




























SCRIPT PADA GAME 

 

Script button pindah scene 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class Mainmenu : MonoBehaviour 

{ 

    public string PlayGame; 

    public float delayTime = 0.5f; 

 

    public void LoadNextScene() 

    { 

        Invoke("DelayedLoadScene", delayTime); 

    } 

 

    private void DelayedLoadScene() 

    { 

        SceneManager.LoadScene("PlayGame"); 

    } 

} 

 

Script quit game 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class NewBehaviourScript : MonoBehaviour 

{ 

    // Start is called before the first frame update 

    void Start() 

    {    

    } 

    // Update is called once per frame 

    void Update() 

    {   

    } 

    public void Quitgame() 

    { 

        Application.Quit(); 

    } 

} 

 

 



Script soal Arrange Me 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

[CreateAssetMenu(fileName = "Soal", menuName = "SO/MateriSoal")] 

public class SOMateriSoal : ScriptableObject 

{ 

    private int nomorsoal=0; 

 

    /// <summary> 

    /// kumpulan kalimat yang akan dijadikan soal. 

    /// </summary> 

    public string[] soal; 

 

    /// <summary> 

    /// memberikan random soal kepada yang meminta. 

    /// </summary> 

    /// <returns></returns> 

    public string GetSoal(int i = 1) 

    { 

        nomorsoal += i; 

        return soal[nomorsoal]; 

    } 

 

    public void ResetSoal() 

    { 

        nomorsoal=0; 

    } 

 

    public bool EndLevel() 

    { 

        return nomorsoal == soal.Length-1; 

    } 

} 

 

 

Script periksa jawaban Arrange Me 

using System.Collections; 

using System.Collections.Generic; 

using TMPro; 

using UnityEngine; 

using UnityEngine.EventSystems; 

using UnityEngine.UI; 

 



public class Soal : DragJawabab , IDragHandler , IDropHandler , IEndDragHandler, 

IBeginDragHandler 

{ 

    public bool hasitem; 

 

    [SerializeField] GameObject salah; 

 

    [SerializeField] 

    float salahimagetime = 1;  

 

    string jawabanBenar; 

 

    Jawaban dragitem; 

 

    public override void Initialize(string jawab) 

    { 

        base.Initialize(jawab); 

        hasitem = true; 

    } 

 

    /// <summary> 

    /// Menghapus data dari item ini. 

    /// </summary> 

    public void clearItem() 

    { 

        text = ""; 

        hasitem= false; 

        textholder.SetText($"{text}"); 

    } 

 

    /// <summary> 

    /// Mengatur jawaban dari kata yang ada di item ini. 

    /// </summary> 

    /// <param name="i"></param> 

    public void SetJawaban(string i) 

    {  

        jawabanBenar = i; 

    } 

 

    /// <summary> 

    /// Memberikan jawaban untuk fungsi yang memanggil 

    /// </summary> 

    /// <returns>benar jika jawaban benar, salah jika jawaban 

salah(berbeda)</returns> 

    public bool GetJawaban() 

    { 

/*        StopAllCoroutines(); 



        if (text != jawabanBenar) 

        { 

            //salah.SetActive(true); 

            //StartCoroutine(Disable(salahimagetime)); 

 

        }*/ 

        return text == jawabanBenar; 

    } 

 

    /// <summary> 

    /// menghilangkan tanda salah pada jawaban yang salah. 

    /// </summary> 

    /// <param name="time"> waktu untuk tanda menghilang </param> 

    /// <returns></returns> 

    IEnumerator Disable(float time = 1) 

    { 

        float t = 0; 

        while(t<1) 

        { 

            t += Time.deltaTime/time; 

            yield return null; 

        } 

 

        salah.SetActive(false); 

    } 

 

    public void OnDrag(PointerEventData eventData) 

    { 

        if (!hasitem) return; 

        eventData.pointerDrag = dragitem.gameObject; 

        dragitem.transform.position = Input.mousePosition; 

        dragitem.gameObject.SetActive(true) ; 

        clearItem(); 

        Debug.Log("drag"); 

 

    } 

 

    public void OnDrop(PointerEventData eventData) 

    { 

        if (hasitem) return;  

        var item = eventData.pointerDrag; 

        dragitem = item.GetComponent<Jawaban>(); 

        Initialize(dragitem.GetText()); 

        dragitem.gameObject.SetActive(false); 

    } 

 

    public void OnEndDrag(PointerEventData eventData) 



    { 

        if (!hasitem) return; 

        dragitem.setImageRayCast(true); 

        Debug.Log("Enddrag"); 

    } 

 

    public void OnBeginDrag(PointerEventData eventData) 

    { 

        if (!hasitem) return; 

        dragitem.setImageRayCast(false); 

