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2.  Hasil Paper Prototype 
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3.  Script exitOnClick 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class exitOnClick : MonoBehaviour 

{ 

    public void ExitGame() 

    { 

        Application.Quit(); 

    } 

} 
  

4. Script onClick 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class onClick : MonoBehaviour { 

  public void LoadScene(string sceneName) 

    { 

        SceneManager.LoadScene(sceneName)

; 

    } 

} 
 

 



 
 

 

5. Script StreamVideo 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UI; 

using UnityEngine.Video; 

public class StreamVideo : MonoBehaviour { 

     public RawImage rawImage; 

     public VideoPlayer videoPlayer; 

     public AudioSource audioSource; 

  void Start () { 

          StartCoroutine(PlayVideo()); 

  } 

  IEnumerator PlayVideo() 

     { 

          videoPlayer.Prepare(); 

          WaitForSeconds waitForSeconds = new

 WaitForSeconds(1); 

          while (!videoPlayer.isPrepared) 

          { 

             yield return waitForSeconds; 

               break; 

         } 

          rawImage.texture = videoPlayer.text

ure; 

          videoPlayer.Play(); 

          audioSource.Play(); 

     } 



 
 

} 
 

6. Script Activator 

sing System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class Activator : MonoBehaviour 

{ 

    //public LayerMask touchInputMask; 

    Renderer r; 

    bool active=false; 

    GameObject note,gm; 

    Color lama; 

    public string nama; 

     

    void Awake() { 

         r=GetComponent<Renderer>(); 

    } 

 

    void Start() 

   { 

        gm=GameObject.Find("GameManager"; 

         

        lama=r.material.color;    }  

    void Update() 

    { 

         

         if (Input.touchCount >0 && Input.touc

hes[0].phase == TouchPhase.Began){ 



 
 

                Ray ray = Camera.main.ScreenPo

intToRay(Input.GetTouch(0).position); 

                RaycastHit Hit; 

            if(Physics.Raycast(ray, out Hit)&&

 Hit.collider.gameObject.name == nama) 

                StartCoroutine(tekan()); 

 

            if((Physics.Raycast(ray, out Hit)&

& Hit.collider.gameObject.name == nama)&&activ

e){ 

                Destroy(note); 

                gm.GetComponent<GameManager>()

.AddStreak(); 

                AddScore(); 

                active=false; 

            }else if((Physics.Raycast(ray, out

 Hit)&& Hit.collider.gameObject.name == nama)&

&!active){ 

                gm.GetComponent<GameManager>()

.ResetStreak(); 

            }       

          }         

    } 

 

    void OnTriggerEnter(Collider col) { 

        if (col.gameObject.tag=="WinNote"){ 

            gm.GetComponent<GameManager>().Win

(); 

        } 

        if (col.gameObject.tag=="Note"){ 



 
 

            note=col.gameObject; 

            active=true; 

        } 

    } 

    void OnTriggerExit(Collider col) { 

        active=false; 

        gm.GetComponent<GameManager>().ResetSt

reak(); 

    } 

 

    void AddScore(){ 

        PlayerPrefs.SetInt("Score",PlayerPrefs

.GetInt("Score")+gm.GetComponent<GameManager>(

).GetScore()); 

    } 

 

    IEnumerator tekan(){ 

        r.material.color=new Color(0,0,0); 

        yield return new WaitForSeconds(0.1f); 

        r.material.color=lama; 

    } 

 

} 

7. Script PPText 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UI; 

public class PPtext : MonoBehaviour 

{ 



 
 

    public string score; 

 

    void Update() 

    { 

      GetComponent<Text>().text=PlayerPrefs.Ge

tInt(score)+"";   

    } 

} 
8. Script Game Manager 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class GameManager : MonoBehaviour 

{ 

    int multiplier=2; 

    int streak=0; 

    public int win; 

    public int lose; 

 

    

    void Start() 

    { 

        PlayerPrefs.SetInt("Score",0);  

        PlayerPrefs.SetInt("RockMeter",25); 

        PlayerPrefs.SetInt("Streak",0); 

        PlayerPrefs.SetInt("HighStreak",0); 

        PlayerPrefs.SetInt("Mult",1); 

        PlayerPrefs.SetInt("NotesHit",0); 



 
 

        PlayerPrefs.SetInt("Start",1 ); 

    } 

 

   public void AddStreak(){ 

        if(PlayerPrefs.GetInt("RockMeter")+1<4

000) 

