePanelbaru(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 

 } 

} 

 

6. Skrip Ke Virtual 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class skripkevirtual : MonoBehaviour { 

 public void PlayVirtual() 

 { 

  SceneManager.LoadScene("virtual"); 

 } 

} 

 

7. Audio Batu 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class audiobatu : MonoBehaviour { 

 

 public AudioSource src; 

  

 void Start() 



 {} 

  

 void Update() 

 {} 

  

 public void PlaySuaraBatu() 

 { 

  src.Play(); 

 } 

  

 public void PauseSuaraBatu() 

 { 

  src.Pause(); 

 } 

 public void StopSuarabatu() 

 { 

  src.Stop(); 

 } 

} 

 

8. Audio Benteng 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class audiobenteng : MonoBehaviour { 

 

 public AudioSource src; 

  

 void Start() 

 {} 

  

 void Update() 

 {} 

 public void PlaySuaraBenteng() 

 { 



  src.Play(); 

 } 

  

 public void PauseSuaraBenteng() 

 { 

  src.Pause(); 

 } 

  

 public void StopSuaraPunden() 

 { 

  src.Stop(); 

 } 

} 

 

9. Audio Punden 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class audiopunden : MonoBehaviour { 

 

 public AudioSource src; 

  

 void Start() 

 {} 

  

 void Update() 

 {} 

  

 public void PlaySuaraPunden() 

 { 

  src.Play(); 

 } 

  

 public void PauseSuaraPunden() 

 { 



  src.Pause(); 

 } 

  

 public void StopSuaraPunden() 

 { 

  src.Stop(); 

 } 

} 

 

10. Button Ke Panel Utama 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ButtonKeInfoObjekDariPanelMenuUtama : MonoBehaviour { 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  

 public void GantikePanelInfoObjekDariPanelMenuUtama(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 

 } 

} 

 

11. Button Kembali Dari Panel Info Objek Ke Panel Utama 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ButtonKembaliDariPanelInfoObjekKePanelMenuUtama : 

MonoBehaviour { 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 



  

 public void GantikePanelMenuUtamaDariPanelInfoObjek(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 

 } 

} 

 

12. Button Ke Panel Info Batu Dari Panel Info Objek 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ButtonKePanelInfoBatuDariPanelInfoObjek : MonoBehaviour 

{ 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  

 public void GantikePanelInfoBatuDariPanelInfoObjek(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 

 } 

} 

 

13. Button Ke Panel Info Objek Benteng Dari Panel Info Objek 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ButtonKePanelInfoObjekBentengDariPanelInfoObjek : 

MonoBehaviour { 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  



 public void GantikePanelInfoBentengDariPanelInfoObjek(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 

 } 

} 

 

14. Button Ke Panel Info Objek dari Panel batu 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ButtonKePanelInfoObjekdariPanelbatu : MonoBehaviour { 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  

 public void GantikePanelObjekDariPanelInfoBatu(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 

 } 

} 

 

15. Button Ke Panel Info Objek dari Panel Info Benteng 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ButtonKePanelInfoObjekdariPanelInfoBenteng : 

MonoBehaviour { 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  

 public void GantikePanelObjekDariPanelInfoBenteng(){ 

  PanelAwal.SetActive(false); 



  PanelTujuan.SetActive(true); 

 } 

} 

 

16. Button Ke Panel Info Punden Ke Panel Info Objek 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ButtonKePanelInfoPundenKePanelInfoObjek : MonoBehaviour 

{ 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  

 public void GantikePanelInfoPundenDariPanelInfoObjek(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 

 } 

} 

 

17. Button Ke Pnel Info Objek Dari Panel Info Punden 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ButtonKePnelInfoObjekDariPanelInfoPunden : 

MonoBehaviour { 

 

 public GameObject PanelAwal; 

 public GameObject PanelTujuan; 

  

 public void GantikePanelObjekDariPanelInfoPunden(){ 

  PanelAwal.SetActive(false); 

  PanelTujuan.SetActive(true); 



 } 

} 

 

18. Follow Camera 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UI; 

using UnityStandardAssets.CrossPlatformInput; 

 

public class FollowCamera : MonoBehaviour { 

 

 public Transform targetPlayer; 

 Camera playerCamera; 

 public PlayerMove getActions; // this will get the actions 

from the PLayermoveScript 

 public float cameraDistance=5.0f; 

 public float cameraSensitivity = 3.0f; 

 public float camSmooth=2.0f; 