        Debug.Log("begindrag"); 

    } 

} 

 

Script Materi Controller Arrange Me 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

using UnityEngine.UI; 

 

public class MateriController : MonoBehaviour 

{ 

    [SerializeField] SOMateriSoal SOsoal; 

 

    [SerializeField] string soal; 

 

    [SerializeField] string[] pecahanKata; 

 

    [SerializeField] GameObject prefabSoal; 

 

    [SerializeField] GameObject prefabJawaban;  

 

    [SerializeField] RectTransform rectTransformSoal; 

 

    [SerializeField] RectTransform rectTransformJawaban; 

 

    [SerializeField] private List<Transform> child; 

 

    private List<Soal> listSoal = new(); 

 

    [SerializeField] GridLayoutGroup gridLayout; 

 

    [SerializeField] GameObject MenuPanel; 

 

    [SerializeField] GameObject salahGambar; 

 



    /// <summary> 

    /// ambil kalimat dari scriptable object dan membagi menjadi kata yang 

dibagi berdasarkan spasi " ". 

    /// </summary> 

    public void SetKata(int i = 1) 

    {  

        soal = SOsoal.GetSoal(i); 

 

        pecahanKata = soal.Split(" "); 

    } 

 

    private void Start() 

    { 

        SOsoal.ResetSoal(); 

        SetKata(0); 

        SetJawaban(); 

        SetSoal(); 

        RandomJawaban(); 

    } 

 

    private void Intialize() 

    { 

        gridLayout.enabled = true; 

        SetKata(); 

        SetJawaban(); 

        SetSoal(); 

        RandomJawaban(); 

    } 

 

    /// <summary> 

    /// Set jawaban Dari Scriptable Object. ini object yang menampung kata yang 

di drag 

    /// </summary> 

    private void SetJawaban() 

    { 

        Vector3[] v = new Vector3[4]; 

 

        rectTransformJawaban.GetWorldCorners(v); 

        foreach (var item in pecahanKata) 

        { 

            var obj = 

Instantiate(prefabJawaban,rectTransformJawaban).GetComponent<Jawaban>(); 

            obj.transform.position = new Vector2(Random.Range(v[0].x+20, v[2].x-

20), Random.Range(v[1].y, v[3].y)); 

            obj.Initialize(item); 

            obj.SetGrid(gridLayout); 



            child.Add(obj.transform); 

        } 

 

    } 

 

    private void RandomJawaban() 

    {  

        ListRandomizer.Shuffle(child); 

 

        for (int i = 0; i < child.Count; i++)  

        { 

            child[i].SetSiblingIndex(i); 

        } 

    } 

 

    /// <summary> 

    /// Set Soal Dari Scriptable Object. ini object yang di drag. 

    /// </summary> 

    private void SetSoal() 

    { 

        foreach (var item in pecahanKata) 

        { 

            var obj = Instantiate(prefabSoal, 

rectTransformSoal).GetComponent<Soal>(); 

            obj.SetJawaban(item); 

            listSoal.Add(obj); 

        } 

    } 

 

    /*  /// <summary> 

      /// Cek Jawaban yang ada. 

      /// </summary> 

      public void CheckJawaban() 

      { 

          bool check = true; 

          var i = 0; 

          foreach (var item in listSoal) 

          { 

              if (!item.GetJawaban()) 

              { 

                  check = false; 

              } 

              i++; 

          } 

          gameCheck(check); 

      }*/ 



 

    public void CheckJawaban() 

    { 

        bool check = true; 

        foreach (var item in listSoal) 

        { 

            if (!item.GetJawaban()) 

            { 

                check = false; 

                salahGambar.SetActive(true); 

                StopAllCoroutines(); 

                StartCoroutine(count(2)); 

                break; 

            } 

        } 

        gameCheck(check); 

    } 

 

    IEnumerator count(float time = 1) 

    { 

        float t = 0; 

        while (t < 1) 

        {  

            yield return null; 

            t += Time.deltaTime / time; 

        } 

        salahGambar.SetActive(false); 

    } 

 

    /// <summary> 

    /// cek kalau menang bagaimana. 

