Andr oi dMvani f est . xni

<?xm version="1.0" encodi ng="utf-8""?>

<mani f est xm ns: androi d="http://schenas. andr oi d. conf apk/ r es/ andr oi d"
andr oi d: ver si onCode="1" andr oi d: ver si onNane="1. 0"
package="skri psi . akakom per anghel i kopt er. gane" >

<uses-sdk androi d: m nSdkVer si on="8" [>

<uses-perm ssi on androi d: nanme="andr oi d. per m ssi on. ACCESS W FI _STATE" />
<uses-perm ssi on

andr oi d: nane="andr oi d. per m ssi on. WRI TE_EXTERNAL_ STORAGE" />
<uses- perm ssi on androi d: name="andr oi d. per m ssi on. WAKE_LOCK" />
<uses-perm ssi on androi d: name="andr oi d. per ni ssi on. CAVERA" />
<uses-perm ssi on androi d: name="andr oi d. per m ssi on. | NTERNET" />
<uses-perm ssi on androi d: name="andr oi d. per m ssi on. READ_PHONE_STATE" />
<uses-perm ssi on androi d: name="andr oi d. per m ssi on. VI BRATE" />

<supports-screens android: | argeScreens="true"
androi d: normal Screens="true" android:smal | Screens="true"
andr oi d: anyDensi ty="true" ></ supports-screens>

<appl i cation androi d:icon="@irawabl e/i con”
andr oi d: | abel =" @t ring/ app_nanme" androi d: debuggabl e="true" >

<activity
andr oi d: name="skri psi . akakom per anghel i kopt er. gane. GaneSpl ashActivity">

<intent-filter>
<action android: nane="androi d.i ntent.action. MAIN' />
<cat egory
andr oi d: nanme="andr oi d. i nt ent. cat egory. LAUNCHER" />
</intent-filter>

</activity>

<activity
andr oi d: nane="skri psi . akakom per anghel i kopt er . ganme. GaneActivity"
andr oi d: | abel =" @t ri ng/ app_nane" >

</activity>

<activity
andr oi d: nane="skri psi . akakom per anghel i kopt er . angket . Angket Acti vity"
andr oi d: | abel =" @t ri ng/ app_nane" >

</activity>

<activity
andr oi d: nanme="skri psi . akakom per anghel i kopt er. game. Opti onsActivity"
andr oi d: | abel =" @t ri ng/ app_nane"

andr oi d: t hene=" @ndr oi d: styl e/ Thene. Bl ack. NoTi t| eBar. Ful | screen"
androi d: screenOrientation="portrait" />

<activity
andr oi d: nanme="skri psi . akakom per anghel i kopt er. gane. Hel pActivity"
andr oi d: | abel =" @t ri ng/ app_nane"



andr oi d: t hene=" @ndr oi d: styl e/ Thene. Bl ack. NoTi t| eBar. Ful | screen"
androi d: screenOrientation="portrait" />

<activity

andr oi d: name="skri psi . akakom per anghel i kopt er. garme. MenuActi vity"
andr oi d: | abel =" @t ri ng/ app_nane"

andr oi d: t heme=" @ndr oi d: styl e/ Thene. Bl ack. NoTi t| eBar. Ful | screen”
androi d: screenOrientation="portrait">
</activity>

</ application>

</ mani f est >

GaneSpl ashActivity

package skri psi.akakom peranghel i kopt er. gane;
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entity.scene.
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entity. shape.
entity. shape.
entity. shape.
entity. shape.
entity. shape.

Scene,

backgr ound. Col or Backgr ound;
| Shape;

nodi fi er. Al phaModi fi er

nodi fi er. Del ayModi fi er

nodi fi er. | ShapeModifier;
nodi fi er. SequenceMbdi fi er

shape. nodi fi er. | ShapeModi fi er. | ShapeMdi fi erLi

entity.sprite. Sprite;

opengl . t ext ure. Text ure;

opengl .t ext ure. Text ureQpti ons;

opengl . texture.regi on. Text ur eRegi on;

opengl . texture.regi on. Text ureRegi onFact ory;
opengl . texture. source. | Text ureSource;

ui . activity. BaseSpl ashActivity;

androi d. content. I ntent;

cl ass GameSpl ashActivity extends BaseSpl ashActivity {

private static fina
private static fina

int CAVERA W DTH = 480;
i nt CAMERA_HEl GHT = 800;



private Canera canera;
private Texture texture;
private TextureRegi on pictureRegion;

@verride
publ i c Engi ne onLoadEngi ne() {
this.camera = new Canera(0, 0, CAMERA W DTH,
CAMERA_HEI GHT) ;
final Engi neOptions engi neOpti ons = new Engi neOpti ons(true,
ScreenOri entation. PORTRAI T, new
Rat i oResol uti onPol i cy(
CAMERA W DTH, CAMERA HEI GHT),
this.canera);

}
@verride

public void onLoadResources() {
texture = new Texture(1024, 1024,
Text ureOpti ons. Bl LI NEAR) ;
Text ur eRegi onFact ory. set Asset BasePat h("ing/");
pi ctureRegi on =
Text ur eRegi onFact ory. creat eFromAsset (this.texture, this, "splash.png", O,
0);

return new Engi ne(engi neOpti ons);

nEngi ne. get Text ur eManager (). | oadTexture(this.texture);

}

@verride
public Scene onLoadScene() {

final Scene scene = new Scene(1l);
scene. set Backgr ound( new Col or Background(0, 0, 0));

final int x = (CAVERA W DTH -
this. pictureRegion.getWdth()) / 2;

final int y = (CAVERA HElI GHT -
this. pi ctureRegi on.getHeight()) / 2;

final Sprite picture = new Sprite(x, VY,
t hi s. pi ctureRegi on);

pi cture. set Al pha(0);

scene. get TopLayer (). addEntity(picture);

pi cture. addShapeModi fi er (new SequenceModi fi er (
new | ShapeMdi fi erListener() {

@verride
public void

onModi fi er Fi ni shed(| ShapeModi fi er pShapeModifier, |Shape pShape) {
t exture. cl ear Text ureSour ces();

Text ur eRegi onFact ory. cr eat eFr omAsset (texture, GameSpl ashActivity.this,
"spl ashqg. png", 0, 0);:



pi ct ure. addShapeModi fi er (new
SequenceModi fi er (

new | ShapeMdi fi erLi st ener ()
{

@verride
public void
onModi fi er Fi ni shed(

| ShapeModi fi er pShapeMbodifier,

| Shape pShape) {

Intent nmenu = new | ntent(GaneSpl ashActivity.this, MenuActivity.class);
start Activity(nenu);
finish();
}
}1

new Del ayModi fier (1),
new Al phahMbdi fier(0.5f, O,

1),
new Del ayModi fi er (2),
new Al phaModi fier(0.5f, 1,
0),
new
Del ayModi fi er (0. 5f)
));
}
1
new Del ayModi fier (1),
new Al phaMbodi fier(0.5f, 0, 1),
new Del ayModi fi er (2),
new Al phaModi fier(0.5f, 1, 0)
));
return scene;
}
@verride
public void onLoadConpl ete() {}
@verride
protected ScreenOrientation getScreenOrientation() {
return null;
}
@verride
protected | TextureSource onGet Spl ashText ureSource() {
return null;
}
@verride

protected fl oat getSplashDuration() {
return O;



}

@verride
protected C ass<? extends Activity> getFoll owpActivity() ({

return null;

GaneActivity.java
package skri psi.akakom peranghel i kopt er. gane;

i mport static android.view Vi ewG oup. Layout Par ans. Fl LL_PARENT;
i mport static android.view ViewG oup. Layout Par ans. WRAP_CONTENT;

i mport java.io. | OException
i mport java.util.Arraylist;

i mport org.anddev. andengi ne. audi o. nusi ¢c. Musi c;

i nport org.anddev. andengi ne. audi o. nusi ¢c. Musi cFact ory;

i mport org.anddev. andengi ne. audi 0. sound. Sound,;

i mport org.anddev. andengi ne. audi 0. sound. SoundFact ory;

i mport org.anddev. andengi ne. col | i si on. BaseCol | i si onChecker;

i mport org.anddev. andengi ne. engi ne. Engi ne;

i mport org.anddev. andengi ne. engi ne. camer a. Caner a;

i mport

or g. anddev. andengi ne. engi ne. caner a. hud. cont rol s. Anal ogOnScr eenCont r ol
i mport

or g. anddev. andengi ne. engi ne. caner a. hud. control s. Anal ogOnScr eenControl . | Ana
| ogOnScr eenControl Li st ener

i mport

or g. anddev. andengi ne. engi ne. camer a. hud. cont r ol s. BaseOnScr eenCont r ol

i mport org.anddev. andengi ne. engi ne. handl er . | Updat eHandl er;

i mport org.anddev. andengi ne. engi ne. handl er. ti mer. | Ti ner Cal | back

i mport org.anddev. andengi ne. engi ne. handl er. ti ner. Ti mer Handl er

i mport org.anddev. andengi ne. engi ne. opti ons. Engi neOpti ons;

i mport

or g. anddev. andengi ne. engi ne. opt i ons. Engi neOpti ons. ScreenOri entati on

i mport

or g. anddev. andengi ne. engi ne. opti ons. resol uti onpol i cy. Rati oResol uti onPol i cy

i mport org.anddev. andengi ne.entity.primtive. Rectangl e;

i mport org.anddev. andengi ne. entity. scene. Scene;

i nport org.anddev. andengi ne. entity. shape. | Shape;

i nport org.anddev. andengi ne. entity. shape. nodi fi er. Col or Modi fi er

i mport org.anddev. andengi ne. entity. shape. nodi fier. Del ayMdifier;

i mport org.anddev. andengi ne. entity. shape. nodi fi er.| ShapeModifier

i mport

or g. anddev. andengi ne. enti ty. shape. nodi fi er. | ShapeMdi fi er. | ShapeModi fi er Li
st ener;

i mport org.anddev. andengi ne. entity. shape. nodi fi er. Al phaMbdifier;

i mport org.anddev. andengi ne. entity. shape. nodi fi er. Pat hibdi fier;

i mport org.anddev. andengi ne. entity. shape. nodi fier.Rotati onByMdifier;
i mport org.anddev. andengi ne. entity. shape. nodi fi er. Scal eMbdi fier

i mport org.anddev. andengi ne. entity. shape. nodi fi er. SequenceMdi fier



i mport org.anddev. andengi ne. entity. shape. nodi fi er. ease. EaseSi nel nQut;

i nport org.anddev. andengi ne.entity.sprite. Sprite;

i mport org.anddev. andengi ne.entity.text. Text;

i mport org.anddev. andengi ne.entity. util.FPSLogger

i nport org.anddev. andengi ne. opengl . font. Font ;

i nport org.anddev. andengi ne. opengl . font. Font Fact ory;

i nport org.anddev. andengi ne. opengl . t ext ur e. Bui | dabl eText ure;

i mport org.anddev. andengi ne. opengl . t ext ure. Text ure;

i mport org.anddev. andengi ne. opengl . t ext ure. Text ureQpti ons;

i mport

or g. anddev. andengi ne. opengl . t ext ure. bui | der. Bl ackPawnText ur eBui | der

i mport

or g. anddev. andengi ne. opengl . t ext ure. bui | der. | Text ur eBui | der . Text ur eSour ceP
acki ngExcepti on;

i mport org.anddev. andengi ne. opengl . t ext ure. regi on. Text ur eRegi on

i nport org.anddev. andengi ne. opengl . t ext ure. regi on. Text ur eRegi onFact ory;
i nport org.anddev. andengi ne. opengl . texture.region. Ti | edText ur eRegi on

i mport org.anddev. andengi ne. opengl . vi ew. Render Sur f aceVi ew;

