DAFTAR LAMPIRAN

Lampiran 1. Script Coding
1. LoadingBarManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class LoadingBarManager : MonoBehaviour

{

SceneHandler sceneHandler;

public float speed,;
public Slider loadingBar;

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

sceneHandler = SceneHandler.instance;
loadingBar.value = 0;

}

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

loadingBar.value += Time.deltaTime * speed;

if(loadingBar.value >= 0.99)
{
sceneHandler.GoToScene("Menu");
¥
}
}

2. SceneHandler.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class SceneHandler : MonoBehaviour

{
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public static SceneHandler instance;

private void Awake()

{

instance = this;

}

public void GoToScene(string name)

{

SceneManager.LoadScene (name);

}

public void ExitApps()
{
Application.Quit();
}
}

3. InfoDataAR.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine. Ul;

using  TMPro;

using System;

using UnityEngine.Events;

public enum . TRACK _STATE
{

SCANMARKER,

ININFO,

INIMAGE,

INVIDEO

¥

public class InfoDataAR : MonoBehaviour

{
public static InfoDataAR Instance;

[SerializeField]
TRACK_STATE _currentTrackState =
TRACK_STATE.SCANMARKER;

public Contentinfo konteninfo;
public ImageFotoHandler kontenFoto;
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public GameObject panelinfo, panelGambar,panelVideo;
public GameObject btninfo, btnIMG,btnVideo;

public TextMeshProUGUI txt Ruangan;
bool _isOnTrackObject = false;
public bool _isCameraFoundTarget { get; set; }

[Hidelninspector]
public UnityEvent _currentTrackableEvent;

int currentindexTracker =0;

public bool GetlsOnTrackObject

{
get

{

return _isOnTrackObject;

¥
ki

public TRACK_STATE GetCurrentTrackState

{
get

{

return _currentTrackState;

¥
¥

private. void Awake()

if (Instance ==-null)
Instance = this;
else
Destroy(this);
}

void Start()

{
_currentTrackState = TRACK_STATE.SCANMARKER,;

panelinfo.SetActive (false);
panelGambar.SetActive (false);

btninfo.SetActive (false);
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btnIMG.SetActive(false);
btnVideo.SetActive(false);
panelVideo.SetActive(false);

¥

public void PanelAwal(string name)

{
_currentTrackState = TRACK_STATE.SCANMARKER,;

panelinfo.SetActive (false);
panelGambar.SetActive (false);
btninfo.SetActive(false);

btnIMG.SetActive(false);
btnVideo.SetActive(false);

txt_Ruangan.text = name;

¥

public void OnLostTarget()
{

btninfo.SetActive(false);

btnIMG.SetActive(false);

btnVideo.SetActive(false);
txt_Ruangan.text ="SCAN MARKER"
}
public void IndexMarker(int index)
{

kontenInfo.index = index;
kontenFoto.indexRuangan = index;
currentindexTracker = index;

}

public void IsHavelnfo(bool isinfo)

{
btninfo.SetActive(isInfo);

btnIMG.SetActive(true);
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btnVideo.SetActive(true);
}

public void ShowPanelinfo()

{
_currentTrackState = TRACK_STATE.ININFO;
_isOnTrackObject = true;
panelinfo.SetActive (true);
kontenlnfo. Info();
panelGambar.SetActive (false);
panelVideo.SetActive(false);

¥

public void ShowPanelGambar()

{
_currentTrackState = TRACK_STATE.INIMAGE;
_isOnTrackObject = true;
panelGambar.SetActive(true);
kontenFoto.ChangeFoto(0);
panelinfo.SetActive(false);
panelVideo.SetActive(false);

}

public void ShowPanelVideo()
{

if(VideoP layerController.Instance.databaseClipVideo[currentindexT
racker] 1= null)

{
_isOnTrackObject = true;

_currentTrackState = TRACK_STATE.INVIDEO;
panelVideo:SetActive(true);
panelGambar.SetActive(false);

panelinfo.SetActive (false);

VideoPlayerController.Instance.ShowVideo(currentindexTracker);

¥
¥

public void ButtonBackPressed()

{
if (_currentTrackState !'= TRACK_STATE.SCANMARKER)

{
_currentTrackState = TRACK_STATE.SCANMARKER;
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if (!_isCameraFound Target)
OnLostTarget();

else
_currentTrackableEvent.Invoke();

