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AppManager 
using System.Collections; 
using 
System.Collections.Generic; 
using UnityEngine; 
using 
UnityEngine.SceneManagement; 
using DG.Tweening; 
 
public class AppManager : 
MonoBehaviour 
{ 
 
    public GameObject MainPanel, 
TutorialPanel, AboutPanel; 
    public List<GameObject> 
UIAnimation = new 
List<GameObject>(); 
    public float fadeTime = 1f; 
 
    // Start is called before 
the first frame update 
    void Start() 
    { 
MainPanel.SetActive(true); 
        
AboutPanel.SetActive(false); 
        
TutorialPanel.SetActive(false); 
        
StartCoroutine(ListAnimation())
; 
    } 
 
    IEnumerator ListAnimation() 
    { 
        foreach (var item in 
UIAnimation) 
        { 
            
item.transform.localScale = 
Vector3.zero; 
        } 
        foreach (var item in 
UIAnimation) 
        { 
            

            
item.transform.DOScale(1f, 
fadeTime).SetEase(Ease.OutBounc
e); 
            yield return new 
WaitForSeconds(0.25f); 
        } 
    } 
 
    public void MenuPilihan() 
    { 
        
SceneManager.LoadScene("Pilihan
Menu"); 
    } 
 
    public void 
Menu3dVirtualTour() 
    { 
        
SceneManager.LoadScene("3D 
Virtual Tour"); 
    } 
 
    public void 
Menu360VideoTour() 
    { 
   SceneManager.LoadScene("360 
Video Tour"); 
    } 
 
    public void MainMenu() 
    { 
SceneManager.LoadScene("MainMen
u"); 
    } 
 
    public void MainMenuPanel() 
    { 
        
MainPanel.SetActive(true); 
        
AboutPanel.SetActive(false); 
        
TutorialPanel.SetActive(false); 
    } 
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AboutPanel.SetActive(false); 
        
TutorialPanel.SetActive(false); 
    } 
 
    public void 
PetunjukMenuPanel() 
    { 
        
MainPanel.SetActive(false); 
        
TutorialPanel.SetActive(true); 
    } 
 
    public void 
AboutMenuPanel() 
    { 
        
MainPanel.SetActive(false); 
        
AboutPanel.SetActive(true); 
    } 
 
    public void QuitApps() 
    { 
        Application.Quit(); 
    } 
} 
 
LookAtTransform 
using System.Collections; 
using 
System.Collections.Generic; 
using UnityEngine; 
 
public class LookAtTransform : 
MonoBehaviour 
{ 
 
 public Transform 
CameraObj; 
 public GameObject Target; 
 
 // Update is called once 
per frame 
 void Update() 

 { 

 

Target.transform.LookAt(new 
Vector3(CameraObj.position.x, 
Target.transform.position.y, 
CameraObj.position.z)); 
 
 Target.transform.forward 
*= -1; 
 } 
} 
SplashFade 
using UnityEngine; 
using UnityEngine.UI; 
using 
UnityEngine.SceneManagement; 
using System.Collections; 
 
public class SplashFade : 
MonoBehaviour 
{ 
 public Image splashImage; 
 public string loadLevel; 
 
 IEnumerator Start() 
 { 
 
 splashImage.canvasRendere
r.SetAlpha(0.0f); 

 

  FadeIn(); 

  yield return new 
WaitForSeconds(3f); 

   

  FadeOut(); 

  yield return new 
WaitForSeconds(2f); 

 
 SceneManager.LoadScene(lo
adLevel); 

 } 

 

 void FadeIn() 

 { 
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public class ZoomObj : 
MonoBehaviour { 

 

    public GameObject Object; 

 

    private bool _ZoomIn; 

    private bool _ZoomOut; 

    public float Scale = 0.1f; 

 

    // Update is called once 
per frame 

    void Update() 

    { 

        if (_ZoomIn)        { 

            
Object.transform.localScale += 
new Vector3(Scale, Scale, 
Scale); 
        } 
 
        if (_ZoomOut) 
        { 
            
Object.transform.localScale -= 
new Vector3(Scale, Scale, 
Scale); 
        } 
    } 
    public void OnPressZoomIn() 

    { 

        _ZoomIn = true; 

    } 

 

    public void 
OnReleaseZoomIn() 

    { 

        _ZoomIn = false; 

    } 

SliderMenuAnim 

 

 using System.Collections; 

using 
System.Collections.Generic; 

using UnityEngine; 

 

public class SliderMenuAnim : 
MonoBehaviour 

{ 

    public GameObject 
PanelMenu; 

 

    public void ShowHideMenu() 

    { 

        if(PanelMenu != null) 

        { 

            Animator animator = 
PanelMenu.GetComponent<Animator
>(); 

            if(animator != 
null) 

            { 

                bool isOpen = 
animator.GetBool("show"); 

                
animator.SetBool("show", 
!isOpen); 

            } 

ZoomObj 

using System.Collections; 

using 
System.Collections.Generic; 

using UnityEngine; 
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void Start() 

 { 

  // Set target 
direction to the camera's 
initial orientation. 

  targetDirection = 
transform.localRotation.eulerAn
gles; 

 

  // Set target 
direction for the character 
body to its inital state. 

  if (characterBody) 
targetCharacterDirection = 
characterBody.transform.localRo
tation.eulerAngles; 

 } 

void Update() 

 { 

  // Ensure the 
cursor is always locked when 
set 

  Screen.lockCursor = 
lockCursor; 

 

  // Allow the script 
to clamp based on a desired 
target value. 

