


































 
 

*Script Menu Utama 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

using UnityEngine.UI; 

using UnityEngine.SceneManagement; 

 

public class MainMenus : 

MonoBehaviour { 

 

 public GameObject MenuPanel; 

 public GameObject 

AlatLaboratorium; 

 public GameObject MetalIon; 

 public GameObject 

Pengelompokkan; 

 public GameObject Penyusunan; 

 public GameObject 

TentangAplikasi; 

 

 // Alat Laboratorium 

 

 public GameObject Beaker; 

 public GameObject 

ReagentBottle; 

 public GameObject 

MeasuringFlask; 

 public GameObject 

MeasuringCylinder; 

 public GameObject Crucible; 

 public GameObject 

BeeHiveFilter; 

 public GameObject Condenser; 

 public GameObject ConicalFlask; 

 public GameObject Pipette; 

 public GameObject 

SeparatingFunnel; 

 public GameObject Titanium; 

 public GameObject Vanadium; 

 public GameObject Chromium; 

 public GameObject Manganese; 

 public GameObject Iron; 

 public GameObject Cobalt; 

 public GameObject Nickel; 

 public GameObject Copper; 

 public GameObject 

SenyawaAsam; 

 public GameObject 

SenyawaBasa; 

 public GameObject 

SenyawaGaram; 

 public GameObject AsamAsetat; 

 public GameObject AsamSulfat; 

 public GameObject AsamKlorida; 

 public GameObject AsamFosfat; 

 public GameObject AsamLaktat; 

 public GameObject AsamNitrat; 

 public GameObject 

AsamBenzoat; 

 public GameObject 

AsamFormiat; 

 public GameObject 

AsamTartarat; 

 public GameObject 

NatriumHodroksida; 

 public GameObject 

KalsiumHidroksida; 

 public GameObject 

BariumHidroksida; 

 public GameObject 

MagnesiumHidroksida; 

 public GameObject 

LitiumHidroksida; 

 public GameObject Amoniak; 

 public GameObject 

NatriumKlorida; 

 public GameObject 

KaliumKlorida; 

 public GameObject 

AmoniumKlorida; 

 public GameObject 

NatriumSulfat; 

 public GameObject KaliumSulfat; 

 public GameObject 

AmoniumSulfat; 

 public GameObject 

NatriumKarbonat; 

 public GameObject 

KaliumKarbonat; 

 public GameObject 

RumusAsamAsetat; 

 public GameObject 

RumusAsamSulfat; 

 public GameObject 

RumusAsamKlorida; 



 
 

 public GameObject 

RumusAsamFosfat; 

 public GameObject 

RumusAsamLaktat; 

 public GameObject 

RumusAsamNitrat; 

 public GameObject 

RumusAsamBenzoat; 

 public GameObject 

RumusAsamFormiat; 

 public GameObject 

RumusAsamTartarat; 

 public GameObject 

RumusNatriumHodroksida; 

 public GameObject 

RumusKalsiumHidroksida; 

 public GameObject 

RumusBariumHidroksida; 

 public GameObject 

RumusMagnesiumHidroksida; 

 public GameObject 

RumusLitiumHidroksida; 

 public GameObject 

RumusAmoniak; 

 public GameObject 

RumusNatriumKlorida; 

 public GameObject 

RumusKaliumKlorida; 

 public GameObject 

RumusAmoniumKlorida; 

 public GameObject 

RumusNatriumSulfat; 

 public GameObject 

RumusKaliumSulfat; 

 public GameObject 

RumusAmoniumSulfat; 

 public GameObject 

RumusNatriumKarbonat; 

 public GameObject 

RumusKaliumKarbonat; 

 public GameObject Titanium3; 

 public GameObject Vanadium2; 

 public GameObject Vanadium3; 

 public GameObject Vanadium4; 

 public GameObject Vanadium5; 

 public GameObject Chromium2; 

 public GameObject Chromium3; 

 public GameObject Chromium6; 

 public GameObject Manganese2; 

 public GameObject Manganese7; 

 public GameObject Iron2; 

 public GameObject Iron3; 

 public GameObject Cobalt2; 

 public GameObject Nickel2; 

 public GameObject Copper2; 

 public GameObject 

PAmmoniumKlorida; 

 public GameObject 

PMagnesiumKlorida; 

 public GameObject 

PAlumuniumSulfat; 

 public GameObject 

PHidrogenSulfit; 

 public GameObject 

PNatriumKlorit; 

 public GameObject 

PKalsiumKlorat; 