i mport org.anddev. andengi ne. sensor. accel eronet er. Accel er onet er Dat a;

i mport org.anddev. andengi ne. sensor. accel eronet er. | Accel er onet er Li st ener
i mport org.anddev. andengi ne. ui.activity. BaseGanmeActivity;

i mport org.anddev. andengi ne. util . Debug;

i mport org.anddev. andengi ne. util.Horizontal Ali gn

i mport org.anddev. andengi ne. util . Pat h;

i mport skripsi.akakom perangheli kopter. gane. R,

i mport skripsi.akakom peranghel i kopt er. game. backgr ound. Scr ol | Backgr ound;
i mport skripsi.akakom peranghel i kopt er. gane. ef f ect s. Expl osi on

i mport skripsi.akakom perangheli kopt er. game. eneni es. Boss;

i mport skripsi.akakom peranghel i kopt er. gane. eneni es. EnenyBul | et ;
i mport skripsi.akakom peranghel i kopt er. ganme. enem es. Eneny Shi p;

i mport skripsi.akakom peranghel i kopt er. gane. hud. HudScor €;

i mport skripsi.akakom peranghel i kopt er. gane. | evel . Level ;

i mport skripsi.akakom peranghel i kopt er. gane. opti ons. Opti ons;

i mport skripsi.akakom perangheli kopter. game. pl ayer. Bul | et;

i mport skripsi.akakom peranghel i kopt er. gane. pl ayer. Pl ayer Shi p;

i mport androi d. app. Al ert Di al og;

i mport androi d. cont ent. Cont ext ;

i nport androi d. content. Di al ogl nterface;
i mport android. content.Intent;

i mport androi d. graphi cs. Col or

i mport androi d. graphi cs. Typef ace;

i mport android.net. Uri;

i mport androi d. os. Vi brator

i nport android.view Gravity;

i nport android. vi ew. KeyEvent ;

i mport androi d. wi dget . Edi t Text ;

i mport androi d. wi dget . FranmelLayout ;

i mport androi d. wi dget. Li near Layout ;

i mport androi d. wi dget. Rel ati veLayout;

i nport android. wi dget. Rel ati veLayout. Layout Par ans;
i mport androi d. wi dget . Text Vi ew;

public class GaneActivity extends BaseGaneActivity inplenents
| Accel eromet erLi st ener {



/| CONSTANTS

public static final int CAMERA WDTH = 480;

public static final int CAVERA HElI GHT = 800;

public static final int AN MATI ON_FRAMVELENGTH = 1;
public static final int AN MATI ON FRAMELENGTHL = 60;
/1 CAVMERA

private Canera canera;

/1 TEXTURES AND FONTS
private Buil dabl eTexture nBui |l dabl eTexture;
private static TiledTextureRegi on nShi pText ureRegi on;
private static TiledTextureRegi on nEnenyText ur eRegi on;
public static TextureRegi on nBul | et Text ur eRegi on;
public static TextureRegi on nmEnemnyBul | et Text ur eRegi on;
private static TiledTextureRegi on nExpl osi onText ur eRegi on;
private Til edText ureRegi on nBossText ur eRegi on;
private TextureRegi on nLaser Text ur eRegi on;
private Texture font_texture;
private Texture ganeOQver_font_texture;
private Font font;
private Font ganeOver font;
private Texture nnScreenControl Texture;
private TextureRegi on mOnScreenContr ol BaseText ur eRegi on;
private TextureRegi on mOnScreenContr ol KnobText ur eRegi on;
private Texture mAut oScrol | Backgr oundText ur e;
private TextureRegion nBScroll Layer;

/1 SOUNDS

public static Sound shot Sound;
private static Sound expl osi onSound;
private static Sound ganeOver Sound;

private Misic mnusic;
/] OBJECTS

private PlayerShip ship;
private Boss boss;

public static Arrayli st <EnemyShi p> eneni es;

public static Arrayli st <EnemyShi p> eneni esToReuse;

public static ArraylLi st<Expl osi on> expl osi ons;

public static Arrayli st<Expl osi on> expl osi onsToReuse;
public static ArrayList<Bullet> bullets;

public static ArrayList<Bullet> bulletsToReuse;

public static Arraylist<EnenyBul |l et> enenyBul |l ets;

public static ArraylLi st<EnenyBul |l et > enenyBul | et sToReuse;
/1 PATHS

public static final Path[] paths = new Path[4];

/1 VARl ABLES

public static final HudScore score = new HudScore();
public static bool ean i sGaneQOver;

public static bool ean i sGaneReady;

public static bool ean isBossFight;

!/ SHARED PREFERENCES
public static Options options;



/] SCORE - TEXTVI EW
private static TextView scoreView,

/1 Ht point
private Rectangl e heal t hbar;
private Rectangle okvir;

/1 LEVEL
private Level |evel;

/1 backgroud
private Scroll Background Scrol | Background;

/| FADE
private Rectangle fade;

@verride
protected void onSet ContentView) {
final RelativelLayout relativelLayout = new Rel ati velLayout(this);
final FranelLayout. Layout Parans rel ativelLayout Layout Parans = new
FrameLayout . Layout Par ans( FI LL_PARENT, FILL_PARENT) ;

scoreVi ew = new Text Vi em get Appl i cati onContext());
Typeface font =

Typef ace. creat eFromAsset (get Assets(), "font/pf_tenpesta five.ttf");
scoreVi ew. set Typeface(font);

scor eVi ew. set Paddi ng(30, 30, 0, 0);
scor eVi ew. set Text Col or ( Col or . BLACK) ;
scoreView. set Gavity(Gavity. CENTER);

t hi s. mRender Sur f aceVi ew = new Render SurfaceVi em(t hi s,
t hi s. mEngi ne) ;
t hi s. mRender Sur f aceVi ew. appl yRenderer () ;

final LayoutParans surfaceVi ewLayout Parans = new

Rel ati veLayout . Layout Par ans( super . cr eat eSur f aceVi ewLayout Parans()) ;
surfaceVi emLayout Par ans. addRul e(Rel at i veLayout . CENTER | N_PARENT) ;
rel ati veLayout. addVi ew(t hi s. mRender Sur f aceVi ew,

sur faceVi ewLayout Par ans) ;
rel ati veLayout. addVi ew( scor eVi ew,

t hi s. creat eAdVi ewLayout Parans());

this.setContentViewrel ati veLayout, rel ativelLayoutLayout Parans);

}

private Layout Parans createAdVi ewLayout Paranms() {
final LayoutParams adVi ewlayout Parans = new
Layout Par ans( WRAP_CONTENT, WRAP_CONTENT) ;
adVi ewLayout Par ans. addRul e( Rel ati veLayout . ALI GN_PARENT_TOP) ;
adVi ewLayout Par ans. addRul e( Rel ati veLayout . ALI GN_LEFT) ;
return adVi ewLayout Par ans;

}

@verride
publ i c Engi ne onLoadEngi ne() {



options = new Options(GaneActivity.this);
this.camera = new Canera(0, 0, CAVMERA W DTH, CAMERA HEI GHT)
final Engi neOptions engi neOptions = new Engi neOpti ons(true,
ScreenOri entation. PORTRAI T, new
Rat i oResol uti onPol i cy(
CAMERA_W DTH, CAMERA HEI GHT) ,
this.camera);

if (options.getSoundEffects() == true)
engi neOpti ons. set NeedsSound(true);

if (options.getMisic() == true)
engi neOpti ons. set NeedsMusi c(true);

return new Engi ne(engi neOpti ons);

}
@verride

public void onLoadResources() {

t hi s. mBui | dabl eTexture = new Bui | dabl eTexture(512, 512,
Text ur eOpti ons. DEFAULT) ;

Text ur eRegi onFact ory. set Asset BasePat h("i nmg/");

nmLaser Text ur eRegi on =
Text ur eRegi onFact ory. creat eFromAsset (t hi s. nBui | dabl eTexture, this,
"l aser.png");

GaneActi vi ty. nShi pText ur eRegi on =
Text ur eRegi onFact ory. creat eTi | edFromAsset (t hi s. nBui | dabl eTexture, this,
"player.png", 3, 1);

GaneActi vity. mEnenyText ur eRegi on =
Text ur eRegi onFact ory. creat eTi | edFr omAsset (t hi s. mBui | dabl eTexture, this,
"eneny?2.png", 3, 1);

GaneActivity. nBul | et Text ureRegi on =
Text ur eRegi onFact ory. cr eat eFr omAsset (t hi s. nBui | dabl eTexture, this,
“meci.png");

GaneActi vity. mEnenyBul | et Text ur eRegi on =
Text ur eRegi onFact ory. creat eFr omAsset (t hi s. nBui | dabl eTexture, this,
"meci _neprijatelji.png");

GaneActi vi ty. mExpl osi onText ur eRegi on =
Text ur eRegi onFact ory. creat eTi | edFr omAsset (t hi s. mBui | dabl eTexture, this,
"expl osi on2. png", 4, 2);

if (GanmeActivity.options.getControlls().equals("3")) {
this. mOnScreenControl Texture = new Texture(256, 128,

Text ureOpti ons. Bl LI NEAR)

t hi s. mOnScr eenCont r ol BaseText ur eRegi on =
Text ur eRegi onFact ory. cr eat eFr omAsset (t hi s. mOnScreenCont rol Texture, this,
"onscreen_control base.png", 0, 0);

t hi s. mOnScr eenCont r ol KnobText ur eRegi on =
Text ur eRegi onFact ory. cr eat eFr omAsset (t hi s. mOnScreenCont r ol Texture, this,
"onscreen_control _knob. png", 128, 0);



t hi s. mEngi ne. get Text ureManager () .| oadText ures(t hi s. nOnScr eenCont r ol Text ure
)
}

nBossText ur eRegi on =
Text ur eRegi onFact ory. creat eTi | edFromAsset (t hi s. nBui | dabl eTexture, this,
"boss. png", 2, 2);

try {
t hi s. nBui | dabl eText ure. bui |l d( new
Bl ackPawnText ur eBui | der ());
} catch (final TextureSourcePacki ngException e) {
Debug. e(e);
}

t hi s. mAut oScr ol | BackgroundTexture = new Texture(512, 1024,
Text ureOpti ons. DEFAULT) ;

this. nmScrol |l Layer =
Text ur eRegi onFact ory. cr eat eFr omAsset (t hi s. mAut oScr ol | Backgr oundText ur e,
t hi s, "backgroundO. png", 0, 0);

Font Fact ory. set Asset BasePat h("font/");

font _texture = new Texture(256, 256, TextureOptions. Bl LI NEAR);

font = FontFactory. createFromAsset (font texture,
this,"pf_tenpesta five.ttf", 60, true, Color.RED);

ganeOver _font _texture = new Texture(256, 256,
Text ureOpti ons. Bl LI NEAR) ;

gameOver font =
Font Fact ory. cr eat eFr omAsset (ganeOver _font _texture,this,
"pf _tenmpesta five.ttf", 60, true, Color.BLACK);

t hi s. mEngi ne. get Text ur eManager (). | oadText ur es( nBui | dabl eText ur e,
font _texture,
ganeOver font _texture, mAut oScrol | BackgroundTexture);
t hi s. mEngi ne. get Font Manager (). | oadFont (font);
t hi s. mEngi ne. get Font Manager () . | oadFont (ganeOver _font);

if (options.getSoundEffects() == true) {
SoundFact ory. set Asset BasePat h("snd/");
try {

GaneActivity. shot Sound =
SoundFact ory. cr eat eSoundFr omAsset (
t hi s. mEngi ne. get SoundManager (), this,
"shot. 0gg");
GaneActi vity. expl osi onSound = SoundFact ory