    /// </summary> 

    /// <param name="condition">Benar semua atau tidak</param> 

    private void gameCheck(bool condition) 

    {  

        if(condition) 

        { 

            if (!SOsoal.EndLevel()) 

            { 

                ClearSoal(); 

                Intialize(); 

            } 

            else 

            { 

                MenuPanel.SetActive(true); 

                Debug.Log("menang"); 



            } 

            return; 

        } 

 

        Debug.Log("Salah"); 

    } 

 

    public void ClearSoal() 

    { 

        foreach (var item in child) 

        { 

            Destroy(item.gameObject); 

        } 

        child.Clear(); 

 

        foreach (var item in listSoal) 

        { 

            Destroy(item.gameObject); 

        } 

        listSoal.Clear(); 

    } 

 

    public void BackToMainMenu() 

    { 

        SceneManager.LoadScene(1); 

    } 

} 

 

Script List Random Soal Arrange Me 

using System; 

using System.Collections; 

using System.Collections.Generic; 

using System.Security.Cryptography; 

using UnityEngine; 

 

public static class ListRandomizer 

{ 

    public static void Shuffle<T>(this IList<T> list) 

    { 

        RNGCryptoServiceProvider provider = new RNGCryptoServiceProvider(); 

        int n = list.Count; 

        while (n > 1) 

        { 

            byte[] box = new byte[1]; 

            do provider.GetBytes(box); 



            while (!(box[0] < n * (Byte.MaxValue / n))); 

            int k = (box[0] % n); 

            n--; 

            T value = list[k]; 

            list[k] = list[n]; 

            list[n] = value; 

        } 

    } 

} 

 

Script box jawaban Arrange Me 

using System.Collections; 

using System.Collections.Generic; 

using TMPro; 

using UnityEngine; 

using UnityEngine.EventSystems; 

using UnityEngine.UI; 

 

public class Jawaban : DragJawabab , IDragHandler , IEndDragHandler , 

IBeginDragHandler 

{ 

    private Vector3 location; 

    private GridLayoutGroup bbb; 

 

    public override void Initialize(string jawab) 

    { 

        base.Initialize(jawab); 

 

        location = transform.position; 

    } 

 

    public void OnDrag(PointerEventData eventData) 

    { 

        transform.position = Input.mousePosition; 

    } 

 

    public void OnEndDrag(PointerEventData eventData) 

    { 

        setImageRayCast(true); 

    } 

 

    public void OnBeginDrag(PointerEventData eventData) 

    { 

        setImageRayCast(false); 

        bbb.enabled = false; 

    } 

 



    /// <summary> 

    /// mengatur targetable by raycast. 

    /// </summary> 

    /// <param name="condition"></param> 

    public void setImageRayCast(bool condition) 

    {  

        image.raycastTarget = condition; 

    } 

 

    public void SetGrid(GridLayoutGroup grid) 

    { 

        bbb = grid; 

    } 

} 

 

Script drag jawaban Arrange Me 

using System.Collections; 

using System.Collections.Generic; 

using TMPro; 

using UnityEngine; 

using UnityEngine.UI; 

 

public class DragJawabab : MonoBehaviour 

{ 

    protected string text; 

 

    public Image image; 

 

    [SerializeField] 

    protected TextMeshProUGUI textholder; 

 

    /// <summary> 

    /// mengatur kata saat dipanggil. 

    /// </summary> 

    /// <param name="jawab"></param> 

    public virtual void Initialize(string jawab) 

    { 

        text = jawab; 

        textholder.SetText(text); 

    } 

 

    /// <summary> 

    /// memberi kan data dari variable text ke fungsi yang memanggil. 

    /// </summary> 

    /// <returns></returns> 

    public string GetText() 



    {  

        return text;  

    } 

 

} 

 

Script Change Sound 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UI; 

 

public class ChangeSound : MonoBehaviour 

{ 

    private Sprite soundOnImage; 

    public Sprite soundOffImage; 

    public Button button; 

    private bool isOn = true; 

    public AudioSource audioSource; 

    // Start is called before the first frame update 

    void Start() 

    { 

        soundOnImage = button.image.sprite; 

    } 

    // Update is called once per frame 

    void Update() 

    {     

    } 

    public void ButtonClicked() 

    { 

        if(isOn) 

        { 

            button.image.sprite = soundOffImage; 

            isOn = false; 

            audioSource.mute = true; 

        } 

        else 

        { 

            button.image.sprite = soundOnImage; 

            isOn = true; 

            audioSource.mute = false; 

        } 

    } 

} 

 



DOKUMENTASI ASET 

 

Dokumentasi desain yang digunakan pada halaman Home Screen 

 

 

Dokumentasi desain yang digunakan pada halaman Main Menu 

 

 

Dokumentasi desain yang digunakan pada halaman Lessons 

 

 

Dokumentasi desain yang digunakan pada halaman Games 

 



Dokumentasi desain yang digunakan pada halaman Arrange Me 

 

 

Dokumentasi desain yang digunakan pada halaman Listen To Me 

 

 

Dokumentasi desain yang digunakan pada halaman Quiz 

 

 

Dokumentasi pembuatan motion 

 



DOKUMENTASI PENGUJIAN 

  

   

  

 

 



DATA PENGUJIAN ALPHA 

VALIDATOR AHLI 

 

Validator Ahli Media 

  

Validator Ahli Materi 
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