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Lampiran 1 Surat Permohonan Bimbingan Dosen Pertama
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Lampiran 1 Surat Permohonan Bimbingan Dosen Kedua
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Lampiran 3 Lembar Konsultasi / Asistensi Tugas Akhir
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Lampiran 4 Script Pembuatan Aplikasi

1. Script Splash Screen

using UnityEngine;
using System.Collections;

public class SplashManager : MonoBehaviour {

private float timer;
float lamaWaktuSplashScreen = 3f;

void Update(){
timer += Time.deltaTime;

if(timer > lamaWaktuSplashScreen){
Application.LoadLevel("menu");

}

2. Script Button Link

using UnityEngine;

using System.Collections;

public class menuju : MonoBehaviour {
/I Use this for initialization
void Start () {

}

I/ Update is called once per frame

void Update () {

}

public void ketujuan(int yangdituju){
Application.LoadLevel (yangdituju);
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3. Script Quit

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class quit : MonoBehaviour {

public void doquit(){

Debug.Log ("Keluar Dari Game");
Application.Quit ();

4. Script Screen Shoot

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class TakeScreenshot : MonoBehaviour {

[SerializeField]
GameObiject blink;

public void TakeAShot()

{
StartCoroutine ("Capturelt");
¥
IEnumerator Capturelt()
{

string timeStamp = System.DateTime.Now.ToString("dd-
MM-yyyy-HH-mm-ss");

string fileName = "Screenshot" + timeStamp + ".png";

string pathToSave = fileName;

Application.CaptureScreenshot(pathToSave);

yield return new WaitForEndOfFrame();

Instantiate (blink, new Vector2(0f, 0f), Quaternion.identity);
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Lampiran 5 Marker Augmented Reality

1. Marker Simulasi Kamera Polaroid

KAMERA
POLAROID

2. Marker Simulasi Kamera Analog

KAMERA
ANALOG

3. Marker Simulasi Kamera Digital

KAMERA
DIGITAL
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4. Marker Simulasi teknik pencahayaan

TEKNIK
PENCAHAYAAN

5. Marker Simulasi teknik pengambilan gambar

TEKNIK
PENGAMBILAN
GAMBAR

6. Marker Simulasi Genre Fotografi

LANDSCAPE. MACRO

POTRAIT STILL LIFE
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HUMAN
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INTEREST N
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