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SOURCE CODE GAME SEMPOA 

 

- Sempoa Controller 

using System.Collections; 

using System.Collections.Generic; 

using TMPro; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class SempoaController : MonoBehaviour 

{ 

    public LayerMask draggableLayer; 

    [SerializeField] TextMeshProUGUI valueText; 

    private int thisValue; public int Value { set { thisValue = 

value; } get { return thisValue; } } 

 

    [Header("Swipe")] 

    [SerializeField] private Transform objectToSwipe; 

    private Vector2 startTouchPosition; 

    private Vector2 endTouchPosition; 

    private bool isSwiping = false; 

    private float minSwipeDistance = 50f; 

 

    public static SempoaController instance; 

 

    private void Awake() 

    { 

        instance = this; 

    } 

 

    private void Update() 

    { 

        OnDisplayValue(); 

 

        SwipeHandler(); 

    } 

 

    private void OnDisplayValue() 

    { 

        valueText.text = thisValue.ToString(); 

    } 

 

    public void LoadToMenu() 



    { 

        SceneManager.LoadScene("Menu"); 

         

    } 

 

     

 

    private void SwipeHandler() 

    { 

        if (Input.GetMouseButtonDown(0)) 

        { 

            startTouchPosition = Input.mousePosition; 

            isSwiping = true; 

 

            RaycastHit hit; 

            Ray ray = 

Camera.main.ScreenPointToRay(Input.mousePosition); 

 

            if (Physics.Raycast(ray, out hit, Mathf.Infinity, 

draggableLayer)) 

            { 

                objectToSwipe = hit.transform; 

            } 

        } 

 

        if (Input.GetMouseButtonUp(0) && isSwiping) 

        { 

            endTouchPosition = Input.mousePosition; 

            DetectSwipe(); 

            isSwiping = false; 

        } 

    } 

 

    private void DetectSwipe() 

    { 

        float swipeDistance = Vector2.Distance(startTouchPosition, 

endTouchPosition); 

 

        if (swipeDistance >= minSwipeDistance) 

        { 

            Vector2 swipeDirection = endTouchPosition - 

startTouchPosition; 

            float verticalSwipe = Mathf.Abs(swipeDirection.y); 

            float horizontalSwipe = Mathf.Abs(swipeDirection.x); 

 



            if (verticalSwipe > horizontalSwipe) 

            { 

                if (swipeDirection.y > 0) 

                { 

                    OnSwipeUp(); 

                } 

                else 

                { 

                    OnSwipeDown(); 

                } 

            } 

        } 

    } 

 

    private void OnSwipeUp() 

    { 

        Debug.Log("Swipe Up Detected"); 

        if(objectToSwipe != null) 

        { 

            objectToSwipe.GetComponent<BallController>().OnSwipeUp()

; 

        } 

    } 

 

    private void OnSwipeDown() 

    { 

        Debug.Log("Swipe Down Detected"); 

        if (objectToSwipe != null) 

        { 

            objectToSwipe.GetComponent<BallController>().OnSwipeDown

(); 

        } 

    } 

} 

 

 

- Main Menu 

using System.Collections; 

using System.Collections.Generic; 

using TMPro; 

using UnityEngine; 

using UnityEngine.UI; 

 



public class MainMenuController : MonoBehaviour 

{ 

    public Slider loadingSlider; 

    public GameObject loadingScreen; 

    public GameObject startScreen; 

 

    public GameObject materiScreen; 

    public GameObject latihanScreen; 

    public GameObject quizScreen; 

 

    public Button exitButton; 

    public Button penjumlahanButton; 

    public Button penjumlahanlatihanButton; 

    public Button penguranganlatihanButton; 

    public Button penguranganButton; 

    public Button latihanButton; 

    public Button sceneButton1; // Tombol baru untuk scene 

berikutnya 

    public Button sceneButton2; // Tombol baru untuk scene 

berikutnya 

 

    [Header("Tutorial")] 

    public List<Tutorial> tutorials; 

    private int currentTutorial; 

    public Image tutorialImage; 

    public TextMeshProUGUI tutorialText; 

    

    private void Awake() 

    { 

        exitButton.onClick.RemoveAllListeners(); 

        exitButton.onClick.AddListener(OnExit); 

 

        penjumlahanButton.onClick.RemoveAllListeners(); 

        penjumlahanButton.onClick.AddListener(delegate{ 

            OnSetType(2); 

            OnLoadSceneByName("Penjumlahan"); 

        }); 

 

        penjumlahanlatihanButton.onClick.RemoveAllListeners(); 

        penjumlahanlatihanButton.onClick.AddListener(delegate{ 

            OnSetType(1);        

            OnLoadSceneByName("PenjumlahanLatihan"); 

        }); 

 

        penguranganlatihanButton.onClick.RemoveAllListeners(); 



        penguranganlatihanButton.onClick.AddListener(delegate{ 

            OnSetType(1); 

