
LAMPIRAN 

Lampiran 1. Coding Program 

Coding Login 

 
using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using Firebase.Auth; 

using UnityEngine.UI; 

using UnityEngine.SceneManagement; 

 

public class login : MonoBehaviour { 

 public InputField EmailInp; 

 public InputField PasswordInp; 

 

 // Use this for initialization 

 void Start () { 

  } 

  

 // Update is called once per frame 

 void Update () { 

   } 

 public void Login() 

 { string email = EmailInp.text; 

  string password = PasswordInp.text; 

   

  FirebaseAuth auth = FirebaseAuth.DefaultInstance; 

  auth.SignInWithEmailAndPasswordAsync(email, 

password).ContinueWith(task => { 

  if (task.IsCanceled) { 

    Debug.LogError("SignInWithEmailAndPasswordAsync was 

canceled."); 

    return; } 

  if (task.IsFaulted) { 

    Debug.LogError("SignInWithEmailAndPasswordAsync 

encountered an error: " + task.Exception); 

    return; } 

 

  Firebase.Auth.FirebaseUser newUser = task.Result; 

  Debug.LogFormat("User signed in successfully: {0} ({1})", 

      newUser.DisplayName, newUser.UserId); 

   Application.LoadLevel("Menu Utama"); 

});   

} 

} 

 

Coding Menu 



 
using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class menu : MonoBehaviour 

{ 

    public void LoadScene(string scenename) 

    { 

        SceneManager.LoadScene(scenename); 

    } 

} 

Coding splashscreen 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class splash : MonoBehaviour 

{ 

 public float delayTime = 3; 

 IEnumerator Start() 

 { 

  yield return new WaitForSeconds(delayTime); 

  Application.LoadLevel("LOGIN"); 

 } 

} 

 

Coding Stok  

 
using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using Firebase; 

using Firebase.Database; 

using Firebase.Unity.Editor; 

using UnityEngine.UI; 

using UnityEngine.SceneManagement; 

 

public class stok : MonoBehaviour { 

  

 DatabaseReference reference; 

 public InputField WBA; 

 public InputField WBB; 

 public InputField WBO; 

 public InputField WBAB; 

  



 public InputField PRCA; 

 public InputField PRCB; 

 public InputField PRCO; 

 public InputField PRCAB; 

  

  

 public InputField TCA; 

 public InputField TCB; 

 public InputField TCO; 

 public InputField TCAB; 

 // Use this for initialization 

 void Start () { 

 

 FirebaseApp.DefaultInstance.SetEditorDatabaseUrl("https:/

/donordarah-d7f15.firebaseio.com"); 

 

    // Get the root reference location of the database. 

    reference = 

FirebaseDatabase.DefaultInstance.RootReference; 

   

 } 

  

 // Update is called once per frame 

 void Update () { 

   

 } 

 public void saveData(){ 

   

 reference.Child("Stok").Child("WB").Child("A").SetValueAs

ync(WBA.text.ToString()); 

 

 reference.Child("Stok").Child("WB").Child("B").SetValueAs

ync(WBB.text.ToString()); 

 

 reference.Child("Stok").Child("WB").Child("O").SetValueAs

ync(WBO.text.ToString()); 

 

 reference.Child("Stok").Child("WB").Child("AB").SetValueA

sync(WBAB.text.ToString()); 

   

 

 reference.Child("Stok").Child("PRC").Child("A").SetValueA

sync(PRCA.text.ToString()); 

 

 reference.Child("Stok").Child("PRC").Child("B").SetValueA

sync(PRCB.text.ToString()); 

 

 reference.Child("Stok").Child("PRC").Child("O").SetValueA

sync(PRCO.text.ToString()); 



 

 reference.Child("Stok").Child("PRC").Child("AB").SetValue

Async(PRCAB.text.ToString()); 

   

 

 reference.Child("Stok").Child("TC").Child("A").SetValueAs

ync(TCA.text.ToString()); 

 

 reference.Child("Stok").Child("TC").Child("B").SetValueAs

ync(TCB.text.ToString()); 

 

 reference.Child("Stok").Child("TC").Child("O").SetValueAs

ync(TCO.text.ToString()); 

 

 reference.Child("Stok").Child("TC").Child("AB").SetValueA

sync(TCAB.text.ToString()); 

 } 

} 

 

 

Coding Stok Darah 

 
using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using Firebase; 

using Firebase.Database; 

using Firebase.Unity.Editor; 

using UnityEngine.UI; 

using UnityEngine.SceneManagement; 

 

public class stokdarah : MonoBehaviour { 

  

 DatabaseReference reference; 

 public InputField A; 

 public InputField B; 

 public InputField O; 

 public InputField AB; 

  

 public Text AText; 

 public Text BText; 

 public Text OText; 

 public Text ABText; 

