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using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UIElements; 

public class Suaramute : 

MonoBehaviour 

{ 

    private int VolumeLevel = 50; 

    public AudioSource suara1; 

    public AudioSource suara2; 

    public AudioSource suara3; 

    public AudioSource suara4; 

    public AudioSource suara5; 

    public AudioSource suara6; 

    public AudioSource suara7; 

    public AudioSource suara8; 

    public AudioSource suara9; 

    public AudioSource suara10; 

    public Button tombolsuara; 

    // Start is called before the first 

frame update 

    public void mutesuara() 

    { 

        suara1.mute = true; 

        suara2.mute = true; 

        suara3.mute = true; 

        suara4.mute = true; 

        suara5.mute = true; 

        suara6.mute = true; 

        suara7.mute = true; 

        suara8.mute = true; 

        suara9.mute = true; 

        suara10.mute = true; 

    } 

    public void anmutesuara() 

    { 

        suara1.mute = false; 

        suara2.mute = false; 

        suara3.mute = false; 

        suara4.mute = false; 

        suara5.mute = false; 

        suara6.mute = false; 

        suara7.mute = false; 

        suara8.mute = false; 

        suara9.mute = false; 

        suara10.mute = false; 

    } 

} 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 
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public class MiniMap : 

MonoBehaviour 

{ 

    public Transform Player; 

    private void LateUpdate() 

    { 

        Vector3 newPos = 

transform.position; 

        newPos.y = 

transform.position.y; 

        transform.position = newPos; 

        transform.rotation = 

Quaternion.Euler(90, 

Player.eulerAngles.y, 0); 

    } 

} 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class VrLookWalk : 

MonoBehaviour 

{ 

    public Transform vrCamera; 

    public float toggleAngle = 30.0f; 

    public float speed = 3.0f; 

    public bool moveForward; 

    private CharacterController cc; 

    // Use this for initialization 

    void Start() 

    { 

        cc = 

GetComponent<CharacterController

>(); 

    } 

    // Update is called once per frame 

    void Update() 

    { 

        if (vrCamera.eulerAngles.x >= 

toggleAngle && 

vrCamera.eulerAngles.x < 90.0f) 

        { 

            moveForward = true; 

        } 

        else 

        { 

            moveForward = false; 

        } 

        if (moveForward) 

        { 

            Vector3 forward = 

vrCamera.TransformDirection(Vecto

r3.forward); 

 

            cc.SimpleMove(forward * 

speed); 

        } 

    } 

} 

using UnityEngine; 

using UnityEngine.XR.Management; 

using System.Collections; 
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public class VRManager : 

MonoBehaviour 

{ 

    // Memulai XR (Virtual Reality) 

    public void EnableVR() 

    { 

        StartCoroutine(StartXR()); 

    } 

    // Menghentikan XR (Virtual 

Reality) 

    public void DisableVR() 

    { 

        StartCoroutine(StopXR()); 

    } 

    // Coroutine untuk memulai XR 

    private IEnumerator StartXR() 

    { 

        Debug.Log("Memulai XR..."); 

 

        // Memastikan XR loader 

diinisialisasi 

        if 

(XRGeneralSettings.Instance.Manag

er.activeLoader == null) 

        { 

            yield return 

XRGeneralSettings.Instance.Manage

r.InitializeLoader(); 

        } 

        // Mengecek apakah inisialisasi 

berhasil 

        if 

(XRGeneralSettings.Instance.Manag

er.activeLoader == null) 

        { 

            Debug.LogError("Gagal 

menginisialisasi XR."); 

        } 

        else 

        { 

            XRGeneralSettings.Instance.