_isOnTrackObject = false;
panelinfo.SetActive (false);
panelGambar.SetActive(false);
panelVideo.SetActive(false);

else

{

SceneHandler.instance. GoToScene("Menu");

¥
¥

4. Contentinfoics

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine. Ul;

public class Contentlnfo : MonoBehaviour

{

public static Contentlnfo instance;

public ScrollRect scrollRect;
public' int index;
public: GameObject[] imglinfo;

private void Awake()

{

instance = this;

¥

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

foreach (GameObject info in imginfo)

{
info.SetActive(false);

ks
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switch (index)
{
case O:
scrollRect.content =
imgInfo[0]. GetComponent<RectTransform>();
imgInfo[0].SetActive(true);
break;

case 5:
scrollRect.content =
imginfo[1]. GetComponent<RectTransform>();
imgInfo[1].SetActive(true);
break;

case 6:
scrollRect.content | =
imginfo[2].GetComponent<RectTransform>();
imginfo[2].SetActive(true);
break;

case 7:
scrollRect.content =
imgInfo[3]. GetComponent<RectTransform>();
imglInfo[3].SetActive(true);
break;

case 9:
scrollRect.content =
imgInfo[4]. GetComponent<RectTransform>();
imgInfo[4].SetActive (true);
break;

case 20:
scrollRect.content =
imgInfo[5]. GetComponent<RectTransform>();
imgInfo[5].SetActive(true);
break;

case 21:
scrollRect.content =
imgInfo[6]. GetComponent<RectTransform>();
imgInfo[6].SetActive(true);
break;

case 22:
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scrollRect.content =

imgInfo[7]. GetComponent<RectTransform>();
imgInfo[7].SetActive(true);
break;

case 23:
scrollRect.content =
imgInfo[8]. GetComponent<RectTransform>();
imgInfo[8].SetActive(true);
break;

case 24:
scrollRect.content =
imgInfo[9]. GetComponent<RectTransform>();
imgInfo[9].SetActive (true);
break;

case 25:
scrollRect.content =
imginfo[10].GetComponent<RectTransform>();
imgInfo[10].SetActive(true);
break;

case 26:
scrollRect.content =
imginfo[11]. GetComponent<RectTransform>();
imgInfo[11].SetActive (true);
break;

case 27:
scrollRect.content =
imginfo[12]. GetComponent<RectTransform>();
imgInfo[12].SetActive(true);
break;

case 28:
scrollRect.content =
imgInfo[13]. GetComponent<RectTransform>();
imgInfo[13].SetActive(true);
break;

case 29:
scrollRect.content =
imgInfo[14]. GetComponent<RectTransform>();
imgInfo[14].SetActive(true);
break;
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case 30:
scrollRect.content =
imgInfo[15]. GetComponent<RectTransform>();
imgInfo[15].SetActive(true);
break;

case 31:
scrollRect.content =
imgInfo[16]. GetComponent<RectTransform>();
imgInfo[16].SetActive(true);
break;

case 32:
scrollRect.content =
imgInfo[17]. GetComponent<RectT ransform>();
imgInfo[17].SetActive(true);
break;
}
}

Il Update is called once per frame
void Update()

{

}
public void Info()

foreach (GameObject info in imglnfo)

{
info.SetActive(false);

¥

switch (index)
{
case 0:
scrollRect.content =
imgInfo[0]. GetComponent<RectTransform>();
imgInfo[0].SetActive(true);
break;

case 5:
scrollRect.content =
imgInfo[1]. GetComponent<RectTransform>();
imgInfo[1].SetActive(true);
break;
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case 6:
scrollRect.content =
imgInfo[2]. GetComponent<RectTransform>();
imgInfo[2].SetActive(true);
break;

case 7:
scrollRect.content =
imgInfo[3]. GetComponent<RectTransform>();
imgInfo[3].SetActive(true);
break;

case 9:
scrollRect.content =
imgInfo[4]. GetComponent<RectTransform>();
imginfo[4].SetActive(true),
break;

case 20:
scrollRect.content =
imginfo[5]. GetComponent<RectTransform>();
imglInfo[5].SetActive(true);
break;

case 21:
scrollRect.content =
imgInfo[6]. GetComponent<Rect Transform>();
imgInfo[6].SetActive (true);
break;

case 22.
scrollRect.content =
imgInfo[7].GetComponent<RectTransform>();
imgInfo[7].SetActive(true);
break;

