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LAMPIRAN
1. SOURCE CODE
A. Source code Game Manager

Tabel Source Game Manager

C# Code

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class GameManager : MonoBehaviour

{

[Header ("SceneTutorial") ]
public GameObject[] slide;
public GameObject buttonNext;
public GameObject buttonPrev;

public void PindahScene (string namaScene)

{

SceneManager.LoadScene (namaScene) ;

}

public void PindahSceneDariHome ()

{
if (PlayerPrefs.GetInt ("Tutorial™) == 1)
{
SceneManager.LoadScene ("SpeakingTest") ;
}
else

{

SceneManager.LoadScene ("Tutorial") ;
}
}

public int currentSlide;

public void TutorialNext ()
{
ClearSlide ()
currentSlide++;
slide[currentSlide].SetActive (true);
CheckButton () ;

}

public void TutorialPrev ()

{
ClearSlide () ;