. creat eSoundFr omAsset (t hi s. nEngi ne. get SoundMvanager (),
this, "explosion.ogg");
GaneActi vity. ganeQver Sound =
SoundFact ory. cr eat eSoundFr omAsset (
t hi s. mEngi ne. get SoundManager (), this,
"gameover. 0gg");
} catch (final |CException e) {
Debug. e("Error", e);
}



}

if (options.getMusic() == true) {
Musi cFact ory. set Asset BasePat h("snd/");
try {

this.music = Musi cFactory. creat eMisi cFromisset (
t hi s. mEngi ne. get Musi cManager (), this,
"musi c. ogg");
t hi s. musi c. set Loopi ng(true);
} catch (final |CException e) {
Debug. e("Error", e);
}

}

if (GanmeActivity.options.getControlls().equals("1"))
t hi s. enabl eAccel eronet er Sensor (t hi s);

}

@verride
public Scene onLoadScene() {

t hi s. mEngi ne. r egi st er Updat eHandl er (new FPSLogger());

nEngi ne. st op();
ganelnit();

| oadScene();

return | evel . get Scene();

}

public void showScore(){
runOnUi Thr ead(new Runnabl e() {

@verride
public void run() {

Al ertDi al og. Bui | der alert = new
Al ert Di al og. Bui | der (GaneActivity.this);

alert.setTitle("LEVEL CLEARED');
al ert.setlcon(R drawabl e. trophy);
al ert.set Message(" Score kamu:");

final TextView |blScore = new
Text Vi ewm( GaneActivity.this);
| bl Scor e. set Text Col or (Col or. rgh(20, 164, 255));
| bl Scor e. set Text Si ze(32f);
Typeface font =
Typef ace. creat eFromAsset (get Assets(), "font/ pf_tenpesta five.ttf");
| bl Scor e. set Typeface(font);
| bl Scor e. set Paddi ng(0, 0, 0, 20);
I bl Score.setGavity(Gavity. CENTER_HORI ZONTAL) ;

| bl Score. set Text (String. val ueO (GaneActivity.score.getScore()));
al ert.setView(l bl Score);



alert.setPositiveButton("OK', new
Di al ogl nterface. OnC i ckLi stener () {
public void onCick(Di al ogl nterface dialog, int
whi chButton) {
nEngi ne. start();

}

1)
nEngi ne. st op();
al ert.show();

1)
b

private void goToNextLevel (){
f ade. addShapeModi fi er (new SequenceModi fi er (new
| ShapeModi fi erListener() {

@verride
public void onModi fi erFini shed(| ShapeModifi er
pShapeModi fi er, | Shape pShape) {

showScore();

nEngi ne. cl ear Updat eHandl ers();

| evel . get Scene(). cl ear Updat eHandl ers();
| evel . get Scene(). cl ear Chi |l dScene();

| evel . get Scene() . cl ear TouchAreas();

I evel . next();

bul | et sToReuse. cl ear ();

enem esToReuse. cl ear () ;
enenyBul | et sToReuse. cl ear () ;
expl osi onsToReuse. cl ear ();

| oadScene();

f ade. addShapeModi fi er (new SequenceModi fi er (new
| ShapeModi fi erLi stener() {
@verride
public void onModi fi erFini shed(| ShapeModifier
pShapeModi fi er, | Shape pShape) {
ganeCet Ready() ;

}
}, new Del ayModi fier(1l), new Al phaMWodifier(0.5f, 1
0)));

}
}. new Al phahMbdifier(0.5f, 0, 1)));
}

public void | oadScene(){
i sGaneOQver = fal se;
i sGanreReady = fal se;
i sBossFi ght = fal se;
i f(level.getLevel ()!=0){
mAut oScr ol | Backgr oundText ur e. cl ear Text ur eSources() ;



Text ur eRegi onFact ory. cr eat eFr omAsset ( mAut oScr ol | Backgr oundText ur e, t hi s,
"background" +l evel . get Level () +". png", 0, 0);

}

| evel . get Scene() . set Background(Scrol | Backgr ound) ;

| evel . get Scene() . get TopLayer (). addEntity(okvir);

| evel . get Scene() . get TopLayer (). addEntity(heal t hbar);
| evel . get Scene() . get TopLayer (). addEntity(fade);

| evel . get Scene(). regi st er Updat eHandl er (new Ti mer Handl er ( 5-
| evel . getLevel (), new I TinerCall back() {
@verride
public void onTi mnePassed(Ti mer Handl er pTi mer Handl er) {
pTi mer Handl er . reset () ;

if (isGaneReady == true){
i f(score. getScore()>=100){
i f(boss.isVisible()==fal se &
enem es. si ze()==0 && i sBossFi ght ==fal se){
i sBossFi ght =true
gameWar ni ng() ;

}el se{
i f(level.getScene().getWaves(). getCurrentWave()==null){
i f(enem es. size()==0){
ganelLevel d eared();
}
}el se{
for(int
i =0; i <l evel . get Scene(). get Waves(). get Current Wave().size();i++){
i f(level.getScene().getWaves().get CurrentWave().get Type(i).equal s("ship

")){
for(int
j =0;j <l evel . get Scene(). get Waves(). get Current Wave() . get Count (i);j++){

creat eEnenyShi p(paths[j]);

}
}
}
| evel . get Scene() . get Waves(). next ();
}
}
}
}
1))
| evel . get Scene(). regi st er Updat eHandl er (new | Updat eHandl er () {
@verride

public void reset() {}

@verride

public void onUpdate(fl oat pSecondsEl apsed) {
checkCol | usi ons();

}



1)

shi p. setPositi on(CAMERA WDTH / 2 -
nShi pText ureRegi on. get Til eWdth() / 2, CAMERA HEI GHT + 300);
shi p. addToScene( | evel . get Scene());

i f(options.getAutoFire()==true){
| evel . get Scene() . regi st er Updat eHandl er ( new
Ti mer Handl er (0. 8f, new | Ti mer Cal | back() {
@verride
public void onTi nePassed(final Ti nerHandl er
pTi mer Handl er) {
pTi mer Handl er . reset () ;
if (isGaneReady == true)
ship.fire();

1))
}

if (GanmeActivity.options.getControlls().equals("3")) {

final Anal ogOnScreenControl anal ogOnScreenControl = new
Anal ogOnScr eenCont r ol ( CAMERA_ W DTH-
t hi s. mOnScr eenCont r ol BaseText ur eRegi on. get Wdt h(), CAMERA HEI GHT -
t hi s. mOnScr eenCont r ol BaseText ur eRegi on. get Hei ght () - 30, caner a,
t hi s. mOnScr eenCont r ol BaseText ur eRegi on,
t hi s. mOnScr eenCont r ol KnobText ur eRegi on, 0.1f, 200, new
| Anal ogOnScr eenControl Li stener () {
@verride
public void onControl Change(final BaseOnScreenContro
pBaseOnScreenControl, final float pValueX, final float pVal ueY) {
shi p.set Vel ocity(pVal uexXx * 150, pValueY * 150);
}

@verride
public void onControl dick(final Anal ogOnScreenContro
pAnal ogOnScreenControl) {}

1)

anal ogOnScr eenControl . get Cont r ol Base() . set Al pha(0. 5f);
anal ogOnScr eenControl . get Control Base() . set Scal eCent er (0,

128);
anal ogOnScr eenControl . get Contr ol Base() . set Scal e(0. 75f) ;
anal ogOnScr eenControl . get Contr ol Knob() . set Scal e(0. 75f) ;
anal ogOnScr eenControl . refreshControl KnobPosi ti on();
| evel . get Scene() . set Chi | dScene(anal ogOnScreenControl);
}
}
@verride

public void onLoadConpl ete() {
runOnU Thr ead(new Runnabl e() {
@verride
public void run() {
scoreVi ew. set Text (" SCORE: 0");
}



1)

if (options.getMisic() == true) {
nmusi c. pl ay();
}

nEngi ne. start();

f ade. addShapeModi fi er (new SequenceModi fi er (new
| ShapeModi fi erListener() {
@verride
public void onModi fi erFini shed(| ShapeModifier
pShapeModi fi er, | Shape pShape) {
ganeCet Ready() ;

}
}, new Del ayModi fier(1), new Al phaModifier(0.5f, 1, 0)));

}

@verride
public void onAccel eronet er Changed( Accel eronet er Dat a accel eroneter) {
if (isGameReady == true)
shi p. nove(accel eroneter);
el se
shi p.set Vel ocity(0);
}

@verride
publ i c bool ean onKeyDown(final int pKeyCode, final KeyEvent pEvent) {
if (isGameReady == true) {

if (GanmeActivity.options.getControlls().equals("2")) {
i f (pKeyCode == KeyEvent.KEYCODE_DPAD LEFT
&& pEvent.getAction() ==
KeyEvent . ACTI ON_ DOMN) {
shi p.set Vel ocity(-100, 0);
return true;
} else if (pKeyCode == KeyEvent.KEYCODE_DPAD RI GHT
&& pEvent.getAction() ==
KeyEvent . ACTI ON_ DOMN) {
shi p.set Vel ocity(100, 0);
return true;
} else if (pKeyCode == KeyEvent.KEYCODE_DPAD UP
&& pEvent . get Action() ==
KeyEvent . ACTI ON_ DOMN) {
shi p.setVel ocity(0, -100);
return true;
} else if (pKeyCode == KeyEvent. KEYCODE DPAD DO
&& pEvent.getAction() ==
KeyEvent . ACTI ON_ DOMN) {
shi p.set Vel ocity(0, 100);
return true;

}

i f(options. get Aut oFire()==fal se)
i f (pKeyCode == KeyEvent. KEYCODE DPAD CENTER



&& pEvent. get Action() ==

KeyEvent . ACTI ON_ DOMN) {

}

ship.fire();
return true;

}

i f (pKeyCode == KeyEvent. KEYCODE_ BACK

&& pEvent . get Action() == KeyEvent.ACTI ON_ DOMNN) {

showExi t Di al og() ;
return true;

}

return super.onKeyDown(pKeyCode, pEvent);

public void gamelnit() {

150) .
400) .
100) .

