
LA MPIRAN 1 

DATA WAWANCARA 

 

A. DATA HASIL WAWANCARA 

Informan 1  

Nama Lengkap : Iswanto Saputra 

Usia   : 40 tahun 

Jenis Kelamin  : Laki - Laki 

Pendidikan   : S1 

Jabatan / Profesi : Manajer Di PT. Duta Dinasty Abadi Depelover 

 

Pertanyaan untuk Manajer PT. Duta Dinasty Abadi Develover adalah sebaggai 

berikut: 

a. Ada berapa tipe rumah yang ada pada Perumahan Griya Antasari Permai? 

b. Ada berapa Blok dan unit rumah yang ada di Perumahan Griya Antasari 

Permai? 

c. Media sosial apa yang digunakan dalam proses promosi perumahan? 

d. Media apa yang digunakan untuk memberikan informasi secara lengkap 

sekaligus menarik perhatian calon konsumen? 

e. Apakah media promosi yan diguakan saat ini sudah efektif atau butuh 

penggembangan? 

 

 Informan 2 ( Calon Konsumen )  

Nama Lengkap : Erwin jopitra  

Usia   : 28 tahun 

Jenis Kelamin  : Laki - Laki 

Pendidikan   : S1 

Jabatan / Profesi : Karyawan Swasta 



Pertanyaan untuk calon konsumen adalah sebagai berikut: 

a. Apakah ada kendala dalam mendapatkan informasi lengkap terkait 

Perumahan Griya Antasari Permai? 

b. Apakah media penyebaran informasinya sudah cukup baik dan menarik? 

c. Apakah dengan media tersebut sudah cukup bagi para calon konsumen 

untuk mengetahui gambaran perumahan yang ditawarkan? 

d. Apakah dibutuhkan sebuah program yang bisa memberikan informasi 

lengkap yang disertai dengan media untuk melihat bentuk perumahan 

secara detail bagi calon konsumen? 

Berdasarkan wawancara yang telah dilakukan, maka hasil secara garis besar yang 

peneliti dapatkan dalam wawancara tersebut adalah sebagai berikut: 

1. Media sosial yang digunakan masih hanya sebatas facebook yang masih 

sangat terbatas untuk memberikan informasi lengkap terkait perumahan 

2. Media yang digunakan untuk menggambarkan bentuk perumahan hanya 

dengan menggunakan Gambar dan foto rumah yang sudah ada  sebagai 

contoh 

3. Jangkauan penyebaran informasi sudah cukup luas, tetapi masih harus 

menghubungi pihak agen untuk mendapatkan informasi yang lengkap 

4. Perlu adanya aplikasi 3D yang dapat menampilkan seluruh detail 

perumahan, agar konsumen lebih muah dalam mendapatkan informasi 

tentang perumahan. 

 

 

 

 

 



LAMPIRAN 2 

DOKUMENTASI PERUMAHAN 

 

 

      

Foto Tampak Depan Rumah           Foto Kamar Rumah  

 

           

                 Foto Dapur    Foto Kamar Mandi 



 

              

Sitemap Perumahan Griya Antasari Permai  Spesifikasi Bangunan 

 

 

 

 

 

 

 

 

 

 

 

 

 



Koding Untuk Interaksi Dengan 

Object Melalui Pandangan 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.EventSystems; 

public class GazeInteraction : 

MonoBehaviour { 

 

 public float gazeTime = 1f; 

 private float timer; 

 private bool gazedAt; 

 

 // Use this for initialization 

 void Start() 

 { 

 } 

 

 // Update is called once per 

frame 

 void Update() 

 { 

 

  if (gazedAt) 

  { 

   timer += 

Time.deltaTime; 

 

   if (timer >= 

gazeTime) 

   { 

    // 

execute pointerdown handler 

ExecuteEvents.Execute(gameObject, 

new 

PointerEventData(EventSystem.curren

t), 

ExecuteEvents.pointerDownHandler); 

    timer = 

0f; 

   } 

  } 

 

 } 

 

 public void PointerEnter() 

 { 

  gazedAt = true; 

 

 Debug.Log("PointerEnter"); 