  var 
targetOrientation = 
Quaternion.Euler(targetDirectio
n); 

  var 
targetCharacterOrientation = 
Quaternion.Euler(targetCharacte
rDirection); 

 

MouseLook 
using UnityEngine; 
 
// Very simple smooth mouselook 
modifier for the MainCamera in 
Unity 
// by Francis R. Griffiths-Keam 
- www.runningdimensions.com 
 
[AddComponentMenu("Camera/Simpl
e Smooth Mouse Look ")] 
public class MouseLook : 
MonoBehaviour 
{ 
Vector2 _mouseAbsolute; 

 Vector2 _smoothMouse; 

 

 public Vector2 
clampInDegrees = new 
Vector2(360, 180); 

 public bool lockCursor; 

 public Vector2 
sensitivity = new Vector2(2, 
2); 

 public Vector2 smoothing 
= new Vector2(3, 3); 

 public Vector2 
targetDirection; 

 public Vector2 
targetCharacterDirection; 

// Assign this if there's a 
parent object controlling 
motion, such as a Character 
Controller. 

 // Yaw rotation will 
affect this object instead of 
the camera if set. 

 public GameObject 
characterBody; 
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transforms. 
  if 
(clampInDegrees.x < 360) 
  
 _mouseAbsolute.x = 
Mathf.Clamp(_mouseAbsolute.x, -
clampInDegrees.x * 0.5f, 
clampInDegrees.x * 0.5f); 
 
  var xRotation = 
Quaternion.AngleAxis(-
_mouseAbsolute.y, 
targetOrientation * 
Vector3.right); 
 
 transform.localRotation = 
xRotation; 
 
  // Then clamp and 
apply the global y value. 
  if 
(clampInDegrees.y < 360) 
  
 _mouseAbsolute.y = 
Mathf.Clamp(_mouseAbsolute.y, -
clampInDegrees.y * 0.5f, 
clampInDegrees.y * 0.5f); 
 
 
 transform.localRotation 
*= targetOrientation; 

 

  // If there's a 
character body that acts as a 
parent to the camera 
  if (characterBody) 
  { 

var yRotaƟon = 
Quaternion.AngleAxis(_mouseAbsolut
e.x, 
characterBody.transform.up); 
  
 characterBody.transform.l
ocalRotation = yRotation; 
  
 characterBody.transform.l

ocalRotation *= 

 // Get raw mouse input 
for a cleaner reading on more 
sensitive mice. 

  var mouseDelta = 
new 
Vector2(Input.GetAxisRaw("Mouse 
X"), Input.GetAxisRaw("Mouse 
Y")); 

 

  // Scale input 
against the sensitivity setting 
and multiply that against the 
smoothing value. 

  mouseDelta = 
Vector2.Scale(mouseDelta, new 
Vector2(sensitivity.x * 
smoothing.x, sensitivity.y * 
smoothing.y)); 

 

  // Interpolate 
mouse movement over time to 
apply smoothing delta. 

  _smoothMouse.x = 
Mathf.Lerp(_smoothMouse.x, 
mouseDelta.x, 1f / 
smoothing.x); 

  _smoothMouse.y = 
Mathf.Lerp(_smoothMouse.y, 
mouseDelta.y, 1f / 
smoothing.y); 

 

  // Find the 
absolute mouse movement value 
from point zero. 

  _mouseAbsolute += 
_smoothMouse; 

 // Clamp and apply the 
local x value first, so as not 
to be affected by world 
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targetCharacterOrientation; 

  } 

  else 

 { 
   var yRotation 
= 
Quaternion.AngleAxis(_mouseAbso
lute.x, 
transform.InverseTransformDirec
tion(Vector3.up)); 
  
 transform.localRotation 
*= yRotation; 
  } 
 } 
} 
FadeEffectScene 
 
 using System.Collections; 
using 
System.Collections.Generic; 
using UnityEngine; 
 
public class FadeEffectScene : 
MonoBehaviour { 
 
    public Texture2D 
fadeOutTexture; 
    public float fadeSpeed = 
0.8f; 
    private int drawDepth = -
1000; 
    private float alpha = 1.0f; 
    private int fadeDir = -1; 
    void OnGUI() 
    { 
        alpha += fadeDir * 
fadeSpeed * Time.deltaTime; 
        alpha = 
Mathf.Clamp01(alpha); 
        GUI.color = new 
Color(GUI.color.r, GUI.color.g, 
GUI.color.b, alpha); 
        GUI.depth = drawDepth;        
GUI.DrawTexture(new Rect(0, 0, 
Screen.width, Screen.height), 
fadeOutTexture); 
    } 
 
 

    public float BeginFade(int 
direction) 
    { 
        fadeDir = direction; 
        return (fadeSpeed); 
    } 
 
    void OnLevelWasLoaded() 
    { 
        BeginFade(-1); 
    } 
} 
ShowHideInfo 
using System.Collections; 
using 
System.Collections.Generic; 
using UnityEngine; 
 
public class ShowHideInfo : 
MonoBehaviour { 
 
    public GameObject InfoText; 
    private bool ShowInfo = 
false; 
 
    public void showhideInfo() 
    { 
        if (!ShowInfo) 
        { 
            
InfoText.SetActive(true); 
            ShowInfo = true; 
        } 
        else 
        { 
            
InfoText.SetActive(false); 
            ShowInfo = false; 
        } 
    } 
    public void ShowPanelInfo() 
    { 
        
InfoText.SetActive(true); 
    } 
} 
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