300) .

score.reset();

enem es = new ArrayLi st <EnenyShi p>();
enem esToReuse = new ArraylLi st <EnenyShi p>();

bull ets = new Arraylist<Bull et>();
bul | et sToReuse = new ArrayLi st <Bull et>();

enenyBul | ets = new ArraylLi st <EnenyBul | et >();
enemnyBul | et sToReuse = new ArraylLi st <EnenyBul |l et >();

expl osi ons = new ArraylLi st <Expl osi on>();
expl osi onsToReuse = new Arrayli st <Expl osi on>();

pat hs[0] = new Path(7).to(50, -60).to(50, 150).to(400,

t0(300, 250).t0(400, 500).to(150, 400).to(400, -60);

paths[1] = new Path(7).to(100, -60).to(250, 100).to(100,

t 0(300, 300).t0(400, 400).to(250, 100).to(300, -60);

pat hs[2] = new Path(7).to(300, -60).to(400, 120).to(300,

t0(200, 400).t0(200, 320).to(150, 300).to(200, -60);

pat hs[3] = new Path(7).to(400, -60).to(200, 50).to(50,

t0(300, 400).to(150, 400).to(300, 200).to(100, -60);

| evel = new Level (this);
Scrol | Background = new Scrol | Backgr ound(new Sprite(0,

CAMERA HEI GHT - this.nBcrol |l Layer. get Hei ght (), this. nmScroll Layer),

fade = new Rectangl e(0, 0, 480, 800);
fade.setCol or (0, 0, 0);
f ade. set Al pha(1);

boss = new Boss(200, -200, nBossText ureRegion,

nLaser Text ur eRegi on, get Engi ne());

okvir = new Rectangl e(310, 30, 140, 18);
okvir.setCol or(0.1f, 0.1f, 0.1f);

heal t hbar = new Rectangl e(314, 34, 132, 10);
heal t hbar. set Col or (1, 0, 0);

100) ;



ship = new Pl ayer Shi p(CAMERA WDTH / 2 -
nShi pText ureRegi on. get Til eWdth() / 2, CAMERA HEI GHT + 300,
nShi pText ur eRegi on, get Engi ne());

}

public void ganeGet Ready() {
shi p. addShapeMbdi fi er (new SequenceModi fi er (
new | ShapeMdi fi erListener() {

@verride

public void onModifierFini shed(
| ShapeModi fi er pShapeModifier,

final |Shape eneny) ({
runOnUpdat eThr ead( new Runnabl e() {

public void run() {

final Text textCenter = new
Text (
CAVMERA WDTH / 2
- 150,
CAVERA HEIGHT / 2
- 60, ganeOver_font,

" GET\ nREADY",
Hori zont al Al'i gn. CENTER) ;
nEngi ne. get Scene() . get TopLayer ()
.addEntity(textCenter);
t ext Cent er
. addShapeModi fi er (new SequenceModi fi er (
new
| ShapeModi fi erLi stener() {
@verride
public void onModifierFini shed(
| ShapeModi fi er pShapeModifier,
| Shape pShape) {
GaneActivity.i sGaneReady = true;
}
}1
new Scal eModi fier(1, 0, 1),
new
Del ayModi fier(1),
new

Scal eModifier(1, 1, 0)));

1)

}
}, new Pat hMbdi fier(2, new Path(2).to(



CAVERA WDTH / 2 -

nShi pText ur eRegi on. get Ti | eW dt h()
/ 2, CAMERA HEI GHT + 100).tof
CAMERA WDTH / 2 -
nShi pText ur eRegi on. get Ti | eW dt h()
/ 2, CAMERA _HEI GHT - 160),
EaseSi nel nQut

}

public void ganeLevel Cl eared() {
final Text textCenter = new Text(
CAMERA WDTH / 2 - 215,
CAMERA HEIGHT / 2 - 60, ganmeOver _font,
"LEVEL\ nCLEARED", Hori zontal Ali gn. CENTER) ;
nEngi ne. get Scene() . get TopLayer ()
.addEntity(textCenter);

.getlnstance())));

t ext Cent er
. addShapeModi fi er (new SequenceModi fi er (
new | ShapeMdi fi erListener() {
@verride
public void onModifierFini shed(
| ShapeModi fi er
pShapeModi fi er,
| Shape pShape) {
GaneActivity.isGaneReady =
fal se;
shi p. addShapeModi fi er (new
SequenceModi fi er (

new
| ShapeModi fi erListener() {
@verride
public void
onModi fi er Fi ni shed(
| ShapeModi fi er pShapeModifier, final |Shape eneny) {
runOnUpdat eThr ead( new Runnabl e() {
public void run() {
[1finish();
goToNext Level ();
}
1)
}
}, new

Pat hivodi fier(2, new Path(2).to(ship.getX(),ship.getY()).to
ship.get X(), -100), EaseSi nel nCut
.getlnstance())));

}
}, new Scal eModifier(1, 0, 1),
new Del ayModi fier (1),



new Scal eModifier(1, 1, 0)));
}

public void gameWarning() {

final Text textCenter = new Text(
CAMERA WDTH / 2 - 195,
CAMERA HEIGHT / 2 - 60, font,
"WARNI NG', Hori zontal Al'i gn. CENTER) ;
nEngi ne. get Scene() . get TopLayer ()
.addEntity(textCenter);

t ext Cent er
. addShapeModi fi er (new SequenceModi fi er (
new | ShapeMdi fi erListener() {

@verride
public void onModifierFini shed(
< Gt | ShapeModi fi er
pShapeModi fi er,
| Shape pShape) {
/1 GanmeActivity.isBossFight =
true;

boss. addToScene() ;
boss. fight();

}
}, new Scal eModifier(1, 0, 1),
new Del ayModi fier (1),
new Rot ati onByModi fier(1.5f, 360),
new Del ayModi fier (1),
new Scal eModifier(1, 1, 0)));
}

public void createEnenyShi p(Path path) {

i f (enem esToReuse.isEmpty()) {
final EnenyShip eneny = new EnemnyShi p( CAMERA W DTH / 2
- nBhi pTextureRegi on.getTileWdth() / 2, -50,
nEnenyText ur eRegi on, get Engi ne());
enemny. addToScene() ;
eneny. fol ow( path, 10);
} else {
final EnenyShip eneny = EnenyShip.reuse();
enemny. addToScene() ;
eneny. fol ow( path, 10);

}
public void checkCol | usions() {

/1 COLLUSI ON BETWEEN SHI P AND ENEMY BULLETS
if (enenyBullets.size() > 0) {
for (int i =0; i < enemyBullets.size(); i++) {
final EnenyBullet bullet = enenyBullets.get(i);
if
(BaseCol I i si onChecker. checkAxi sAl i gnedRect angl eCol | i si on(



bul l et.getX(), bullet.getY(),
bul l et.getX() + bullet.getWdth(),
bul I et. get Y()
+ bul |l et. get Hei ght (),
shi p.get X(), ship.getY(),
ship.get X() + ship.getWdth(),
ship.getY() + ship.getHeight()) == true)

runOnUpdat eThr ead( new Runnabl e() {
public void run() {

bul | et. renmoveFronScene();
ship.hit();

/1 hit point
Debug. d("HEALTH >
"+shi p.getHeal th());
i f(ship.getHealth()>=0){

heal t hbar. set Wdt h((shi p. get Heal t h() +1) *35) ;
}el se{

heal t hbar. set Wdt h( (shi p. get Heal t h() +1) *35) ;
heal t hbar. set Vi si bl e(fal se);
okvir.setVisible(false);

}
i f
(GameActivity.options.getVibration() == true)
vi brate();
if (ship.getHealth() < 0) {
i f
(GanmeActivity.options. get SoundEf fects() == true)
expl osi onSound. pl ay();
makeExpl osi on(shi p. get X(),
ship.getY());
showGaneOver () ;
}

1)

}

i f(boss!=null && boss.getlLaser()!=null){
i f(boss. getlLaser().isVisible()==true)

{
i f

((BaseCol |'i si onChecker. checkAxi sAl i gnedRect angl eCol i si on(
boss. get Laser (). get X(),

boss. get Laser (). get Y(),
boss. getLaser().get X() +

boss. get Laser().getWdth(), boss.getlLaser().getY()

+

boss. get Laser (). get Height(), ship.getX(), ship.getY(),

ship.get X() + ship.getWdth(),



ship.getY() + ship.getHeight()) == true
&& ship.isKilled()==fal se) ||

(BaseCol I i si onChecker . checkAxi sAl i gnedRect angl eCol | i si on(

boss. get Laser 2(). get X(),
boss. get Laser2().get Y(),

boss. get Laser2().get X() +
boss. get Laser2().getWdth(), boss.getlLaser2().getY()

+

boss. get Laser2().getHei ght(), ship.getX(), ship.getY(),

ship.getX() +
shi p.getWdth(),

ship.getY() +
ship.getHeight()) == true && ship.isKilled()==fal se)

) |
runOnUpdat eThr ead( new Runnabl e() {
public void run() {
ship.kill();
if
(GameActivity.options.getVibration() == true)
vi brate();
i f
(GameActivity.options. get SoundEf fects() == true)
expl osi onSound. pl ay();
makeExpl osi on(shi p. get X(),
ship.getY());
showGaneOver () ;
}
1)
}

}

/] COLLUSI ON BETWEEN ENEMY AND SHI P BULLETS
if (bullets.size() > 0) {

for (int i =0; i < bullets.size(); i++) {
final Bullet bullet = bullets.get(i);
if (enemes.size() > 0) {
for (int j =0; j < enemes.size(); j++)

{

enem es.get(j);

final EnenyShip eneny =
i f (BaseCol |lisionChecker
. checkAxi sAl i gnedRect angl eCol | i si on(
bul l et.getX(), bullet.getY(),
bull et.getX() + bullet.getWdth(),

bul l et.getY() + bullet.getHeight(),



eneny. get X(), eneny.getY(),
enemny. get X() + enemy.getWdth(),

enemny.getY() + eneny.getHeight()) == true
&& leneny.isKilled()) {
runOnUpdat eThr ead( new
Runnabl e() {
public void run() {

scor e. addPoi nt s();
refreshScore();

bul | et.renmoveFronScene();
if
(GameActivity.options. get SoundEf fects() == true)

expl osi onSound. pl ay();
makeExpl osi on(eneny. get X(), eneny.getY());

enemny. removeFr onScene() ;

1)

}

i f (BaseCol |lisionChecker

. checkAxi sAl i gnedRect angl eCol | i si on(

bul | et. get X(),
bul I et. get Y(),

bul l et.getX() +
bul l et. getWdth(),

bull et.getY() +
bul | et. get Hei ght (),

boss. get X(),
boss. get Y(), boss. get X()

boss. getWdth(), boss.getY()

boss. get Hei ght ()) == true
&& !'boss.isKilled()) {
runOnUpdat eThr ead( new Runnabl e() {
public void run() {
score. addPoi nts() ;
refreshScore();
bul | et. renoveFrontcene();
if
(GameActivity.options. get SoundEf fects() == true)
expl osi onSound. pl ay();
makeExpl osi on(boss. get X() +15,
boss. get Y() +15) ;



boss. addShapeModi fi er (new
SequenceModi fi er (new Col or Modi fier(0.3f, 1, 1, 1, 0, 1, 0), new
Col or Modi fier(0.3f, 1, 1, 0, 1, 0, 1)));

}
1)

}

public void refreshScore(){
runOnU Thr ead(new Runnabl e() {
@verride
public void run() {
GaneActivity. scoreVi ew. set Text (" SCORE:
"+score. get Score());

1)
}

public void makeExpl osi on(fl oat posx, float posy) {
i f (expl osionsToReuse.isEnmpty())
new Expl osi on(posx, posy, nExpl osi onText ureRegi on,
get Engi ne());
el se
Expl osi on. reuse(posx, posy);

}

public void vibrate() {
/1 script yg digunakan untuk nenjal ankan fungsi vibrate
/'l <uses-perm ssion androi d: nanme="andr oi d. per m ssi on. VI BRATE"/ >
final Vibrator vibrator = (Vibrator)
get Syst enSer vi ce( Cont ext . VI BRATOR_SERVI CE) ;
vi brat or. vi brat e(500);
}

public void showGaneOver () {
shi p. addShapeMbdi fi er (new Sequencelbdi fi er(
new | ShapeMdi fi erListener() {

@verride

public void onModifierFini shed(
| ShapeModi fi er pShapeModifier,

| Shape pShape) {
runOnUpdat eThr ead( new Runnabl e() {
public void run() {
i sGameQver = true;

i f
(GanmeActivity.options. get SoundEf fects() == true)
GaneActi vity. ganeOver Sound. pl ay();
shi p. removeFr onScene() ;

shi p. set Position(-20,
shi p. get Accel erationY()); // 1ZBACI GA SA VI DA SCENE



final Text textCenter = new

Text (

CAMERA WDTH / 2
- 120,

CAMERA_HEI GHT / 2
- 60, ganeOver_font,

" GAME\ nOVER"
Hori zont al Al'i gn. CENTER) ;

nEngi ne. get Scene() . get TopLayer ()

