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SOURCE CODE

using UnityEngine;
using System.Collections;

public class splash : MonoBehaviour

{
void Start()
{
StartCoroutine(Example());
}
IEnumerator Example()
{
yield return new WaitForSeconds(2);
Application.LoadLevel("loading");
}
}

using UnityEngine;
using UnityEngine.UI;
using System.Collections;

public class loading : MonoBehaviour

{

public Transform LoadingBar;

[SerializeField] private float currentAmount;
[SerializeField] private float speed;

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

if (currentAmount < 100)

{

currentAmount += speed * Time.deltaTime;
Debug.Log((int)currentAmount);
}

else

{
}

Application.LoadLevel("main_menu");

LoadingBar.GetComponent<Image>().fillAmount = currentAmount / 100;

Main Menu

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



public class menu : MonoBehaviour

{
public void GoToMainMenu()
{
Application.LoadLevel("main_menu");
}
public void GoToARCamera()
{
Application.LoadLevel("animasi");
}
public void GoToQuiz()
{
Application.LoadLevel("kuis");
}
public void ExitApplication()
{
Application.Quit();
}
}

Back Press

using UnityEngine;
using System.Collections;

public class backpress : MonoBehaviour

{
// Update is called once per frame
void Update()
{
if (Input.GetKeyDown(KeyCode.Escape))
Application.LoadLevel("main_menu");
}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

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

{
PlayerPrefs.SetInt("skor", 0);



}

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

GetComponent<Text>().text = PlayerPrefs.GetInt("skor").ToString();

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class jawab : MonoBehaviour
{
public GameObject feed_benar, feed_salah;
// Use this for initialization
void Start()
{

}

public void jawaban(bool jawab)

{
if (jawab)

feed_benar.SetActive(false);
feed_benar.SetActive(true);

int skor = PlayerPrefs.GetInt("skor") + 10;
PlayerPrefs.SetInt("skor", skor);

}
else
{
feed_salah.SetActive(false);
feed_salah.SetActive(true);
}

gameObject.SetActive(false);
transform.parent.GetChild(gameObject.transform.GetSiblingIndex() +
1).gameObject.SetActive(true);
}
// Update is called once per frame
void Update()