 } 

public void PointerExit(){ gazedAt = 

false; 

 

 Debug.Log("PointerExit"); 

 } 



 

 public void PointerDown() 

 { 

 

 Debug.Log("PointerDown"); 

 } 

} 

 

Koding Untuk Berjalan 

 

using UnityEngine; 

using System.Collections; 

 

public class Autowalk : 

MonoBehaviour 

{ 

 private const int 

RIGHT_ANGLE = 90; 

 

 // This variable determinates if 

the player will move or not  

 private bool isWalking = false; 

 

 Transform mainCamera = null; 

 //This is the variable for the 

player speed 

 [Tooltip("With this speed the 

player will move.")] 

 public float speed; 

 

 [Tooltip("Activate this 

checkbox if the player shall move 

when the Cardboard trigger is 

pulled.")] 

 public bool 

walkWhenTriggered; 

 

 [Tooltip("Activate this 

checkbox if the player shall move 

when he looks below the threshold.")] 

 public bool 

walkWhenLookDown; 

 

 [Tooltip("This has to be an 

angle from 0° to 90°")] 

 public double thresholdAngle; 

 

 [Tooltip("Activate this 

Checkbox if you want to freeze the y-

coordiante for the player. " + 

  "For example in the 

case of you have no collider attached 

to your CardboardMain-GameObject" 

+ 

  "and you want to stay in 

a fixed level.")] 

 public bool freezeYPosition; 



 

 [Tooltip("This is the fixed y-

coordinate.")] 

 public float yOffset; 

 

 void Start() 

 { 

  mainCamera = 

Camera.main.transform; 

 } 

 

 void Update() 

 { 

  // Walk when the 

Cardboard Trigger is used  

  if (walkWhenTriggered 

&& !walkWhenLookDown && 

!isWalking) 

  { 

   isWalking = 

true; 

  } 

  else if 

(walkWhenTriggered && 

!walkWhenLookDown && isWalking) 

  { 

   isWalking = 

false; 

  } 

 

  // Walk when player 

looks below the threshold angle  

  if 

(walkWhenLookDown && 

!walkWhenTriggered && !isWalking 

&& 

  

 mainCamera.transform.eulerAn

gles.x >= thresholdAngle && 

  

 mainCamera.transform.eulerAn

gles.x <= RIGHT_ANGLE) 

  { 

   isWalking = 

true; 

  } 

  else if 

(walkWhenLookDown && 

!walkWhenTriggered && isWalking 

&& 

  

 (mainCamera.transform.eulerA

ngles.x <= thresholdAngle || 

   

 mainCamera.transform.eulerAn

gles.x >= RIGHT_ANGLE)) 

  { 



   isWalking = 

false; 

  } 

 

  // Walk when the 

Cardboard trigger is used and the 

player looks down below the threshold 

angle 

  if 

(walkWhenLookDown && 

walkWhenTriggered && !isWalking 

&& 

  

 mainCamera.transform.eulerAn

gles.x >= thresholdAngle && 

  

 mainCamera.transform.eulerAn

gles.x <= RIGHT_ANGLE) 

  { 

   isWalking = 

true; 

  } 

  else if 

(walkWhenLookDown && 

walkWhenTriggered && isWalking 

&& 

  

 mainCamera.transform.eulerAn

gles.x >= thresholdAngle && 

  

 mainCamera.transform.eulerAn

gles.x >= RIGHT_ANGLE) 

  { 

   isWalking = 

false; 

  } 

 

  if (isWalking) 

  { 

   Vector3 

direction = new 

Vector3(mainCamera.transform.forwar

d.x, 0, 

mainCamera.transform.forward.z).nor

malized * speed * Time.deltaTime; 

   Quaternion 

rotation = Quaternion.Euler(new 

Vector3(0, -

transform.rotation.eulerAngles.y, 0)); 

  

 transform.Translate(rotation * 

direction); 

  } 

 

  if (freezeYPosition) 

  { 

  

 transform.position = new 



Vector3(transform.position.x, yOffset, 

transform.position.z); 

  } 

 } 

 

} 

 