Manager.StartSubsystems(); 

            Debug.Log("XR Berjalan."); 

        } 

    } 

    // Coroutine untuk menghentikan 

XR 

    private IEnumerator StopXR() 

    { 

        Debug.Log("Menghentikan 

XR..."); 

        // Menghentikan subsistem XR 

        XRGeneralSettings.Instance.Ma

nager.StopSubsystems(); 

        XRGeneralSettings.Instance.Ma

nager.DeinitializeLoader(); 

        yield return null; 

        Debug.Log("XR Dihentikan."); 

    } 

} 

using UnityEngine; 

using 

UnityEngine.SceneManagement; 

using System.Collections; 
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public class LoadingManager : 

MonoBehaviour 

{ 

 public GameObject 

loadingScreen;  // Hubungkan ini 

dengan LoadingCanvas 

    public float defaultLoadingTime = 

15f;  // Waktu loading default 

    private float loadingTime; 

    private void Start() 

    { 

        loadingTime = 

defaultLoadingTime;  // Atur waktu 

loading default saat mulai 

    } 

    // Fungsi untuk mengubah waktu 

loading 

    public void SetLoadingTime(float 

time) 

    { 

        loadingTime = time; 

    } 

    public void StartLoading() 

    { 

        // Mulai coroutine yang akan 

menampilkan loading screen dan 

berpindah ke scene VR 

        StartCoroutine(LoadingSequenc

e()); 

    } 

    private IEnumerator 

LoadingSequence() 

    { 

        // Tampilkan layar loading 

        loadingScreen.SetActive(true); 

 

        // Tunggu selama waktu loading 

yang telah diatur 

        yield return new 

WaitForSeconds(loadingTime); 

        // Pindah ke scene yang berisi 

tampilan VR 

        SceneManager.LoadScene("Sao

raja"); 

    } 

    IEnumerator LoadVRScene() 

    { 

        loadingScreen.SetActive(true); 

        yield return new 

WaitForSeconds(loadingTime); 

        SceneManager.LoadScene("Sao

raja"); 

    } 

} 

using UnityEngine; 

using 

UnityEngine.SceneManagement; 

using System.Collections; 

public class MenuController : 

MonoBehaviour 

{ 

    public GameObject 

loadingScreen;  // Hubungkan ini 

dengan LoadingCanvas 

    public float defaultLoadingTime = 

5f;  // Waktu loading default, bisa 

disesuaikan 
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    public void StartGame() 

    { 

        // Memulai transisi ke scene VR 

dengan menampilkan loading screen 

        StartCoroutine(LoadVRScene()

); 

    } 

    private IEnumerator 

LoadVRScene() 

    { 

        // Tampilkan layar loading 

        loadingScreen.SetActive(true); 

        // Tunggu selama waktu loading 

yang ditentukan 

        yield return new 

WaitForSeconds(defaultLoadingTim

e); 

        // Muat scene VR dan unload 

scene menu untuk membebaskan 

memori 

        AsyncOperation asyncLoad = 

SceneManager.LoadSceneAsync("Sa

oraja", LoadSceneMode.Single); 

        while (!asyncLoad.isDone) 

        { 

            yield return null; 

        } 

        // Setelah scene VR selesai 

dimuat, matikan loading screen 

        loadingScreen.SetActive(false); 

    } 

} 

 

using UnityEngine; 

using UnityEngine.XR; 

using System.Collections; 

public class VRActivator : 

MonoBehaviour 

{ 

    void Start() 

    { 

        // Aktifkan mode VR saat scene 

dimuat 

        StartCoroutine(SwitchToVR()); 

    } 

    IEnumerator SwitchToVR() 

    { 

        XRSettings.LoadDeviceByNam

e("Cardboard"); 

        yield return null; 

        XRSettings.enabled = true; 

    } 

} 
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LAMPIRAN – 2 Kartu Monitoring Bimbingan Proposal 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Lampiran – 3 Kartu Monitoring Bimbingan Hasil 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Lampiran – 4 Kartu Monitoring Bimbingan Skripsi 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

Lampiran – 5 Sertifikat Laboratorium Praktikum V 
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