 

 public float charSmooth=5.0f; 

 public float smoothVel=10.0f; 

 

 public Vector2 mouseLook; 

 public Vector2 rotateVert; 

 

 public Quaternion camRotateX; 

 public Quaternion camRotateXY; 

 

 public Vector3 lookOffset; 

 public Vector3 camPosition; 

 

 public Button switchButton; 

 public Text dispText; 

 public bool camSwitch; 

 



 

 // Use this for initialization 

 void Start () { 

  camSwitch = true; 

  getActions = FindObjectOfType<PlayerMove> (); 

  playerCamera = GetComponent<Camera> (); 

  lookOffset = playerCamera.transform.position - 

targetPlayer.transform.position; 

 } 

  

 // Update is called once per frame 

 void Update () { 

  if (camSwitch == true) { 

   dispText.text = "TPS"; 

  } 

  camControl ();  

 } 

 

 public void camControl(){ 

  var mouseDir = new Vector2 

(CrossPlatformInputManager.GetAxisRaw ("Mouse X"), 

CrossPlatformInputManager.GetAxisRaw ("Mouse Y")); 

  mouseDir = Vector2.Scale (mouseDir, new Vector2 

(cameraSensitivity* camSmooth, cameraSensitivity* camSmooth)); 

  rotateVert.x = Mathf.Lerp (rotateVert.x, mouseDir.x, 1f 

/ camSmooth); 

  rotateVert.y = Mathf.Lerp (rotateVert.y, mouseDir.y, 1f 

/ camSmooth); 

  mouseLook += rotateVert; 

  mouseLook.y = Mathf.Clamp (mouseLook.y, -40, 40); 

 

  camRotateX = Quaternion.Euler (0, mouseLook.x, 0); 

  camRotateXY = Quaternion.Euler (-mouseLook.y, 

mouseLook.x, 0); 

 

  if (getActions.actionPerform == true) { 



   // This can smooth the Player Turn 

   targetPlayer.eulerAngles = Vector3.up * 

Mathf.SmoothDampAngle (targetPlayer.transform.eulerAngles.y, 

camRotateX.eulerAngles.y, ref smoothVel, charSmooth * 

Time.deltaTime); 

  } else { 

   Vector3 lookPoint = 

targetPlayer.transform.position; 

   playerCamera.transform.LookAt (lookPoint + 

lookOffset); 

  } 

 

  switchButton.onClick.AddListener (switchingCamera); 

 

  switch (camSwitch) { 

  case true: 

   { 

  camPosition=targetPlayer.position-(camRotateX*new 

Vector3(0,0,0)+new Vector3(0,-lookOffset.y,-lookOffset.z)); 

    break; 

   } 

  case false: 

   { 

  camPosition=targetPlayer.position-

(camRotateXY*Vector3.forward*cameraDistance+new Vector3(0,-

lookOffset.y,0)); 

    break; 

   } 

  default: 

   { 

    Debug.Log ("Not Working"); 

    break; 

   } 

  } 

 

  playerCamera.transform.rotation = camRotateXY; 



  playerCamera.transform.position = camPosition; 

 

 } 

 

 //This Method Can Call for Switching Camera by the UI Button 

inside the CamControl 

 public void switchingCamera(){ 

  if (camSwitch == true) { 

   camSwitch = false; 

   dispText.text = "FPS"; 

  } else { 

   camSwitch = true; 

   dispText.text = "TPS"; 

  } 

 } 

} 

 

19. Joystick 

using System; 

using UnityEngine; 

using UnityEngine.EventSystems; 

 

namespace UnityStandardAssets.CrossPlatformInput 

{ 

 public class Joystick : MonoBehaviour, IPointerDownHandler, 

IPointerUpHandler, IDragHandler 

 { 

  public enum AxisOption 

  { 

   // Options for which axes to use 

   Both, // Use both 

   OnlyHorizontal, // Only horizontal 

   OnlyVertical // Only vertical 

  } 

 

  public int MovementRange = 100; 



  public AxisOption axesToUse = AxisOption.Both; // The 

options for the axes that the still will use 

  public string horizontalAxisName = "Horizontal"; // The 

name given to the horizontal axis for the cross platform input 

  public string verticalAxisName = "Vertical"; // The name 

given to the vertical axis for the cross platform input 

 