.addEntity(textCenter);
t ext Cent er

. addShapeModi fi er (new SequenceModi fi er (

new
| ShapeModi fi erListener() {

@verride

public void onModifierFini shed(
| ShapeModi fi er pShapeMbodifier,
| Shape pShape) {

shi p. cl ear ShapeModi fiers();

if (options.getMusic() == true) {

nusi c. stop();

nEngi ne. st op();

final H ghscore highscore = new Hi ghscore(get ApplicationContext());

i f(highscore.inHi ghscore(score. getScore()))

{

runOnUi Thr ead(new Runnabl e() {

@verride
public void run() {



Al ertDi al og. Bui | der alert = new
Al ert Di al og. Bui | der (GaneActivity.this);

alert.setTitle("H GHSCORE") ;

alert.setlcon(R drawabl e. trophy);

al ert.set Message("Score : "+score. get Score()+"\ nMasukkan
namamu: ") ;

final LinearlLayout |ayout = new
Li near Layout (GaneActivity.this);

final EditText input = new EditText(GaneActivity.this);

| ayout . set Layout Par anms( hew
Layout Par ans( Layout Par ans. FI LL_PARENT, Layout Par ans. FI LL_PARENT) ) ;

i nput . set Layout Par ans( new
Layout Par ans( Layout Par ans. FI LL_PARENT, Layout Par ans. FI LL_PARENT) ) ;

| ayout . set Paddi ng(20, 0, 20, 0);

| ayout . addVi ew(i nput ) ;

alert.setView(layout);

alert.setPositiveButton("Ck", new
Di al ogl nterface. OnC i ckLi stener() {

public void onCick(Di al oglnterface dialog, int
whi chButton) {

String value = input.getText().toString();

hi ghscor e. addScor e(val ue, score. get Score());
String url =
"https://docs. googl e. coni f orns/ d/ 1i 5gf r gl HPr KUOM5p7wWUY- HRo-
SWRIRb7CXYBQIY8M vi ewf or nt';
Intent i = new Intent(lntent. ACTI ON_VI EW;
i.setData(Uri.parse(url));
startActivity(i);

finish();



1)

al ert.show();
}
1)
}el se{
finish();
}
}
}l
new Scal eModi fier(1, 0, 1),
new
Del ayModi fier(2),
new
Scal eModi fier(1, 1, 0),
new

Del ayModi fier(1)));

1)
}
}, new Scal eModifier(0.3f, 1, 0)));

/1 shi p. get Shadow() . addShapeMbdi fi er (new SequenceMbdi fi er (new
Scal eModi fier(0.3f, 1, 0)));

}

public void showExitDial og() {
if (options.getMusic() == true) {
nusi c. pause() ;
}

nEngi ne. st op();
Al ertDi al og. Bui | der builder = new Al ertDi al og. Bui | der (this);
bui | der. set Message(" Yaki n pengen kel uar?")
. set Cancel abl e(f al se)
.setTitle("EXIT")
.setPositiveButton("Yes",
new Di al ogl nterface. Ond i ckLi stener () {
public void ondick(Di al oglnterface
dialog, int id) {
if (options.getMisic() ==
true) {
nmusi c. stop();

}
finish();

}
})
. set Negati veButton("No", new
Di al ogl nterface. Ond i ckLi stener() {



public void onCick(Di al oglnterface dialog, int

id) {
di al og. cancel ();
if (options.getMusic() == true) {
nusi c. pl ay();
}
nEngi ne. start ();
}
1)

AlertDialog alert = builder.create();

al ert.setlcon(R drawabl e.icon);

al ert.show();

}

Hel pActivity.java
package skri psi.akakom peranghel i kopt er. gane;
i mport skripsi.akakom peranghel i kopter. garme. R,

i mport android. app. Activity;
i mport androi d. os. Bundl e;

public class Hel pActivity extends Activity {

@verride

public void onCreate(Bundl e savedl nstanceState) {
super. onCreat e( savedl nst anceSt at e) ;
set Cont ent Vi em( R | ayout . hel p);

/] TextView help = (TextView) findViewByld(R id.txtHelp);
/] Typeface font =
Typef ace. cr eat eFr omAsset (get Assets(), "font/ pf_tenpesta_five.ttf");
/1 hel p. set Typeface(font);
}

Hi ghscore. java

package skri psi.akakom peranghel i kopter. gane;

i mport androi d. cont ent. Cont ext ;
i mport androi d. cont ent. Shar edPr ef er ences;

public class Hi ghscore {

privat e SharedPreferences preferences;
private String nanes[];
private long score[];

public Hi ghscore(Context context) {
preferences = context. get SharedPreferences("Hi ghscore", 0);
nanes = new String[ 10];



score = new | ong[ 10];
for (int x = 0; x < 10; x++) {

nanes[ x] = preferences.getString("name" + x, "-");
score[x] = preferences. getlLong("score" + x, 0);

}

public String getName(int x) {
/1 Mendapat kan nama urutan ke x dal am daftar highscore
return nanes[x];

}

public long getScore(int x) {
/1 Mendapat kan nilai score untuk daftar |ist Hi ghscore
return score[x];

}

public bool ean inHi ghscore(long score) {
/1 Menget es apak masuk dal am daftar highscore atau tidak
int position;
for (position = 0; position < 10 & this.score[position] >=
score; position++)

if (position == 10)
return fal se;
return true;

}

public bool ean addScore(String name, |ong score) {
/1 Menanbahkan nama dan score kedal am|list highscore
int position;
for (position = 0; position < 10 & this.score[position] > score;
posi tion++);

if (position == 10)
return fal se;

for (int x =9; x > position; x--) {
nanes[ x] = nanes[x - 1];
this.score[x] = this.score[x - 1];

}
t hi s. names[ position] = new String(nane);
this.score[position] = score;

Shar edPref erences. Editor editor = preferences.edit();

for (int x = 0; x < 10; x++) {
editor.putString("nane" + x, this.nanes[x]);
edi tor. putlLong("score" + x, this.score[x]);

}

editor.comit();

return true;



MenuActivity.java

package skri psi.akakom peranghel i kopt er. gane;

i mport android. app. Activity;

i mport androi d. app. Al ert Di al og;

i mport android. content. Di al ogl nterface;
i mport android. content.Intent;

i mport androi d. graphi cs. Typef ace;

i mport android.net. Uri;

i mport androi d. os. Bundl €;

i nport android. vi ew. KeyEvent ;

i mport android. vi ew. Vi ew;

i mport android. view. Vi ew. OnC i ckLi st ener;
i mport androi d. wi dget . Text Vi ew;

public class MenuActivity extends Activity {

@verride

public void onCreate(Bundl e savedl nstanceState) ({
super. onCreat e( savedl nst anceSt at e) ;
set Cont ent Viewm R | ayout . mai n_new) ;

Typeface font =
Typef ace. creat eFromAsset (get Assets(), "font/ pf_tenpesta_five.ttf");

TextView txtView = (TextView) findViewByld(R id.copyright);
t xt Vi ew. set Typeface(font);

Text View btnHel p = (TextView) findViewByld(R id.btnHelp);
bt nHel p. set Typef ace(font);

bt nHel p. set OnCl i ckLi st ener (new Ond i ckLi stener () {

@verride
public void ondick(Viewv) {
Intent help = new Intent(MenuActivity.this,
Hel pActivity. cl ass);
startActivity(help);

1)

TextView btnExit = (TextView) findViewByld(R id.btnExit);
bt nExi t. set Typef ace(font);
bt nExit.set OnC i ckLi st ener (new Ond i ckLi stener () {

@verride

public void ondick(Viewv) {
showExi t Di al og();

}

1)
Text Vi ew bt nAbout = (TextView) findViewByld(R id.btnAbout);

bt nAbout . set Typeface(font);
bt nAbout . set OnCl i ckLi st ener (new Ond i ckLi stener () {

@verride



public void ondick(Viewv) {
Al ertDi al og. Bui | der al ertbox = new
Al ert Di al og. Bui | der (MenuActivity.this);
al ertbox.setTitle("ABOUT");
al ertbox. setlcon(R drawabl e. i con);
al ert box. set Cancel abl e(fal se);
al ert box. set Message(" Skri psi Ganme Perang
Hel i kopter\n" +
"Di buat A eh Muchanmed
Al'i Nur Secha\n " +
“"NIM: 105410354
Jurusan Tekni k I nformati ka Akakom n" +
"Tahun 2013");

al ertbox. set PositiveButton("dC ose",
new
Di al ogl nterface. Ond i ckLi stener() {
public void
onClick(D al oglnterface dialog, int id) {

1)
al ertbox. show() ;
}
1)

Text Vi ew btnStart Gane = (Text Vi ew)
findViewByl d(R i d. btnStart Gane);
bt nSt art Gane. set Typef ace(font);
bt nSt art Gane. set Ond i ckLi st ener (new OnC i ckLi stener () {

@verride
public void ondick(Viewv) {
Intent game = new I ntent(MenuActivity.this,
GaneActivity.cl ass);
start Activity(gane);

1)

Text View bt nOptions = (TextView) findViewByld(R id.btnOptions);
bt nOpti ons. set Typef ace(font);
bt nOpti ons. set OnCl i ckLi st ener (new OnC i ckLi stener() {

@verride
public void ondick(Viewv) {

Intent game = new I ntent(MenuActivity.this,
OptionsActivity.class);

}

start Activity(gane);

1)

Text Vi ew bt nAngket = (TextView) findViewByld(R id.btnAngket);
bt nAngket . set Typef ace(font);
bt nAngket . set Ond i ckLi st ener (new OnC i ckLi stener () {

@verride
public void ondick(Viewv) {



String url =
"https://docs. googl e. coni f orns/ d/ 1i 5gf r gl HPr KUOM5p7wWUY- HRo-
SWQRIRL7CXYBQIYBM vi ewf or ni';
Intent i = new Intent(Ilntent. ACTI ON_VI EW;
i.setData(Uri.parse(url));
startActivity(i);

1

Text Vi ew bt nHi ghscore = (Text Vi ew)
findViewByl d(R.i d. bt nHi ghscore);

bt nH ghscore. set Typef ace(font);

bt nH ghscore. set Ond i ckLi st ener (new OnC i ckLi stener () {

@verride
public void ondick(Viewv) {
Al ertDi al og. Bui | der al ertbox = new
Al ert Di al og. Bui | der (MenuActivity.this);
al ertbox.setTitl e("H GHSCORE") ;
al ertbox. setlcon(R drawabl e. t rophy);
al ert box. set Cancel abl e(fal se);

Hi ghscore score = new
Hi ghscore(MenuActivity.this);
StringBuilder str = new StringBuilder();

for(int i=0;i<10;i++){
if(i!=9)
str.append(i +1 +"
"+score.getNanme(i)+" ("+score.getScore(i)+" points)\n");
el se
str.append(i+1 +".
"+score.get Name(i)+" ("+score.getScore(i)+" points)\n");

al ertbox. set Message(str.toString());

al ertbox. set Positi veButton("C ose"

new
Di al ogl nterface. Ond i ckLi stener() {
public void
onClick(D al oglnterface dialog, int id) {
}
1)
al ertbox. show() ;
}
1)
}
@verride

public bool ean onKeyDown(final int pKeyCode, final KeyEvent
pEvent) {



i f (pKeyCode == KeyEvent. KEYCODE BACK
&& pEvent. get Action() == KeyEvent. ACTI ON_DOMN)

showExi t Di al og();
return true;

}

return super.onKeyDown(pKeyCode, pEvent);
}

public void showExitDial og() {
Al ertDi al og. Bui | der buil der = new
Al ert Di al og. Bui | der (MenuActivity.this);
bui | der. set Message(" Yaki n pengen kel uar?")
. set Cancel abl e(f al se)
.setTitle("EXIT")
.set PositiveButton("Yes",

new
Di al ogl nterface. Ond i ckLi stener() {
public void
onClick(D aloglnterface dialog, int id) {
MenuActivity.this.finish();
}