            OnLoadSceneByName("PenguranganLatihan"); 

        }); 

 

        latihanButton.onClick.RemoveAllListeners(); 

        latihanButton.onClick.AddListener(delegate{ 

            OnSetType(1); 

            OnLoadSceneByName("Latihan New"); 

        }); 

 

        penguranganButton.onClick.RemoveAllListeners(); 

        penguranganButton.onClick.AddListener(delegate{ 

            OnSetType(2); 

            OnLoadSceneByName("Pengurangan"); 

        }); 

    } 

 

    private void Start() 

    { 

        OnLoading(); 

    } 

 

    private void Update() 

    { 

        OnDisplayTutorial(); 

    } 

 

    private void OnLoading() 

    { 

        if(GlobalManager.instance.isFirstPlay){ 

            if(GlobalManager.instance.type == Type.Materi) 

            { 

                materiScreen.SetActive(true); 

                latihanScreen.SetActive(false); 

                loadingScreen.SetActive(false); 

                startScreen.SetActive(false); 

                quizScreen.SetActive(false); 

            } 

            else if(GlobalManager.instance.type == Type.Latihan) 

            { 

                materiScreen.SetActive(false); 

                latihanScreen.SetActive(true); 

                loadingScreen.SetActive(false); 

                startScreen.SetActive(false); 



                quizScreen.SetActive(false); 

            } 

            else if(GlobalManager.instance.type == Type.Quiz) 

            { 

                materiScreen.SetActive(false); 

                latihanScreen.SetActive(false); 

                loadingScreen.SetActive(false); 

                startScreen.SetActive(false); 

                quizScreen.SetActive(true); 

            } 

        } 

        else 

        { 

            loadingScreen.SetActive(true); 

            startScreen.SetActive(false); 

 

            loadingSlider.value = 0; 

            StartCoroutine(LoadingAsync()); 

        } 

    } 

 

    private IEnumerator LoadingAsync() 

    { 

        while (loadingSlider.value < 1) 

        { 

            loadingSlider.value += 0.1f; 

            yield return new WaitForSeconds(0.1f); 

        } 

 

        loadingScreen.SetActive(false); 

        startScreen.SetActive(true); 

 

        GlobalManager.instance.isFirstPlay = true; 

    } 

 

    private void OnExit() 

    { 

        Application.Quit(); 

    } 

 

    private void OnLoadSceneByName(string name) 

    { 

        UnityEngine.SceneManagement.SceneManager.LoadScene(name); 

    } 

 



    private void OnDisplayTutorial() 

    { 

        tutorialImage.sprite = tutorials[currentTutorial].image; 

        tutorialText.text = tutorials[currentTutorial].description; 

    } 

    public void OnNext() 

    { 

        if(currentTutorial < tutorials.Count - 1) 

        { 

            currentTutorial++; 

        } 

        else 

        { 

            currentTutorial = 0; 

        } 

    } 

 

    public void OnPrev() 

    { 

        if (currentTutorial > 0) 

        { 

            currentTutorial--; 

        } 

        else 

        { 

            currentTutorial = tutorials.Count - 1; 

        } 

    } 

 

    public void OnSetType(int type) 

    { 

        if(type == 0) 

        { 

            GlobalManager.instance.OnSetType(Type.Materi); 

        } 

        else if(type == 1) 

        { 

            GlobalManager.instance.OnSetType(Type.Latihan); 

        } 

        else if(type == 2) 

        { 

            GlobalManager.instance.OnSetType(Type.Quiz); 

        } 

    } 

} 



 

[System.Serializable] 

public class Tutorial 

{ 

    public string description; 

    public Sprite image; 

} 
 

 

- Quiz Penjumlahan 

using System.Collections; 

using System.Collections.Generic; 

using TMPro; 

using UnityEngine; 

using UnityEngine.UI; 

 

public class MathQuizController : MonoBehaviour 

{ 

    private int firstNumber; 

    private int secondNumber; 

    private int correctAnswer; 

    private int score; 

 

    [Header("UI")] 

    public TextMeshProUGUI questText; 

    public TextMeshProUGUI titleText; 

    public TextMeshProUGUI scoreText; 

    public TextMeshProUGUI correctAnswerText; 

 

    public GameObject incorrectPanel; 

    public GameObject correctPanel; 

    public GameObject gameOverPanel; 

 

    public TextMeshProUGUI answerText; 

 

    public Button checkAnswerButton; 

    public Button[] backToMenu; 

    public Button nextButton; // Tombol "Next" 

 

    private void Awake() 

    { 

        score = 0; 

        GenerateRandomQuestion(); 



    } 

 

    private void Start() 

    { 

        checkAnswerButton.onClick.AddListener(OnCheckAnswer); 

 

        foreach (var button in backToMenu) 

        { 

            button.onClick.AddListener(() => BackToMenu("Menu")); 