  Vector3 m_StartPos; 

  bool m_UseX; // Toggle for using the x axis 

  bool m_UseY; // Toggle for using the Y axis 

  CrossPlatformInputManager.VirtualAxis 

m_HorizontalVirtualAxis; // Reference to the joystick in the cross 

platform input 

  CrossPlatformInputManager.VirtualAxis 

m_VerticalVirtualAxis; // Reference to the joystick in the cross 

platform input 

 

  void OnEnable() 

  { 

   CreateVirtualAxes(); 

  } 

 

        void Start() 

        { 

            m_StartPos = transform.position; 

        } 

 

  void UpdateVirtualAxes(Vector3 value) 

  { 

   var delta = m_StartPos - value; 

   delta.y = -delta.y; 

   delta /= MovementRange; 

   if (m_UseX) 

   { 

    m_HorizontalVirtualAxis.Update(-delta.x); 

   } 



 

   if (m_UseY) 

   { 

    m_VerticalVirtualAxis.Update(delta.y); 

   } 

  } 

 

  void CreateVirtualAxes() 

  { 

   // set axes to use 

   m_UseX = (axesToUse == AxisOption.Both || 

axesToUse == AxisOption.OnlyHorizontal); 

   m_UseY = (axesToUse == AxisOption.Both || 

axesToUse == AxisOption.OnlyVertical); 

 

   // create new axes based on axes to use 

   if (m_UseX) 

   { 

    m_HorizontalVirtualAxis = new 

CrossPlatformInputManager.VirtualAxis(horizontalAxisName); 

   

 CrossPlatformInputManager.RegisterVirtualAxis(m_HorizontalVirt

ualAxis); 

   } 

   if (m_UseY) 

   { 

    m_VerticalVirtualAxis = new 

CrossPlatformInputManager.VirtualAxis(verticalAxisName); 

   

 CrossPlatformInputManager.RegisterVirtualAxis(m_VerticalVirtua

lAxis); 

   } 

  } 

 

 

  public void OnDrag(PointerEventData data) 



  { 

   Vector3 newPos = Vector3.zero; 

 

   if (m_UseX) 

   { 

    int delta = (int)(data.position.x - 

m_StartPos.x); 

    delta = Mathf.Clamp(delta, - MovementRange, 

MovementRange); 

    newPos.x = delta; 

   } 

 

   if (m_UseY) 

   { 

    int delta = (int)(data.position.y - 

m_StartPos.y); 

    delta = Mathf.Clamp(delta, -MovementRange, 

MovementRange); 

    newPos.y = delta; 

   } 

   transform.position = new Vector3(m_StartPos.x + 

newPos.x, m_StartPos.y + newPos.y, m_StartPos.z + newPos.z); 

   UpdateVirtualAxes(transform.position); 

  } 

 

 

  public void OnPointerUp(PointerEventData data) 

  { 

   transform.position = m_StartPos; 

   UpdateVirtualAxes(m_StartPos); 

  } 

 

 

  public void OnPointerDown(PointerEventData data) { } 

 

  void OnDisable() 



  { 

   // remove the joysticks from the cross platform 

input 

   if (m_UseX) 

   { 

    m_HorizontalVirtualAxis.Remove(); 

   } 

   if (m_UseY) 

   { 

    m_VerticalVirtualAxis.Remove(); 

   } 

  } 

 } 

} 

 

20. Player Move 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityStandardAssets.CrossPlatformInput; // for Using the 

Default Joystick from the Standard Asset. 

 

public class PlayerMove : MonoBehaviour { 

 

 public CharacterController playerController; 

 public float playerSpeed=10.0f; 

 public float playerGravity=20.0f; 

 public float vGravity; 

 public bool actionPerform; 

 public Vector3 moveDirections; 

 

 // Use this for initialization 

 void Start () { 

  actionPerform = false; 

  playerController=GetComponent<CharacterController> (); 



 } 

  

 // Update is called once per frame 

 void Update () { 

  playerMovement (); 

 } 

 

 public void playerMovement(){ 

  if (moveDirections.x == 0 && moveDirections.z == 0) { 

   actionPerform = false; 

  } else { 

   actionPerform = true; 

  } 

 

  moveDirections = new Vector3 

(CrossPlatformInputManager.GetAxis ("Horizontal"), 0, 

CrossPlatformInputManager.GetAxis ("Vertical")); 

  moveDirections = transform.TransformDirection 

(moveDirections); 

  vGravity -= playerGravity * Time.deltaTime; 

  moveDirections *= playerSpeed; 

  moveDirections.y = vGravity; 

  playerController.Move (moveDirections * Time.deltaTime); 

 } 

} 
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