})

. set Negati veButton("No", new
Di al ogl nterface. OnC i ckLi stener() {
public void onCick(Di al oglnterface
dialog, int id) {
di al og. cancel ();

1)

AlertDialog alert = builder.create();
al ert.setlcon(R drawabl e.icon);
al ert.show();

OptionsActivity.java
package skri psi.akakom peranghel i kopt er. gane;
i mport skripsi.akakom perangheli kopter. garme. R,

i mport androi d. os. Bundl e;
i mport android. preference. PreferenceActivity;

public class OptionsActivity extends PreferenceActivity {

@verride

public void onCreate(Bundl e savedl nstanceState) {
super. onCreat e(savedl nst anceSt at e) ;
addPr ef er encesFr onResour ce(R. | ayout . opti ons);



Scrol | Background. j ava

package skri psi.akakom peranghel i kopt er. gane. backgr ound;
i mport javax.m croedition. khronos. opengl es. G_10;

i nport org.anddev. andengi ne. engi ne. caner a. Caner a;
i mport org.anddev. andengi ne. entity. scene. background. Col or Backgr ound;
i mport org.anddev. andengi ne. entity. shape. Shape;

public class Scroll Background ext ends Col or Background {

private final Shape nthape;
private final float ntcroll ChangePer Second;
protected fl oat nScroll Val ue;

public Scroll Background(final Shape pShape, final float
pScrol | ChangePer Second) {
super (0, 0, 0);
t hi s. mcr ol | ChangePer Second = pScr ol | ChangePer Second,;
nShape = pShape;
}

public void setScrollValue(final float pScrollValue) {
this. mScrol |l Val ue = pScroll Val ue;
}

@verride
public void onUpdate(final float pSecondsEl apsed) {
super . onUpdat e( pSecondsEl apsed) ;

this. nmScroll Val ue += this. nScrol | ChangePer Second *
pSecondsEl apsed;

}

@verride
public void onDraw(final G.10 pd., final Canera pCanera) {
super. onbraw( p&., pCanera);

pGL. gl PushMatri x();

{
final float caneraHei ght = pCanera. get Hei ght ();
final float shapeHei ght Scal ed = 800;
float baseO fset = nfscrol |l Val ue % shapeHei ght Scal ed;

whi | e(baseOf fset > 0) {
baseCf f set -= shapeHei ght Scal ed;

pGL. gl Transl at ef (0, baseOffset, 0);

float current MaxY = baseO f set;



do {
t hi s. nBhape. onDr aw( p&., pCanera);
pGL. gl Transl at ef (0, shapeHei ght Scal ed, 0);
current MaxY += shapeHei ght Scal ed;

} while(current MaxY < caner aHei ght)

}
pGL. gl PopMatri x();

Expl osi on. j ava

package skri psi.akakom peranghel i kopter. gane. ef fects;

i mport org.anddev. andengi ne. engi ne. Engi ne;

i mport org.anddev. andengi ne. entity.sprite.Ani matedSprite;

i nport org.anddev. andengi ne. opengl . texture. region. Ti | edText ur eRegi on

i mport skripsi.akakom peranghel i kopt er. ganme. GameActi vity;
public class Explosion extends Ani natedSprite {
private final Engi ne nEngine;

public Expl osion(float pX, float pY, TiledTextureRegion
pTi | edText ur eRegi on, final Engi ne engine) {
super (pX, pY, pTiledTextureRegion);
nEngi ne = engi ne;
GaneActivity. expl osi ons. add(t hi s);
addToScene();
expl ode();
}

public static Explosion reuse(float posx, float posy) {

final Explosion explosion =
GaneActi vity. expl osi onsToReuse. get (0);

GaneActivity. expl osi ons. add( expl osi on);
GaneActi vity. expl osi onsToReuse. r enove( expl osi on);
expl osi on. set Posi ti on(posx, posy);
expl osi on. expl ode();
expl osi on. set Vi si bl e(true);
return expl osi on;

}

public void addToScene() {
nEngi ne. get Scene() . get TopLayer (). addEntity(this);
}

public void explode() {
t hi s. ani mat e( GameActi vity. ANl MATI ON_FRAMELENGTH1, fal se
new | Ani mati onLi stener () {
@verride
public void onAni mati onEnd(final Ani matedSprite
expl osi on) {
expl osi on. set Vi si bl e(fal se);

GaneActi vity. expl osi onsToReuse. add( ( Expl osi on) expl osion);
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GaneActi vity. expl osi ons. renove( expl osi on);

Boss.

}
)

j ava

package skri psi.akakom peranghel i kopt er. gane. eneni es;

i mport
i mport
i mport
i mport
i mport
i mport

or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.

or g. anddev. andeng

st ener;
i mport
i mport
i mport

or g. anddev.
or g. anddev.

or g. anddev. andengi

ner;

i mport
i mport
i mport
i mport
i mport
i mport
i mport

i mport

or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.

andengi
andengi
andengi
andengi
andengi

ne. enti

andengi
andengi

ne. enti

andengi
andengi
andengi
andengi
andengi
andengi
andengi

ne.
ne.
ne.
ne.
ne.

ty.

ne.
ne.

ty.

ne.
ne.
ne.
ne.
ne.
ne.
ne.

engi ne. Engi ne;

engi ne. handl er.tiner.|Ti mer Cal | back;
engi ne. handl er. ti ner. Ti ner Handl er
entity. shape. | Shape;
entity.shape. nodi fier. | ShapeMdifier;

shape. nodi fi er. | ShapeModi fi er. | ShapeModi fi erLi

entity. shape. nodi fier.LoopMdifier
entity. shape. nodi fier. Pat hModi fi er;

shape. modi fi er. Pat hModi fi er. | Pat hModi fierlListe

entity.shape. nodifier. Scal eMbdi fier
entity.shape. nodifier. SequencehMdifier;
entity. shape. nodifier. ease. EaseSi nel nQut ;
entity.sprite. Ani matedSprite;

opengl . texture.regi on. Text ur eRegi on;
opengl . texture. region. Ti| edText ur eRegi on
util. Path;

skri psi . akakom per anghel i kopt er. ganme. GameAct i vity;

public class Boss extends Ani natedSprite inplenents | Eneny {

private final Engi ne nEngine;
private bool ean

private

kill ed;

private Laser |aser

private Laser |aser?2
private bool ean
private bool ean

public Boss(float pX,

i;
ul et eo;

Text ur eRegi on | aser Regi on,
super (pX, pY, pTiledTextureRegion);
this.laserRegi on = | aser Regi on;

}

nEngi ne =

engi ne;

kill ed=fal se;
ul et eo=f al se;
this.setVisible(false);

Text ur eRegi on | aser Regi on;

float pY, TiledTextureRegi on pTil edText ureRegi on

final Engine engine) {

public boolean isKilled(){



return killed;

}

public void fight(){
this.setVisible(true);
thi s. ani mat e( GameActi vity. ANl MATI ON_FRAMELENGTHL) ;

}

public Laser getlLaser(){

return | aser;

}

public Laser getLaser2(){
return | aser?2;

}
@verride

public void addToScene() {

this.| aser

new Laser (this.getX()+this.getWdth()/2,

this.getY()+this.getHeight(), |aserRegion, nEngine);

this.laser2

new Laser(this.getX()+this.getWdth()/2,

| aser.get Y() +l aser. get Hei ght (), |aserRegi on, nEngi ne);
| aser. addToScene();
| aser 2. addToScene();
| aser.set Visible(fal se);
| aser 2. set Vi si bl e(fal se);

i =true;

nEngi ne. get Scene() . r egi st er Updat eHandl er (new Ti mer Handl er ( 4f,

1))

new | Ti mer Cal | back() {
@verride
public void onTi mePassed(final TimerHandl er pTi nerHandl er)

pTi mer Handl er . reset () ;
i f(uleteo==true){

i f(i==true)({
| aser.setVisible(true);
| aser 2. set Vi si bl e(true);

i =f al se;

}el se{
| aser.set Visible(fal se);
| aser 2. set Vi si bl e(fal se);
i =true;

}

nEngi ne. get Scene() . get BottonlLayer (). addEntity(this);

Path start

new Pat h(2).to(200, -200).to(200, 50);

t hi s. addShapeMbdi fi er (new Pat hivbdi fier(2f, start,

nul I, new I Pat hMbdi fi erListener() {

@verride
public void onWaypoi nt Passed(
final PathModifier pPathModifier,



final |Shape pShape, final int
pWaypoi nt | ndex) {

i f (pWaypointlndex == 1) {
ul et eo=true
nEngi ne. runOnUpdat eThr ead( new
Runnabl e() {
public void run() {
[/ Path p = new
Pat h(7).to(200, 100).to(250, 100).to(100, 400)
/1.to(300, 300).to(400,
400) .t o( 250, 100).to(200, 200);

Path p = new
Pat h(11).to(200, 50).to(50, 150).to(150, 250)

.to(250, 250).to(350,
150) .t o(200, 50).to(350, 150).to(250, 250).to(150, 250).to(50,
150) .t o(200, 50);

((Boss)
pShape) . addShapeModi fi er (new LoopModi fi er (new Pat hvodi fier (15, p
null, new
| Pat hivbdi fi erLi stener() {
@verride
public void
onWaypoi nt Passed(
fina
Pat hvbdi fi er pPat hivbdifi er,
fina
| Shape pShape, final int pWaypoi ntlndex) ({
((Boss)
pShape).fire();
}
1
EaseSi nel nQut . getl nstance())));
}
1)
}
}, EaseSi nel nQut. getlnstance()));
}
@verride

public void renmoveFrontScene() ({
Killed=true;
t hi s. cl ear ShapeModi fi ers();
t hi s. addShapeMbdi fi er (new SequenceModi fi er (
new | ShapeModi fi erListener() {
@verride
public void onModifierFini shed(
| ShapeModi fi er pShapeMbdifier,
final |Shape boss) {

{

nEngi ne. runOnUpdat eThr ead( new Runnabl e()

public void run() {



nEngi ne. get Scene() . get Bott onLayer (). renoveEntity(((Boss) boss));

1)

}
}, new Scal eModifier(0.3f, 1, 0)));
}

@verride
public void fire() {

}

@verride
protected void onManagedUpdat e(fi nal fl oat pSecondsEl apsed) {
| aser.setPosition(this.getX()+this.getWdth()/2-5,
thi s. getY()+this.getHeight()-15);
| aser 2. set Position(l aser.get X(), |aser.getY()+l aser.getHeight()-
4);
super . onManagedUpdat e( pSecondsEl apsed) ;

EnenyBul | et . j ava

package skri psi.akakom peranghel i kopt er. gane. eneni es;

i nport org.anddev. andengi ne. engi ne. Engi ne;
i nport org.anddev. andengi ne.entity.sprite. Sprite;
i mport org.anddev. andengi ne. opengl .t ext ure. regi on. Text ur eRegi on

i mport skripsi.akakom perangheli kopter. game. GameActivity;
public class EnenyBull et extends Sprite {
private final Engi ne nEngi ne;

public EnenyBullet(float pX, float pY,
Text ur eRegi on pTi |l edText ur eRegi on, Engi ne engi ne) {
super (pX, pY, pTiledTextureRegion);
nEngi ne = engi ne;
this.setVelocity(0, 300);
GaneActivity. enenyBul |l ets. add(this);

}

public static EnenyBullet reuse(float posx, float posy) {
final EnenyBullet bullet =
GaneActivity. enenyBul | et sToReuse. get (0);
GaneActivity.enenyBul |l ets. add(bullet);
GaneActivity. enemyBul | et sToReuse. renmove(bul l et);
bul | et. set Posi ti on(posx, posy);
return bullet;
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public void addToScene() {