Koding Untuk Mengatur Suara 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

 public class AudioManager : 

MonoBehaviour { 

 

  public AudioClip 

suaraHewan; 

 

  AudioSource 

audioSource; 

 

  private float timer; 

 

  void Awake () { 

 

   audioSource = 

GetComponent<AudioSource>(); 

  } 

 

  // Use this for 

initialization 

  void Start () { 

 

  } 

 

  // Update is called once 

per frame 

  void Update () { 

   timer += 

Time.deltaTime; 

 

  } 

 

  public void KlikAudio 

(){ 

   if (timer>=3) 

   {timer=0; 

   

 audioSource.clip = 

suaraHewan; 

 

   

 audioSource.Play(); 

 

 

   } 



  } 

 } 

 

Koding Untuk Animasi 

Di Menu Utama 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.SceneManagement; 

 

public class MenuController : 

MonoBehaviour { 

 

    public Animator 

MainMenuPanel; 

    public Animator 

PanduanPanel; 

 public Animator TentangPanel; 

 public Animator PanelHarga; 

 public Animator UtamaPanel; 

 public Animator Volume; 

 

 public string 

UtamaAnimShow; 

 public string UtamaAnimHide; 

 public string AboutAnimShow; 

 public string AboutAnimHide; 

     public string MainAnimShow; 

    public string MainAnimHide; 

     public string HargaAnimShow; 

    public string HargaAnimHide; 

     public string AnimShow; 

    public string AnimHide; 

 

    private bool Show = false; 

 private bool Showing = false; 

 private bool vol = false; 

  

 public void MusicVolume() 

    { 

        if (!vol) 

        { 

            

Volume.Play("VolumeAnimShow", -

1, 0f); 

            vol = true; 

        } 

        else 

        { 

            

Volume.Play("VolumeAnimHide", -1, 

0f); 

            vol = false; 

        } 

    } 

 



 public void MenuUtama() 

    { 

        if (!Showing) 

        { 

            

MainMenuPanel.Play(MainAnimHide, 

-1, 0f); 

            

UtamaPanel.Play(UtamaAnimShow, -

1, 0f); 

            Showing = true; 

        } 

        else 

        { 

            

MainMenuPanel.Play(MainAnimShow

, -1, 0f); 

            

UtamaPanel.Play(UtamaAnimHide, -1, 

0f); 

            Showing = false; 

        } 

    } 

 

    public void MenuPanduan() 

    { 

        if (!Show) 

        { 

            

MainMenuPanel.Play(MainAnimHide, 

-1, 0f); 

            

PanduanPanel.Play(AnimShow, -1, 

0f); 

            Show = true; 

        } 

        else 

        { 

            

MainMenuPanel.Play(MainAnimShow

, -1, 0f); 

            PanduanPanel.Play(AnimHide, 

-1, 0f); 

            Show = false; 

        } 

    } 

 

    public void MenuHarga() 

    { 

        if (!Showing) 

        { 

            

MainMenuPanel.Play(MainAnimHide, 

-1, 0f); 

            

PanelHarga.Play(HargaAnimShow, -1, 

0f); 



            Showing = true; 

        } 

        else 

        { 

            

MainMenuPanel.Play(MainAnimShow

, -1, 0f); 

            

PanelHarga.Play(HargaAnimHide, -1, 

0f); 

            Showing = false; 

        } 

    } 

  

 public void MenuTentang() 

    { 

        if (!Showing) 

        { 

            

MainMenuPanel.Play(MainAnimHide, 

-1, 0f); 

            

TentangPanel.Play(AboutAnimShow, 

-1, 0f); 

            Showing = true; 

        } 

        else 

        { 

            

MainMenuPanel.Play(MainAnimShow

, -1, 0f); 

            

TentangPanel.Play(AboutAnimHide, -

1, 0f); 

            Showing = false; 

        } 

    } 

 

    public void MenuKeluar() 

    { 

        Application.Quit(); 

    } 

} 

 

Koding Untuk Merubah Vr ke 

Normal Atau Sebaliknya 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.XR; 

using UnityEngine.SceneManagement; 

 

public class NormalToVR : 

MonoBehaviour 

{ 



    public string MainMenuScene; 

    public string VRScene; 

 

    // Use this for initialization 

    void Start() 

    { 

 

    } 

 

    // Update is called once per frame 

    void Update() 

    { 

 

    } 

 

    public void NormalModeActive() 

    { 

        StartCoroutine(NormalActive()); 

    } 

 

    public void VRModeActive() 

    { 

        StartCoroutine(VRActive()); 

 

    } 

 

    IEnumerator VRActive() 

    { 

        string desiredDevice = 

"cardboard"; // Or "daydream". 