  

 public Text WBAText; 

 public Text WBBText; 

 public Text WBOText; 

 public Text WBABText; 

  



 public Text PRCAText; 

 public Text PRCBText; 

 public Text PRCOText; 

 public Text PRCABText; 

  

  

 public Text TCAText; 

 public Text TCBText; 

 public Text TCOText; 

 public Text TCABText; 

 

 // Use this for initialization 

 void Start () { 

 

 FirebaseApp.DefaultInstance.SetEditorDatabaseUrl("https:/

/donordarah-d7f15.firebaseio.com"); 

 

    // Get the root reference location of the database. 

    reference = 

FirebaseDatabase.DefaultInstance.RootReference; 

   

 } 

  

 // Update is called once per frame 

 void Update () { 

   

 } 

 public void saveData(){ 

   

  

 reference.Child("Stok").Child("golongandarah").Child("A")

.SetValueAsync(A.text.ToString()); 

 

 reference.Child("Stok").Child("golongandarah").Child("B")

.SetValueAsync(B.text.ToString()); 

 

 reference.Child("Stok").Child("golongandarah").Child("O")

.SetValueAsync(O.text.ToString()); 

 

 reference.Child("Stok").Child("golongandarah").Child("AB"

).SetValueAsync(AB.text.ToString()); 

 } 

  

 public void loadData() 

 { 

   

FirebaseDatabase.DefaultInstance.GetReference("Stok").ValueCha

nged += Script_ValueChanged; // unsubscribe from ValueChanged. 

    } 



  

 private void Script_ValueChanged(object sender, 

ValueChangedEventArgs e) 

  

 { 

  WBAText.text = 

e.Snapshot.Child("WB").Child("A").GetValue(true).ToString(); 

  WBBText.text = 

e.Snapshot.Child("WB").Child("B").GetValue(true).ToString(); 

  WBOText.text = 

e.Snapshot.Child("WB").Child("O").GetValue(true).ToString(); 

  WBABText.text = 

e.Snapshot.Child("WB").Child("AB").GetValue(true).ToString(); 

   

  PRCAText.text = 

e.Snapshot.Child("PRC").Child("A").GetValue(true).ToString(); 

  PRCBText.text = 

e.Snapshot.Child("PRC").Child("B").GetValue(true).ToString(); 

  PRCOText.text = 

e.Snapshot.Child("PRC").Child("O").GetValue(true).ToString(); 

  PRCABText.text = 

e.Snapshot.Child("PRC").Child("AB").GetValue(true).ToString(); 

   

  TCAText.text = 

e.Snapshot.Child("TC").Child("A").GetValue(true).ToString(); 

  TCBText.text = 

e.Snapshot.Child("TC").Child("B").GetValue(true).ToString(); 

  TCOText.text = 

e.Snapshot.Child("TC").Child("O").GetValue(true).ToString(); 

  TCABText.text = 

e.Snapshot.Child("TC").Child("AB").GetValue(true).ToString(); 

 } 

} 

 

Coding Database 

 
using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using Firebase; 

using Firebase.Database; 

using Firebase.Unity.Editor; 

using UnityEngine.UI; 

using UnityEngine.SceneManagement; 

 

public class createDatabase : MonoBehaviour { 

  

 DatabaseReference reference; 

 public InputField Nama; 



 public InputField Email; 

 public InputField Alamat; 

 public InputField Golongandarah; 

 

 // Use this for initialization 

 void Start () { 

 

 FirebaseApp.DefaultInstance.SetEditorDatabaseUrl("https:/

/donordarah-d7f15.firebaseio.com"); 

 

    // Get the root reference location of the database. 

    reference = 

FirebaseDatabase.DefaultInstance.RootReference; 

   

 } 

  

 // Update is called once per frame 

 void Update () { 

   

 } 

 public void saveData(){ 

   

 reference.Child("users").Child("userId").Child("Nama").Se

tValueAsync(Nama.text.ToString()); 

 

 reference.Child("users").Child("userId").Child("Email").S

etValueAsync(Email.text.ToString()); 

 

 reference.Child("users").Child("userId").Child("Alamat").

SetValueAsync(Alamat.text.ToString()); 

 

 reference.Child("users").Child("userId").Child("Golongand

arah").SetValueAsync(Golongandarah.text.ToString()); 

 } 

} 

 

Coding Exit 

 
using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class exit : MonoBehaviour 

{ 

    public void keluarDariApp() 

    { 

        Application.Quit(); 

 

    }} 



lampiran 2. Kuisioner 

 

 

 

 

 

 

 



Lampiran 3. Surat Perrmohonan Izin Penelitian 

 



Lampiran 4. Surat izin melakukan penelitian 

 

 



Lampiran 5. Data Pendonor 

   

   

 



Lampiran 6. Dokumentasi 

  

Pengisian Formulir Cek Berat Badan 

  

Cek HB Proses Pengambilan Darah 

 


