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LAMPIRAN 

menuCTRL.CS 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class MenuCtrl : MonoBehaviour { 

 

 public void LoadScene(string sceneName) { 

  SceneManager.LoadScene (sceneName); 

 } 

} 

 

locationText.CS 

using UnityEngine; 

using UnityEngine.UI; 

using System.Collections; 

 

public class LocationText : MonoBehaviour 

{ 

 private Vector2 deviceCoordinates; 

 public float dLatitude = 0.00004f, dLongitude = 0.00004f; 

 private bool enableByRequest = true; 
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 public int maxWait = 10; 

 public bool ready = false; 

 public Text text; 

 

 void Start(){ 

  StartCoroutine (getLocation ()); 

 } 

 

 IEnumerator getLocation(){ 

  LocationService service = Input.location; 

  if (!enableByRequest && !service.isEnabledByUser) { 

   Debug.Log("Location Services not enabled by user"); 

   yield break; 

  } 

  service.Start(); 

  while (service.status == LocationServiceStatus.Initializing && maxWait 

> 0) { 

   yield return new WaitForSeconds(1); 

   maxWait--; 

  } 

  if (maxWait < 1){ 

   Debug.Log("Timed out"); 

   yield break; 

  } 

  if (service.status == LocationServiceStatus.Failed) { 
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   Debug.Log("Unable to determine device location"); 

   yield break; 

  } else { 

   text.text = "Lokasi Sekarang: " + service.lastData.latitude + ", " 

+ service.lastData.longitude; 

  } 

  //service.Stop(); 

  ready = true; 

 } 

 void Update(){ 

 } 

} 

 

LocationScript.CS 

using UnityEngine; 

using UnityEngine.UI; 

using System.Collections; 

 

public class LocationTextScript : MonoBehaviour 

{ 

    private Vector2 target1Coordinates; 

    private Vector2 target2Coordinates; 

    private Vector2 target3Coordinates; 

    private Vector2 target4Coordinates; 

    private Vector2 target5Coordinates; 
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 private Vector2 deviceCoordinates; 

 private float distanceFromTarget = 0.000025f; 

 private float d1proximity = 0.001f; 

 private float d2proximity = 0.001f; 

 private float d3proximity = 0.001f; 

 private float d4proximity = 0.001f; 

 private float d5proximity = 0.001f; 

 private float dproximity = 5; 

 private float sLatitude, sLongitude; 

 public float d1Latitude = -5.1557974f, d1Longitude = 119.4420142f; 

 public float d2Latitude = 1.00004f, d2Longitude = 1.00004f; 

 public float d3Latitude = 2.00004f, d3Longitude = 2.00004f; 

 public float d4Latitude = 3.00004f, d4Longitude = 3.00004f; 

 public float d5Latitude = 4.00004f, d5Longitude = 4.00004f; 

 private bool enableByRequest = true; 

 public int maxWait = 10; 

 public bool ready = false; 

 public Text text; 

 Vector3 pos; 

 

 void Start(){ 

  pos = transform.position; 

  target1Coordinates = new Vector2 (d1Latitude, d1Longitude); 

  target2Coordinates = new Vector2 (d2Latitude, d2Longitude); 

  target3Coordinates = new Vector2 (d3Latitude, d3Longitude); 
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  target4Coordinates = new Vector2 (d4Latitude, d4Longitude); 

  target5Coordinates = new Vector2 (d5Latitude, d5Longitude); 

  StartCoroutine (getLocation ()); 

 } 

 

 IEnumerator getLocation(){ 

  LocationService service = Input.location; 

  if (!enableByRequest && !service.isEnabledByUser) { 

   Debug.Log("Location Services not enabled by user"); 

   yield break; 

  } 

  service.Start(); 

  while (service.status == LocationServiceStatus.Initializing && maxWait 

> 0) { 

   yield return new WaitForSeconds(1); 

   maxWait--; 

  } 

  if (maxWait < 1){ 

   Debug.Log("Timed out"); 

   yield break; 

  } 

  if (service.status == LocationServiceStatus.Failed) { 

   Debug.Log("Unable to determine device location"); 

   yield break; 

  } else { 
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   sLatitude = service.lastData.latitude; 

   sLongitude = service.lastData.longitude; 

  } 

  //service.Stop(); 

  ready = true; 

  startCalculate (); 

 } 

 

 

 void Update(){ 

 

 } 

 

 

 public void startCalculate(){ 

  deviceCoordinates = new Vector2 (sLatitude, sLongitude); 

  d1proximity = Vector2.Distance (target1Coordinates, 

deviceCoordinates); 

  d2proximity = Vector2.Distance (target2Coordinates, 

deviceCoordinates); 

  d3proximity = Vector2.Distance (target3Coordinates, 

deviceCoordinates); 

  d4proximity = Vector2.Distance (target4Coordinates, 

deviceCoordinates); 
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  d5proximity = Vector2.Distance (target5Coordinates, 

deviceCoordinates); 

 

  if (d1proximity <= dproximity) { 

   dproximity = d1proximity; 

   text.text = "Sop Saudara."; 

  } 

  if (d2proximity <= dproximity) { 

   dproximity = d2proximity; 

   text.text = "Coto Paraikatte."; 

  } 

  if (d3proximity <= dproximity) { 

   dproximity = d3proximity; 

   text.text = "Saraba Sucer."; 

  } 

  if (d4proximity <= dproximity) { 

   dproximity = d4proximity; 

   text.text = "Sop Konro."; 

  } 

  if (d5proximity <= dproximity) { 

   dproximity = d5proximity; 

   text.text = "Pallubasa."; 

  } 

  if (dproximity <= distanceFromTarget) { 

   text.text = "Anda sedsang berada di dekat " + text.text; 
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  } else  { 

   text.text = "Anda tidak berada di dekat apa-apa."; 

  } 

  transform.position = pos; 

 } 

} 

 

webcamScript.CS 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class webCamScript : MonoBehaviour { 

 

 public GameObject webCameraPlane; 

 

 // Use this for initialization 

 void Start () { 

 

  if (Application.isMobilePlatform) { 

   GameObject cameraParent = new GameObject ("camParent"); 

   cameraParent.transform.position = this.transform.position; 

   this.transform.parent = cameraParent.transform; 

   cameraParent.transform.Rotate (Vector3.right, 90); 

  } 
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  Input.gyro.enabled = true; 

  WebCamTexture webCameraTexture = new WebCamTexture(); 

 

 webCameraPlane.GetComponent<MeshRenderer>().material.mainTexture = 

webCameraTexture; 

  webCameraTexture.Play(); 

 } 

 // Update is called once per frame 

 void Update () { 

  Quaternion cameraRotation = new Quaternion (Input.gyro.attitude.x, 

Input.gyro.attitude.y, -Input.gyro.attitude.z, -Input.gyro.attitude.w); 

  this.transform.localRotation = cameraRotation; 

 } 

} 
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