}

nEngi ne. get Scene() . get BottonlLayer (). addEntity(this);

public void renmoveFrontScene() ({

}

nEngi ne. get Scene() . get Bott omLayer (). renoveEntity(this);
GaneActivity. enenyBul | et sToReuse. add(0, this);
GaneActivity. enenyBul |l ets. renove(this);

@verride
protected void onManagedUpdat e(fi nal fl oat pSecondsEl apsed) {

final EnenyBullet bullet = this;
if (this.getY() > GanmeActivity. CAMERA HEI GHT) {
nEngi ne. runOnUpdat eThr ead( new Runnabl e() {
public void run() {
bul | et. renoveFronScene();
}

1)
}

super. onManagedUpdat e( pSecondsEl apsed) ;

EnemyShi p. j ava

package skri psi.akakom peranghel i kopt er. gane. eneni es;

i mport
i mport
i mport
i mport

or g. anddev. andengi ne. engi ne. Engi ne;
or g. anddev. andengi ne. enti ty. shape. | Shape;
or g. anddev. andengi ne. enti ty. shape. nodi fi er. | ShapeMdifi er;

or g. anddev. andengi ne. entity. shape. nodi fi er. | ShapeMdi fi er. | ShapeModi fi er Li

st ener;
i mport
i mport
i mport

or g. anddev. andengi ne. enti ty. shape. nodi fi er. LoopModi fi er;
or g. anddev. andengi ne. enti ty. shape. nodi fi er. Pat hMbdi fi er;

or g. anddev. andengi ne. enti ty. shape. nodi fi er. Pat hModi fi er. | Pat hModi fi erListe

ner;
i mport
i mport
i mport
i mport
i mport
i mport

i mport

public

or g. anddev. andengi ne. enti ty. shape. nodi fi er. Scal eModi fi er

or g. anddev. andengi ne. enti ty. shape. nodi fi er. Sequencelbdi fi er

or g. anddev. andengi ne. enti ty. shape. nodi fi er. ease. EaseSi nel nQut ;
or g. anddev. andengi ne. entity. sprite. Ani matedSprite;

or g. anddev. andengi ne. opengl . t ext ure. regi on. Ti | edText ur eRegi on;
or g. anddev. andengi ne. uti |l . Pat h;

skri psi . akakom per anghel i kopt er . ganme. GaneActivity;

cl ass EnenyShi p extends Ani nmatedSprite inplenents |Eneny {

private final Engi ne nEngine;
private bool ean kill ed;

public EnenyShip(float pX, float pY, TiledTextureRegion
pTi | edText ur eRegi on, final Engi ne engine) {



super (pX, pY, pTiledTextureRegion);

nEngi ne = engi ne;

kill ed=fal se;

GaneActivity. enem es. add(this);

t hi s. ani mat e( GameActi vity. ANl MATI ON_FRAMELENGTH) ;
}

public bool ean isKilled(){
return kill ed;
}

public static EnenyShip reuse() {
final EnenyShip eneny = GaneActivity.enem esToReuse. get (0);
eneny. killed = fal se;
GaneActivity. eneni es. add( eneny);
GaneActi vity. eneni esToReuse. remove( eneny) ;
return eneny;

}

public void addToScene() {
nEngi ne. get Scene() . get BottonlLayer (). addEntity(this);
}

public void removeFrontScene() ({
killed=true;
t hi s. cl ear ShapeModi fi ers();
t hi s. addShapeModi fi er (new SequenceModi fi er (
new | ShapeMdi fi erListener() {
@verride
public void onModifierFini shed(
| ShapeModi fi er pShapeMbdifier,
final |Shape eneny) {

{

nEngi ne. r unOnUpdat eThr ead( new Runnabl e()
public void run() {
nEngi ne. get Scene() . get BottonlLayer (). renoveEntity(((EnenyShip) eneny));
GaneActivity. eneni esToReuse. add( 0, (EnenyShi p) eneny);

GaneActivity. eneni es. renove( (EnenyShi p) eneny);

( ( Eneny Shi p)
eneny) . set Scal e(1);

1)

}
}, new Scal eModifier(0.3f, 1, 0)));
}

public void folowmPath path, float speed) {
t hi s. addShapeModi fi er (new LoopMbodi fi er (new Pat hModi fi er (speed
pat h,
nul I, new I Pat hMbdi fierListener() {
@verride
public void onWaypoi nt Passed(
final PathModifier pPathModifier,
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final |Shape pShape, final int
pWaypoi nt | ndex) {
i f (pWaypointlndex == 6) {
nEngi ne. r unOnUpdat eThr ead( new
Runnabl e() {
public void run() {

( (EnenyShi p)
pShape) . r enoveFr onScene() ;

}

1)

}

i f (pWaypointlindex !'= 0 && pWaypoi nt | ndex

| = 6)
((EnenyShi p) pShape).fire();
}
}, EaseSi nel nQut.getlnstance())));
}

public void fire() {
i f(GaneActivity. options. get SoundEffects()==true)
GaneActi vi ty. shot Sound. pl ay();
if (GameActivity.enenmyBulletsToReuse.isEnpty()) {
final EnenyBullet metak = new EnenyBull et (this.getX() + 10,
this.getY() + 30,
GaneActi vi ty. mEnenyBul | et Text ur eRegi on,

nEngi ne) ;
nmet ak. addToScene();
} else {
final EnenyBullet netak = EnenyBull et.reuse(this.getX() +
10,
this.getY() + 30);
nmet ak. addToScene();
}
}
}

| Eneny. j ava

package skri psi.akakom peranghel i kopt er. gane. enem es;
public interface | Eneny {

public abstract void addToScene();

public abstract void renoveFrontScene();

public abstract void fire();
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15.

Laser.java

package skri psi.akakom peranghel i kopt er. gane. eneni es;

i mport
i mport
i mport
i mport
i mport
i mport

public

private fina

public Laser(float pX

}

public void addToScene() {

Al phaMbdi fier (0. 5f,

}

or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.

andengi ne.
andengi ne.
andengi ne.
andengi ne.
andengi ne.
andengi ne.

engi ne. Engi ne;
entity.shape. nodifier. Al phaMbdifier
entity. shape. nodi fier.LoopModifier
entity. shape. nodifier. Sequencehbdi fi er
entity.sprite. Sprite;

opengl . t ext ure. regi on. Text ur eRegi on;

cl ass Laser extends Sprite {

Engi ne mEngi ne;

fl oat pY,

Text ur eRegi on pTil edText ur eRegi on, Engi ne engi ne) {
super (pX, pY, pTiledTextureRegion);

nEngi ne =

engi ne;

nEngi ne. get Scene() . get Bott omLayer (). addEntity(this);
addShapeModi fi er (new Loophbdi fi er (new SequenceMdi fi er(new

1, 0.5f), new Al phaModifier(0.5f, 0.5f, 1))));

public void removeFrontScene() ({
nEngi ne. get Scene() . get Bott omLayer (). renmoveEntity(this);

}

@verride
protected void onManagedUpdat e(fi nal float pSecondsEl apsed) ({

M ne.

super. onManagedUpdat e( pSecondsEl apsed) ;

j ava

package skri psi.akakom peranghel i kopt er. gane. eneni es;

i mport
i mport
i mport
i mport

or g. anddev.
or g. anddev.
or g. anddev.

or g. anddev. andengi

st ener;
i mport
i mport
i mport
i mport

public

or g. anddev.
or g. anddev.
or g. anddev.
or g. anddev.

class M ne

andengi ne.
andengi ne.
andengi ne.

ne.entity.

andengi ne.
andengi ne.
andengi ne.
andengi ne.

engi ne. Engi ne;
entity. shape. | Shape;
entity.shape. nodifier.| ShapeMdifier;

shape. modi fi er. | ShapeModi fi er. | ShapeMdi fi erLi

entity.shape. nodifier. Scal eModi fier
entity. shape. nodi fier.SequenceMdifier
entity.sprite. Ani matedSprite;

opengl . texture. region. Ti | edText ur eRegi on

extends Ani matedSprite inplenents | Eneny {



private final Engi ne nEngine;
private bool ean kill ed;

public Mne(float pX, float pY, TiledTextureRegion pTiledTextureRegion
final Engine engine) {
super (pX, pY, pTiledTextureRegion);
nEngi ne = engi ne;
kill ed=fal se;
t hi s. ani mat e( 60);
this.setVel ocityY(100);
}

public bool ean isKilled(){
return kill ed;
}

public void addToScene() {
nEngi ne. get Scene() . get Bott omLayer (). addEntity(this);
}

public void renmoveFronScene() ({
Killed=true;
t hi s. cl ear ShapeModi fi ers();
t hi s. addShapeMbdi fi er (new SequenceModi fi er (
new | ShapeModi fi erListener() {
@verride
public void onModifierFini shed(
| ShapeModi fi er pShapeMbodifier,
final |Shape eneny) ({

nEngi ne. runOnUpdat eThr ead( new Runnabl e()

{
public void run() {
nEngi ne. get Scene() . get Bott omLayer (). removeEntity(((M ne) eneny));
}
1)
}
}, new Scal eModifier(0.3f, 1, 0)));
}
@verride
public void fire() {
/1 TODO Aut o- gener ated method stub
}
}
16. HudScore. j ava

package skri psi.akakom peranghel i kopt er. gane. hud;

public class HudScore {
private int score

publ i c HudScore(){



17.

score = 0O;

}

public void reset(){
score = 0;

}

public int getScore() {
return score;
}

public void addPoi nts() {
this.score +=50 ;
}

Level . java

package skri psi.akakom peranghel i kopter. gane. | evel
i mport java.util.Arraylist;

i mport javax.xm . parsers. SAXPar ser

i mport javax.xm . parsers. SAXPar ser Fact ory;

i mport org.anddev. andengi ne. entity. scene. background. Col or Backgr ound;

i mport org.anddev. andengi ne. ui.activity. BaseGneActivity;
i mport org.xm . sax. | nput Sour ce;
i mport org.xm . sax. XM_Reader

i mport skripsi.akakom perangheli kopter. ganme. R,
public class Level {

private BaseGanmeActivity activity;
private ArraylList<Level Scene> scenes;
private int currlLevel

public Level (BaseGanmeActivity e){
activity = e;
scenes = new Arrayli st<Level Scene>();
currlLevel = 0;
i nitScenes();

}

public void initScenes(){
for(int i=0;i<4;i++){
Level Scene s = new Level Scene(3);
s. set Backgr ound( new Col or Background(0, 0, 0));
/1 LOAD LEVEL
try {
SAXPar ser Factory spf =
SAXPar ser Fact ory. new nst ance() ;
SAXPar ser sp
XM_Reader xr

spf. newSAXPar ser () ;
sp. get XM_Reader () ;

Level Handl er nyXM_.Handl er = new Level Handl er () ;

xr. set Cont ent Handl er (myXM.Handl er) ;
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switch(i){
case O:
Xr. parse(new
I nput Sour ce(activity. get Resources().openRawResource(R raw. |l evel 1)));
br eak;
case 1:
Xr. parse(new
I nput Sour ce(activity. get Resources().openRawResource(R raw. | evel 2)));
br eak;
case 2:
Xr. parse(new
I nput Source(activity. get Resources().openRawResource(R raw. | evel 3)));
br eak;
case 3:
Xr. parse(new
I nput Source(activity. get Resources().openRawResource(R raw. | evel 4)));
br eak;
}

s. set Waves(Level Handl er . wavesLi st) ;
} catch (Exception e) {

Systemout. println("XM. Pasing Excpetion =" + e);

scenes. add(s);

}

public int getLevel (){
return currLevel
}

public Level Scene get Scene(){
return scenes. get (currlLevel);
}

public void next(){
currlLevel ++;
activity. get Engi ne().set Scene(scenes. get(currlLevel));

