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Lampiran 3. Codingan C# (Perpindahan Satu Scene Ke Scene Yang Lain)

using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UI; // menggunakan fungsi-fungsi UI dalam Unity

using UnityEngine.SceneManagement;//manajemen scene yang dapat
berinteraksi dalam Unity misal next scene, reload, play, quit dsb

public class PerintahButton : MonoBehaviour // Sebuah method yang
digunakan untuk menghubungkan script dengan GameObject di dalam
scene. Nama PROPERTY harus sesual dengan nama script yansg kita
buat di folder script

{

public void ARtulang () {

SceneManager.LoadScene ("ARTulang") ;

public void Mainmenu () {
SceneManager.LoadScene ("Mainmenu") ;
}
public void Intro()
{
SceneManager.LoadScene ("Intro") ;
}
public void Settings ()
{

SceneManager.LoadScene ("Settings") ;

public void panduanDanMarker ()
{
SceneManager.LoadScene ("PanduanMarker") ;
}
public void MasukkeQuiz ()
{

SceneManager.LoadScene ("QuizMasuk") ;

public void Quiz ()
{

SceneManager.LoadScene ("Quiz") ;




public void JawabanQuiz ()

{

SceneManager.LoadScene ("JawabanQuiz") ;

public void MenuVIDEO ()

{
SceneManager.LoadScene ("VIDEOM") ;

public void MenuHardware ()

{

SceneManager.LoadScene ("VARM") ;

public void PengenalanVideo ()

{
SceneManager.LoadScene ("VIDEOHOWto") ;

public void VideoOutside ()

{
SceneManager.LoadScene ("VIDEO") ;

public void VideoInside ()
{
SceneManager.LoadScene ("VIDEOIN") ;
}
public void Google ()

{
Application.OpenURL ("https://drive.google.com/drive/folders/14Y2HN
GOSY4YUsY0Z37¢c8hfNZJ9P3YfWu?usp=sharing") ;

}

public void Cisco()
{ Application.OpenURL ("https://www.netacad.com/") ;
}




public void GoToExit () {

Debug.Log ("APLIKASI BERHASIL KELUAR"); // ini
untuk melihat berhasil atau tidaknya button exit

Application.Quit (); // keluar aplikasi

method

Lampiran 4. Codingan C# (Pengaturan Score di Halaman Quiz)

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UZI;

public class MengaturDeskripsi : MonoBehaviour
{

[Header ("Deskripsi Hardware") ]

public ObserverAR[] tr;

public string[] nama;

[TextArea]

public string[] deskripsi;

[Header ("UI Deskripsi") ]
public Text TxtNama;

public Text TxtDeskripsi;
public GameObject goNama;
public GameObject goDeskripsi;

public GameObject Pins;

public bool[] ceMarker;

int countMarker;

// Start is called before the first frame update
void Start ()
{

ceMarker = new bool[tr.Length];

// Update is called once per frame
void Update ()
{




for (int i = 0;

i < tr.Length; i++)
{

if (tr[i].GetMarker ())
{

TxtNama.text = namal[i];

TxtDeskripsi.text = deskripsi[i];

if (!ceMarker([il])

{

countMarker++;
ceMarker[i] = true;
}
}
else
{
if (ceMarker([i])
{
countMarker--;
ceMarker([i] = false;

DeskripsiPanel () ;

private void DeskripsiPanel ()

{

if (countMarker == 0)

{

goNama.SetActive (false);

goDeskripsi.SetActive (false);
Pins.SetActive (true);

else

goNama.SetActive (true);

goDeskripsi.SetActive (true);

Pins.SetActive (false);