            PlayerPrefs.SetInt("RockMeter",Pla

yerPrefs.GetInt("RockMeter")+100); 

        streak++; 

        if(streak>=24) 

            multiplier=4; 

        else if(streak>=16) 

            multiplier=3; 

        else if(streak>=8) 

           multiplier=2; 

        else 

            multiplier=1; 

 

        if(streak>PlayerPrefs.GetInt("HighStre

ak")) 

            PlayerPrefs.SetInt("HighStreak",st

reak);  

 

        PlayerPrefs.SetInt("NotesHit",PlayerPr

efs.GetInt("NotesHit")+1); 

        UpdateGUI(); 

    } 

 

    public void ResetStreak(){ 



 
 

        PlayerPrefs.SetInt("RockMeter",PlayerP

refs.GetInt("RockMeter")-100); 

        if(PlayerPrefs.GetInt("RockMeter")<-

2600) 

            Lose(); 

        streak=0; 

        multiplier=1; 

        UpdateGUI(); 

    } 

 

    void Lose(){ 

        PlayerPrefs.SetInt("Start",0); 

        SceneManager.LoadScene(lose); 

    } 

    public void Win(){ 

        PlayerPrefs.SetInt("Start",0); 

        if(PlayerPrefs.GetInt("HighScore")<Pla

yerPrefs.GetInt("Score")) 

            PlayerPrefs.SetInt("HighScore",Pla

yerPrefs.GetInt("Score")); 

 

        SceneManager.LoadScene(win); 

    }  

    void UpdateGUI(){ 

        PlayerPrefs.SetInt("Streak",streak); 

        PlayerPrefs.SetInt("Mult",multiplier); 

    } 

   public int GetScore(){ 

        return 100*multiplier; 

 



 
 

    } 

} 
9.  Script MusicManager 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class RockMeter : MonoBehaviour 

{ 

    float rm; 

    GameObject needle; 

 

    void Start() 

    { 

        needle=transform.Find("needle").gameObj

ect; 

    } 

 

    void Update() 

    { 

        rm=PlayerPrefs.GetInt("RockMeter"); 

 

        needle.transform.localPosition= new Vec

tor3((rm+10000)/25,213,-15); 

    } 

} 
10. Script Note 

using System.Collections; 

using System.Collections.Generic; 



 
 

using UnityEngine; 

 

public class Note : MonoBehaviour 

{ 

    Rigidbody rb; 

    public float speed;  

    bool called=false; 

     

    void Awake() { 

        rb=GetComponent<Rigidbody>();      

    } 

 

    void Update() 

    { 

        if(PlayerPrefs.GetInt("Start")==1&&!ca

lled){ 

       rb.velocity=new Vector2(0,-speed); 

       called=true; 

    } 

    }   

} 

11. Script PauseGame 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

public class PauseGame : MonoBehaviour 

{ 

    public bool pause=false; 



 
 

    public GameObject menu; 

 

    // Update is called once per frame 

    public void onCLik() 

    { 

            if (pause==false){ 

                Time.timeScale = 0; 

                pause= true; 

               Cursor.visible = true; 

               menu.SetActive(true); 

                AudioListener.pause=true; 

            }else{ 

                Time.timeScale = 1; 

                pause = false; 

                Cursor.visible = false; 

                menu.SetActive(false); 

                AudioListener.pause=false; 

            } 

    } 

    public void unpause(){ 

        Time.timeScale = 1; 

        pause = false; 

        Cursor.visible = false; 

        menu.SetActive(false); 

        AudioListener.pause=false; 

    } 

    public void restart(){ 

        SceneManager.LoadScene(SceneManager.Get

ActiveScene().name); 



 
 

        Time.timeScale =1; 

        AudioListener.pause=false; 

    } 

     public void LoadScene(string sceneName) 

    { 

        SceneManager.LoadScene(sceneName); 

        Time.timeScale =1; 

        AudioListener.pause=false; 

    } 

 

} 
12. Script RockMeter 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class RockMeter : MonoBehaviour 

{ 

    float rm; 

    GameObject needle; 

 

   void Start() 

   { 

        needle=transform.Find("needle").gameOb

ject; 

    } 

    void Update() 

    { 

        rm=PlayerPrefs.GetInt("RockMeter"); 



 
 

        needle.transform.localPosition= new Ve

ctor3((rm+10000)/25,213,-15); 

    } 
 