Level Handl er. j ava

package skri psi.akakom peranghel i kopter. gane. | evel
i mport org.xm.sax.Attributes;

i mport org.xm . sax. SAXExcepti on

i mport org.xm . sax. hel pers. Def aul t Handl er

public class Level Handl er extends Defaul t Handl er {

Bool ean current El enrent = fal se;

String currentValue = null

public static WavelLi st wavesList = null;
VWave tenp;

public static WaveList getSitesList() {
return waveslLi st;



}

public static void setSitesList(WaveList sitesList) {
Level Handl er. wavesLi st = siteslList;
}

@verride
public void startEl ement(String uri, String |local Name, String gNane,
Attributes attributes) throws SAXException {

current El ement = true;
i f (local Name. equal s(" perang_hel i kopter"))

{
wavesLi st = new Waveli st ();
} else if (local Nane.equal s("wave")) {
tenp = new Wave();
} else if (local Name. equal s("enenmy")) {
String attr = attributes. getVal ue("type");
tenp. set Type(attr);

}

@verride

public void endEl enent (String uri, String |ocal Nare, String gNane)
t hrows SAXException {

current El ement = fal se

i f (local Name. equal sl gnoreCase("eneny"))
t enp. set Count (I nt eger. parsel nt (currentVal ue));
i f (1ocal Name. equal sl gnor eCase("wave"))
wavesLi st . addWave(t enp);

}
@verride
public void characters(char[] ch, int start, int |ength)
t hrows SAXException {
if (currentEl enent) {

currentValue = new String(ch, start, I|ength);
current El ement = fal se

Level Scene. j ava

package skri psi.akakom peranghel i kopter. gane. | evel ;

i nport org.anddev. andengi ne. entity. scene. Scene;



20.

public class Level Scene extends Scene {
private Waveli st waves;
public Level Scene(int pLayerCount) ({

super (pLayer Count) ;
i nitScene();

}

public void setWaves(WaveLi st w){
waves=w,

}

public Waveli st getWaves(){
return waves;

}
public void initScene(){
}
}
Wave. j ava

package skri psi.akakom peranghel i kopt er. gane. | evel ;
i mport java.util.Arraylist;
public class Wave {

private ArrayList<String> types = new ArrayList<String>();
private ArraylList<Integer> counts = new ArraylLi st<Integer>();

public int size(){
return types.size();
}

public int getCount(int i) {
return counts.get(i);
}

public void setCount(int c) {
this. counts. add(c);
}

public String get Type(int i) {
return types.get(i);
}

public void setType(String t) {
this.types.add(t);
}

public String display(){
String temp = "";
for(int i=0;i<types.size();i++){
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22.

tenmp += (i+1)+". "+types.get(i)+" "+counts.get(i)+"\n";

}

return tenp,;

Waveli st . java

package skri psi.akakom peranghel i kopter. gane. | evel
i mport java.util.Arraylist;
public class Waveli st {

private Arraylist<Wave> waves = new Arrayli st <Wave>();
private int i=0;

public ArraylList<Wave> get Waves() {

return waves;

public void addWave(Wave w) {
t hi s. waves. add(w) ;
}

public Wave get Current Wave(){
i f(i==waves. size())

return null;
el se{
return waves. get (i);
}
}
public void next(){
i ++;
}

Options. java

package skri psi.akakom peranghel i kopter. gane. opti ons;
i mport android. app. Activity;

i mport androi d. cont ent. Shar edPr ef er ences;

i mport androi d. preference. Pref erenceManager

public class Options {
Shar edPr ef erences opti ons;
public Options(Activity activity){
options =

Pr ef er enceManager . get Def aul t Shar edPr ef erences(activity);

}

publ i c bool ean get SoundEffects()({
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return options. get Bool ean("chkSound", true);

}

publ i c bool ean get Musi c(){
return options. get Bool ean("chkMuisic", true);
}

public bool ean get Vi bration(){
return options. get Bool ean("chkVi bration",true);
}

public bool ean get AutoFire(){
return options. get Bool ean("chkAut oFire", true);
}

public String getUsernane(){
return options.getString("edUsernane", null);
}

public String getControlls(){
return options.getString("lstControls","3");
}

public String getDifficulty(){
return options.getString("IstDifficulty","1");
}

public String getResol ution(){
return options.getString("lstResolution","1");
}

Bul | et.java

package skri psi.akakom peranghel i kopt er. gane. pl ayer

i mport org.anddev. andengi ne. engi ne. Engi ne;

i mport org.anddev. andengi ne.entity.sprite. Sprite;

i mport org.anddev. andengi ne. opengl . t ext ure. regi on. Text ur eRegi on;

i mport skripsi.akakom perangheli kopter. ganme. GanreActi vity;
public class Bullet extends Sprite {
private final Engi ne nEngine;

public Bullet(float pX, float pY, TextureRegion pTil edTextureRegion,
Engi ne engi ne) {
super (pX, pY, pTiledTextureRegion);
nEngi ne = engi ne;
this.setVelocity(0, -300);
GaneActivity. bullets.add(this);
}
public static Bullet reuse(float posx, float posy) {
final Bullet bullet = GameActivity. bulletsToReuse. get(0);
GaneActivity. bullets.add(bullet);



GaneActivity. bull et sToReuse. renmove(bullet);
bul | et.setVisible(true);

bul | et. set Posi ti on(posx, posy);

bul | et. set Vel ocity(0, -300);

return bullet;

}

public void addToScene() {
nEngi ne. get Scene() . get Bott omLayer (). addEntity(this);
}

public void renmoveFrontScene() ({
this.setVelocity(0,O0);
this.setVisible(false);
GaneActivity. bull et sToReuse. add(t his);
GaneActivity. bullets.renove(this);

}

@verride
protected void onManagedUpdat e(final float pSecondsEl apsed) ({
final Bullet bullet = this;
if(bullet.isVisible())
if (this.getY() < -this.getHeight()) {
nEngi ne. runOnUpdat eThr ead( new Runnabl e() {
public void run() {
bul | et. renmoveFronScene();
}

1)
}

super. onManagedUpdat e( pSecondsEl apsed) ;

24, Pl ayer Shi p. j ava

package skri psi.akakom peranghel i kopt er. gane. pl ayer

i mport org.anddev. andengi ne. engi ne. Engi ne;

i mport org.anddev. andengi ne. entity. scene. Scene;

i mport org.anddev. andengi ne. entity. shape. nodi fier. Col or Modi fier;

i mport org.anddev. andengi ne. entity. shape. nodi fi er. SequenceMdi fier

i mport org.anddev. andengi ne.entity.sprite.Ani matedSprite;

i mport org.anddev. andengi ne. opengl . texture.region. Ti| edText ur eRegi on
i mport org.anddev. andengi ne. sensor. accel eronet er. Accel er onet er Dat a;

i mport skripsi.akakom perangheli kopter. ganme. GaneActi vity;
public class PlayerShip extends AnimatedSprite {

private final Engi ne nEngine;

/lprivate final PlayerShi pShadow shadow;

private int health = 3;

private bool ean kill ed=f al se;

private int nunmBullets;

public boolean isKilled(){



return killed;

}

public void kill(){
Killed=true;
}

public PlayerShip(float pX, float pY,
Ti | edText ur eRegi on pTil edText ur eRegi on, Engi ne engine) {
super (pX, pY, pTiledTextureRegion);
nEngi ne = engi ne;
t hi s. ani mat e( GameActi vity. ANl MATI ON_FRAMELENGTH) ;
nunBul l ets = 3;
/I shadow = new Pl ayer Shi pShadow(t hi s);

}

/1 public Player Shi pShadow get Shadow() {
/lreturn shadow
/1}

public void addToScene(Scene scene) {
/] scene. get Bott onlLayer (). addEntity(shadow);
scene. get Bott onlLayer (). addEntity(this);

}

public void renmoveFrontScene() {
/ I mEngi ne. get Scene(). get Bott onlLayer (). renoveEntity(shadow);
nEngi ne. get Scene() . get Bott omLayer (). renmoveEntity(this);

}

public void hit() {
heal t h--;
t hi s. addShapeMbdi fi er (new SequenceModi fi er (new
Col or Modi fier(0.3f, 1, 1, 1, 0, 1, 0), new Col orMdifier(0.3f, 1, 1, O,
0, 1)));
}

public int getHealth() {
return health;
}

public void fire() {

if (GanmeActivity.bullets.size() < nunBullets &&
GaneActivity.isGaneQver == false) {
/1 Debug. d(" MECI =" +GaneActivity. bull ets. size()+"
UNI STENO="+GaneActi vity. bul | et sToReuse. si ze());
i f(GaneActivity. options. get SoundEffects()==true)
GaneActi vity. shot Sound. pl ay();

if (GanmeActivity.bulletsToReuse.size() == 0) {
final Bullet bullet = new Bullet(this.getX()+10,
this.getY(), GameActivity. nBull et TextureRegi on, mEngi ne);
bul | et. addToScene();
/] Debug. d( " NEW ) ;
} else {
Bul | et.reuse(this.getX()+10, this.getY());



25.

/1 Debug. d( " REUSE") ;

}

public void nove(Accel eroneterData accel eronmeter) {
if (GaneActivity.isGaneOver == false) {
if (this.getX() > 20 & & this.getX() <
nEngi ne. get Canera().getWdth()-20 - this.getWdth()) {
this.setVel ocityX(-accel eroneter.getX() * 50);
} else {
this.setVel ocityX(0);

if (this.getX() <= 20 && acceleroneter.getX() < 0)
this.setVel ocityX(-accel eroneter.getX() * 50);

if (this.getX() >= nEngine. get Canmera().getWdth()-20
- this.getWdth()
&& accel eroneter.getX() > 0)
this.setVel ocityX(-accel eroneter.getX() * 50);

}
if (this.getY() > nEngine. getCanera().getHeight()-200 &&
this.getY() < nEngine.getCanera().getHeight()-20 - this.getHeight()) {
this.setVel ocityY(accel eroneter.getY() * 50);

} else {
this.setVelocityY(0);

if (this.getY() <= nEngi ne.get Canera(). getHeight()-
200 && accel eroneter.getY() > 0)
this.setVel ocityY(accel eroneter.getY() * 50);
if (this.getY() >= nEngine. get Camera() . get Hei ght () -20
- this.getHeight()

&& accel eroneter.getY() < 0)
this.setVel ocityY(accel eroneter.getY() * 50);

Pl ayer Shi pShadow. j ava

package skri psi.akakom peranghel i kopt er. gane. pl ayer

i mport org.anddev. andengi ne.entity.sprite.AnimatedSprite;

i mport skripsi.akakom perangheli kopter. game. GaneActivity;

public class Pl ayer Shi pShadowl extends Ani natedSprite {
private final PlayerShip s;

public Pl ayer Shi pShadowl( Pl ayer Ship ship) {
super (ship.get X(), ship.getY(), ship.getTextureRegion());



t hi s. ani mat e( GameActi vity. ANl MATI ON_FRAMELENGTH) ;
this.setColor(0, 0, 0);
this.set Al pha(O0. 4f);
s=shi p;
}

@verride
protected void onManagedUpdat e(fi nal fl oat pSecondsEl apsed) {

if(s.getX()+s.getWdth()/2>= GaneActivity. CAMERA W DTH 2)
this.setPosition(s.getX()-((s.getX()-
GaneActivity. CAVERA W DTH 2)/2), s.getY()+10);
el se
this.setPosition(s.getX()+((GaneActivity. CAVERA W DTH 2-
s.getX())/2), s.getY()+10);

super. onManagedUpdat e( pSecondsEl apsed) ;