 

        

XRSettings.LoadDeviceByName(desir

edDevice); 

 

        // Must wait one frame after 

calling 

`XRSettings.LoadDeviceByName()`. 

        yield return null; 

 

        // Now it's ok to enable VR mode. 

        XRSettings.enabled = true; 

 

        

SceneManager.LoadScene(VRScene); 

    } 

 

    IEnumerator NormalActive() 

    { 

        // Empty string loads the "None" 

device. 

        

XRSettings.LoadDeviceByName(""); 

        // Must wait one frame after 

calling 

`XRSettings.LoadDeviceByName()`. 

        yield return null; 



        // Not needed, since loading the 

None (`""`) device takes care of this. 

        // XRSettings.enabled = false; 

        // Restore 2D camera settings. 

        ResetCameras(); 

 

        

SceneManager.LoadScene(MainMenu

Scene); 

    } 

 

    // Resets camera transform and 

settings on all enabled eye cameras. 

    void ResetCameras() 

    { 

        // Camera looping logic copied 

from GvrEditorEmulator.cs 

        for (int i = 0; i < 

Camera.allCameras.Length; i++) 

        { 

            Camera cam = 

Camera.allCameras[i]; 

            if (cam.enabled && 

cam.stereoTargetEye != 

StereoTargetEyeMask.None) 

            { 

 

                // Reset local position. 

                // Only required if you 

change the camera's local position 

while in 2D mode. 

                cam.transform.localPosition 

= Vector3.zero; 

 

                // Reset local rotation. 

                // Only required if you 

change the camera's local rotation 

while in 2D mode. 

                cam.transform.localRotation 

= Quaternion.identity; 

 

                // No longer needed, see 

issue github.com/googlevr/gvr-unity-

sdk/issues/628. 

                // cam.ResetAspect(); 

 

                // No need to reset 

`fieldOfView`, since it's reset 

automatically. 

            } 

        } 

    } 

} 

 

Koding Untuk Halaman Splash 

Screen 



 

using UnityEngine; 

using UnityEngine.UI; 

using UnityEngine.SceneManagement; 

using System.Collections; 

using TMPro; 

 

public class SplashFade : 

MonoBehaviour 

{ 

    public Image splashImage; 

    public Transform LoadingBar; 

    public TextMeshProUGUI 

SplashText; 

    public string loadLevel; 

 

    [SerializeField] 

    private float currentAmount; 

    [SerializeField] 

    private float speed; 

 

    IEnumerator Start() 

    { 

splashImage.canvasRenderer.SetAlpha

(0.0f); 

SplashText.canvasRenderer.SetAlpha(

0.0f); 

 

        FadeIn(); 

        yield return new 

WaitForSeconds(2f); 

        FadeIn2(); 

        yield return new 

WaitForSeconds(2f); 

    } 

    void Update() 

    { 

        if (currentAmount < 100) 

        { 

            currentAmount += speed * 

Time.deltaTime; 

            

Debug.Log((int)currentAmount); 

        } 

        else 

                    

SceneManager.LoadScene(loadLevel); 

        } 

LoadingBar.GetComponent<Image>().

fillAmount = currentAmount / 100; 

    } 

 

    void FadeIn() 

    { 

        

splashImage.CrossFadeAlpha(1.0f, 

1.5f, false); 



        SplashText.CrossFadeAlpha(1.0f, 

1.5f, false); 

    } 

    void FadeIn2() 

    { 

    SplashText.CrossFadeAlpha(1.0f, 

1.5f, false); 

    } 

} 
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