        } 

 

        nextButton.onClick.AddListener(OnNextQuestion); // Tambahkan 

listener untuk tombol "Next" 

    } 

 

    private void Update() 

    { 

        titleText.text = $"Question"; 

        scoreText.text = $"Score: {score}"; 

    } 

 

    private void OnCheckAnswer() 

    { 

        int userAnswer; 

 

        if (int.TryParse(answerText.text, out userAnswer)) 

        { 

            if (userAnswer == correctAnswer) 

            { 

                correctPanel.SetActive(true); 

                score += 10; // Menambah skor jika jawaban benar 

                correctAnswerText.text = $"Correct answer: 

{correctAnswer}"; // Set text for correct answer 

            } 

            else 

            { 

                incorrectPanel.SetActive(true); 

                correctAnswerText.gameObject.SetActive(false); // 

Sembunyikan teks jawaban yang benar 

            } 

        } 

        else 

        { 

            Debug.LogError("Invalid input! Please enter a number."); 

        } 



 

        scoreText.text = $"Score: {score}"; // Update score text 

    } 

 

    private void OnNextQuestion() 

    { 

        correctPanel.SetActive(false); // Sembunyikan panel correct 

        GenerateRandomQuestion(); // Generate soal baru 

    } 

 

    private void BackToMenu(string sceneName) 

    { 

        UnityEngine.SceneManagement.SceneManager.LoadScene(sceneName

); 

    } 

 

    private void GenerateRandomQuestion() 

    { 

        firstNumber = Random.Range(0, 50); 

        secondNumber = Random.Range(0, 50); 

        correctAnswer = firstNumber + secondNumber; 

        questText.text = $"{firstNumber} + {secondNumber}?"; 

 

        // Reset panels for the new question 

        correctPanel.SetActive(false); 

        incorrectPanel.SetActive(false); 

    } 

} 

 
 

- Quiz Pengurangan 

using System.Collections; 

using System.Collections.Generic; 

using TMPro; 

using UnityEngine; 

using UnityEngine.UI; 

 

public class ArithmeticQuizController : MonoBehaviour 

{ 

    private int firstNumber; 

    private int secondNumber; 

    private int correctAnswer; 

    private int score; 

 



    [Header("UI")] 

    public TextMeshProUGUI questText; 

    public TextMeshProUGUI titleText; 

    public TextMeshProUGUI scoreText; 

    public TextMeshProUGUI correctAnswerText; 

 

    public GameObject incorrectPanel; 

    public GameObject correctPanel; 

    public GameObject gameOverPanel; 

 

    public TextMeshProUGUI answerText; 

 

    public Button checkAnswerButton; 

    public Button[] backToMenu; 

    public Button nextButton; // Tombol "Next" 

 

    private void Awake() 

    { 

        score = 0; 

        GenerateRandomQuestion(); 

    } 

 

    private void Start() 

    { 

        checkAnswerButton.onClick.AddListener(OnCheckAnswer); 

 

        foreach (var button in backToMenu) 

        { 

            button.onClick.AddListener(() => BackToMenu("Menu")); 

        } 

 

        nextButton.onClick.AddListener(OnNextQuestion); // Tambahkan 

listener untuk tombol "Next" 

    } 

 

    private void Update() 

    { 

        titleText.text = $"Question"; 

        scoreText.text = $"Score: {score}"; 

    } 

 

    private void OnCheckAnswer() 

    { 

        int userAnswer; 

 



        if (int.TryParse(answerText.text, out userAnswer)) 

        { 

            if (userAnswer == correctAnswer) 

            { 

                correctPanel.SetActive(true); 

                score += 10; // Menambah skor jika jawaban benar 

                correctAnswerText.text = $"Correct answer: 

{correctAnswer}"; // Set text for correct answer 

            } 

            else 

            { 

                incorrectPanel.SetActive(true); 

                correctAnswerText.gameObject.SetActive(false); // 

Sembunyikan teks jawaban yang benar 

            } 

        } 

        else 

        { 

            Debug.LogError("Invalid input! Please enter a number."); 

        } 

 

        scoreText.text = $"Score: {score}"; // Update score text 

    } 

 

    private void OnNextQuestion() 

    { 

        correctPanel.SetActive(false); // Sembunyikan panel correct 

        GenerateRandomQuestion(); // Generate soal baru 

    } 

 

    private void BackToMenu(string sceneName) 

    { 

        UnityEngine.SceneManagement.SceneManager.LoadScene(sceneName

); 

    } 

 

    private void GenerateRandomQuestion() 

    { 

        firstNumber = Random.Range(0, 50); 

        secondNumber = Random.Range(0, firstNumber + 1); // Ensure 

non-negative result 

        correctAnswer = firstNumber - secondNumber; 

        questText.text = $"{firstNumber} - {secondNumber}?"; 

 

        // Reset panels for the new question 



        correctPanel.SetActive(false); 

        incorrectPanel.SetActive(false); 

    } 

} 

 
 

 