case 23:
scrollRect.content =
imgInfo[8]. GetComponent<RectTransform>();
imgInfo[8].SetActive(true);
break;

case 24:
scrollRect.content =
imgInfo[9]. GetComponent<RectTransform>();
imgInfo[9].SetActive(true);
break;
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case 25:
scrollRect.content =
imgInfo[10]. GetComponent<RectTransform>();
imgInfo[10].SetActive(true);
break;

case 26:
scrollRect.content =
imgInfo[11]. GetComponent<RectTransform>();
imgInfo[11].SetActive(true);
break;

case 27:
scrollRect.content =
imgInfo[12]. GetComponent<RectTransform>();
imglnfo[12].SetActive(true);
break;

case-28:
scrollRect.content =
imgInfo[13]. GetComponent<RectTransform>();
imginfo[13].SetActive(true);
break;

case 29:
scrollRect.content =
imginfo[14]. GetComponent<RectTransform>();
imginfo[14].SetActive(true);
break;

case 30:
scrollRect.content =
imgInfo[15]. GetComponent<RectTransform>();
imgInfo[15].SetActive(true);
break;

case 31:
scrollRect.content =
imgInfo[16]. GetComponent<RectTransform>();
imgInfo[16].SetActive(true);
break;

case 32:
scrollRect.content =
imgInfo[17]. GetComponent<RectTransform>();
imginfo[17].SetActive(true);
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break;

5. ImageFotoHandler.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine. Ul;

public class ImageFotoHandler : MonoBehaviour

{

public int indexRuangan;
public Image imgFoto;
public Sprite[] foto,

int fotolndex;

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

{
imgFoto.sprite = foto[0];
ChangeFoto(0);

public void ChangeFoto(int index)
{

fotolndex += index;

if(fotolndex >=2)

{
fotolndex = 2;

}
else if (fotolndex <= 0)

{
fotolndex = 0;

¥

imgFoto.sprite = foto[fotolndex + (indexRuangan*3)];
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6. VideoPlayerController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine. U,

using UnityEngine.Video;

using UniRX;

public class VideoPlayerController : MonoBehaviour

{

public static - VideoPlayerController Instance;

[SerializeField]
VideoPlayer _videoPlayer;

[SerializeField]
Button _buttonPlayVideo;

[SerializeField]
Button _buttonPauseVideo;

[SerializeField]

Image _fillVideoDuration;

public VideoClip[] databaseClipVideo;

private void Awake()

{

if (Instance == null)

Instance = this;
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else
Destroy(this);

private void Update()

{
if (InfoDataAR. Instance.GetCurrentTrackState ==
TRACK_STATE.INVIDEO)

{
_fillVideoDuration.filAmount = (float)_videoP layer.time /

(float)_videoP layer.length;

if((int)_videoP layer.time >= (int)_videoPlayer.length)

{
_videoPlayer.time = 0;
_videoPlayer.Pause();
_buttonPlayVideo.gameObject.Set Active(true);

}

}
¥

private void OnEnable()
{
_buttonPlayVideo.onClick. Add Listener(() =>
{
_videoPlayer.P lay();
_buttonPlayVideo.gameObject.SetActive(false);
b
_buttonPauseVideo.onClick. AddListener(() =>{
_videoPlayer.Pause();
_buttonPlayVideo.gameObject.SetActive(true);
b}
}

public void ShowVideo(int index)
{
_videoPlayer.clip = databaseClipVideo[index];
_videoPlayer.time =0;
_videoPlayer.Play();
Observable. Timer(System. TimeSpan.FromSeconds(0.2f))
.Subscribe(delay =>
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{

_videoPlayer.Pause();
}.AddTo(this);
_buttonPlayVideo.gameObject.SetActive(true);

¥

7. DefaultTrackableEventHandler.cs

using UnityEngine;
using UnityEngine.Events;
using Vuforia;

public class DefaultTrackable EventHandler :*MonoBehaviour

{

public enum TrackingStatusFilter
{
Tracked,
Tracked. Extended Tracked,
Tracked ExtendedTracked Limited

public TrackingStatusFilter StatusFilter =
TrackingStatusFilter. Tracked Extended Tracked Limited;
public UnityEvent OnTargetFound;
public UnityEvent OnTargetlost;

protected TrackableBehaviour mTrackableBehaviour;
protected TrackableBehaviour.Status m_PreviousStatus;
protected TrackableBehaviour.Status m_NewStatus;

protected bool m_CallbackReceivedOnce = false;

protected virtual void Start()
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mTrackableBehaviour = GetComponent<Trackable Behaviour>();

if (mTrackableBehaviour)

