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LAMPIRAN C 

SCRIPT APLIKASI 

 
AutoFokus.cs 

1. using System.Collections; 

2. using System.Collections.Generic; 

3. using UnityEngine; 

4. using Vuforia; 

5.   

6. public class AutoFocus : MonoBehaviour 

7. { 

8.    void Start() 

9. { 

10.     

VuforiaApplication.Instance.OnVuforiaS

tarted += OnVuforiaStarted; 

11.     

VuforiaApplication.Instance.OnVuforiaP

aused += OnPaused; 

12. } 

13.   

14. private void OnVuforiaStarted() 

15. { 

16.     

VuforiaBehaviour.Instance.CameraDevice

.SetFocusMode( 

17.         

FocusMode.FOCUS_MODE_CONTINUOUSAUTO); 

18.     

VuforiaBehaviour.Instance.CameraDevice
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.SetCameraMode(Vuforia.CameraMode.MODE

_DEFAULT); 

19. } 

20.   

21. private void OnPaused(bool 

paused) 

22. { 

23.     if (!paused) // Resumed 

24.     { 

25.         // Set again autofocus 

mode when app is resumed 

26.         

VuforiaBehaviour.Instance.CameraDevice

.SetFocusMode( 

27.             

FocusMode.FOCUS_MODE_CONTINUOUSAUTO); 

28.     } 

29. } 

30. } 

31.   

 

jawab.cs 

1. using System.Collections; 

2. using System.Collections.Generic; 

3. using UnityEngine; 

4. using UnityEngine.UI; 

5.   

6. public class jawab : MonoBehaviour 

7. { 
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8.     public GameObject feed_benar, 

feed_salah; 

9.     // Start is called before the 

first frame update 

10.     void Start() 

11.     { 

12.   

13.     } 

14.         public void jawaban (bool 

jawab) 

15.         { 

16.             if (jawab) 

17.             { 

18.                 

feed_benar.SetActive (false); 

19.                 

feed_benar.SetActive (true); 

20.                 int skor = 

PlayerPrefs.GetInt ("skor") + 10; 

21.                 

PlayerPrefs.SetInt ("skor", skor); 

22.             } 

23.             else 

24.             { 

25.                 

feed_salah.SetActive (false); 

26.                 

feed_salah.SetActive (true); 

27.             } 

28.             gameObject.SetActive 

(false); 
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29.             

transform.parent.GetChild 

(gameObject.transform.GetSiblingIndex 

()+1).gameObject.SetActive (true); 

30.         } 

31.   

32.   

33.     // Update is called once per 

frame 

34.     void Update() 

35.     { 

36.   

37.     } 

38. } 

39.   

 

PindahScene.cs 

1. using System.Collections; 

2. using System.Collections.Generic; 

3. using UnityEngine; 

4. using UnityEngine.UI; 

5. using UnityEngine.SceneManagement; 

6.   

7. public class PindahScene : 

MonoBehaviour 

8. { 

9.   public void MoveScene(string 

sceneName) 

10.   { 
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11.       

SceneManager.LoadScene(sceneName); 

12.   } 

13.   

14.   public void Quit() 

15.   { 

16.       Application.Quit(); 

17.   } 

18. } 

19.   

 

showhide.cs 

1. using System.Collections; 

2. using System.Collections.Generic; 

3. using UnityEngine; 

4.   

5. public class showhide : MonoBehaviour 

6. { 

7.     public GameObject ini, itu; 

8.     public void ditekan() 

9.     { 

10.         ini.SetActive(false); 

11.         itu.SetActive(true); 

12.     } 

13. } 

14.   
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skor.cs 

1. using System.Collections; 

2. using System.Collections.Generic; 

3. using UnityEngine; 

4. using UnityEngine.UI; 

5.   

6. public class skor : MonoBehaviour 

7. { 

8.     // Start is called before the 

first frame update 

9.     void Start() 

10.     { 

11.         PlayerPrefs.SetInt 

("skor", 0); 

12.     } 

13.   

14.     // Update is called once per 

frame 

15.     void Update() 

16.     { 

17.         GetComponent<Text> 

().text = PlayerPrefs.GetInt 

("skor").ToString(); 

18.     } 

19. } 

20.   
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UrlOpen.cs 

1. using System.Collections; 

2. using System.Collections.Generic; 

3. using UnityEngine; 

4.   

5. public class UrlOpen : MonoBehaviour 

6. { 

7.     public string Url; 

8.     public void Open() 

9.     { 

10.         

UnityEngine.Application.OpenURL(Url); 

11.     } 

12.   

13. } 

14.   
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