{

mTrackableBehaviour.RegisterOnTrackab leStatusC hanged(O nTrackableSta
tusChanged);

¥

protected virtual void OnDestroy()

{
if (mTrackableBehaviour)

{

mTrackableBehaviour. UnregisterOnTrackableStatusChanged (OnTrackable
StatusChanged);

}

void
OnTrackableStatusChanged(Trackable Behaviour.StatusChangeResult
statusChange Result)

{

m_PreviousStatus = statusChangeResult.PreviousStatus;

m_NewsStatus = statusChangeResult. NewStatus;

HandleTrackableStatusChanged();
}
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protected virtual void HandleTrackableStatusChanged()
{
if (!ShouldBeRendered(m_PreviousStatus) &&
ShouldBeRendered(m_NewsStatus))

OnTrackingFound();
}
else if (ShouldBeRendered(m_PreviousStatus) &&
IShouldBeRendered(m_NewsStatus))

OnTrackinglost();
}

else
{
if (!Im_CallbackReceivedOnce &&
IShouldBeRendered(m_NewStatus))
{
/I This is the first time we are receiving this callback, and
the ‘target is not visible yet.
Il -->Hide the augmentation.
OnTrackingLost();

m_CallbackReceivedOnce = true;

protected bool ShouldBeRendered(TrackableBehaviour.Status

status)

{
if (status == TrackableBehaviour.Status. DETECTED ||
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status == TrackableBehaviour.Status. TRACKED)

/I always render the augmentation when status is
DETECTED or TRACKED, regardless of filter
InfoDataAR.Instance. _isCameraFoundTarget = true;

return true;

if (StatusFilter ==
TrackingStatusFilter. Tracked-Extended Tracked)

{
if (status ==
TrackableBehaviour.Status. EXTENDED_TRACKED)
{
/I also return true If the target is extended tracked
InfoDataAR.Instance. isCameraFoundTarget = false;
return false;
}
}

if (StatusFilter ==
TrackingStatusFilter. Tracked ExtendedTracked. Limited)
{

if (status ==
TrackableBehaviour.Status. EXTENDED_TRACKED ||
status == TrackableBehaviour.Status. LIMITED)

/I 'in this mode, render the augmentation even if the target's
tracking status is LIMITED.
/I this is mainly recommended for Anchors.

InfoDataAR.Instance._isCameraFound Target = false;
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return false;

return false;

protected virtual void OnTrackingFound()
{

if (InfoDataAR.Instance.GetlsOnTrackObject)
{
InfoDataAR.Instance._currentTrackableEvent =
OnTargetFound;

return;

if (mTrackableBehaviour)
{
var rendererComponents =
mTrackableBehaviour. GetComponentsinChildren<Renderer>(true);
var colliderComponents..=
mTrackableBehaviour. GetComponentsinChildren<Collider>(true);
var canvasComponents =

mTrackableBehaviour. GetComponentsIinChildren<Canvas>(true);

// Enable rendering:
foreach (var component in rendererComponents)

component.enabled = true;
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/I Enable colliders:
foreach (var component in colliderComponents)

component.enabled = true;

// Enable canvas'":
foreach (var component in canvasComponents)

component.enabled = true;

if (OnTargetFound '=_null)
OnTargetFound. Invoke();

protected virtual void OnTrackingLost()

{
if (InfoDataAR. Instance.GetlsOnTrackObject)

return;

if (mTrackableBehaviour)

{

var rendererComponents =

mTrackableBehaviour. GetComponentsinChildren<Renderer>(true);

var colliderComponents..=

mTrackableBehaviour. GetComponentsinChildren<Collider>(true);

var canvasComponents =

mTrackableBehaviour. GetComponentsinChildren<Canvas>(true);

// Disable rendering:
foreach (var component in rendererComponents)
component.enabled = false;
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/I Disable colliders:
foreach (var component in colliderComponents)
component.enabled = false;

/I Disable canvas':
foreach (var component in canvasComponents)

component.enabled = false;

¥

if (OnTargetLost !=
OnTargetLost.|

74
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