 

*Script Masuk Panel 

 

public void MasukTitanium3() 

 { 

 

 Titanium3.SetActive(true); 

 

 Vanadium2.SetActive(false); 

 

 Vanadium3.SetActive(false); 

 

 Vanadium4.SetActive(false); 

 

 Vanadium5.SetActive(false); 

 

 Chromium2.SetActive(false); 

 

 Chromium3.SetActive(false); 

 

 Chromium6.SetActive(false); 

 

 Manganese2.SetActive(false); 

 

 Manganese7.SetActive(false); 

  Iron2.SetActive(false); 

  Iron3.SetActive(false); 

  Cobalt2.SetActive(false); 

  Nickel2.SetActive(false); 

  Copper2.SetActive(false); 



 
 

 

 RumusAsamAsetat.SetActive(fals

e); 

 

 RumusAsamSulfat.SetActive(fals

e); 

 

 RumusAsamKlorida.SetActive(fal

se); 

 

 RumusAsamFosfat.SetActive(fals

e); 

 

 RumusAsamLaktat.SetActive(fals

e); 

 

 RumusAsamNitrat.SetActive(fals

e); 

 

 RumusAsamBenzoat.SetActive(fa

lse); 

 

 RumusAsamFormiat.SetActive(fa

lse); 

 

 RumusAsamTartarat.SetActive(fa

lse); 

 

 RumusNatriumHodroksida.SetAct

ive(false); 

 

 RumusKalsiumHidroksida.SetAct

ive(false); 

 

 RumusBariumHidroksida.SetActi

ve(false); 

 

 RumusMagnesiumHidroksida.Set

Active(false); 

 

 RumusLitiumHidroksida.SetActiv

e(false); 

 

 RumusAmoniak.SetActive(false); 

 

 RumusNatriumKlorida.SetActive(

false); 

 

 RumusKaliumKlorida.SetActive(f

alse); 

 

 RumusAmoniumKlorida.SetActiv

e(false); 

 

 RumusNatriumSulfat.SetActive(f

alse); 

 

 RumusKaliumSulfat.SetActive(fal

se); 

 

 RumusAmoniumSulfat.SetActive(

false); 

 

 RumusNatriumKarbonat.SetActiv

e(false); 

 

 RumusKaliumKarbonat.SetActive

(false); 

 

 AsamAsetat.SetActive(false); 

 

 AsamSulfat.SetActive(false); 

 

 AsamKlorida.SetActive(false); 

 

 AsamFosfat.SetActive(false); 

 

 AsamLaktat.SetActive(false); 

 

 AsamNitrat.SetActive(false); 

 

 AsamBenzoat.SetActive(false); 

 

 AsamFormiat.SetActive(false); 

 

 AsamTartarat.SetActive(false); 

 

 NatriumHodroksida.SetActive(fal

se); 

 

 KalsiumHidroksida.SetActive(fals

e); 

 

 BariumHidroksida.SetActive(false

); 



 
 

 

 MagnesiumHidroksida.SetActive(

false); 

 

 LitiumHidroksida.SetActive(false

); 

 

 Amoniak.SetActive(false); 

 

 NatriumKlorida.SetActive(false); 

 

 KaliumKlorida.SetActive(false); 

 

 AmoniumKlorida.SetActive(false)

; 

 

 NatriumSulfat.SetActive(false); 

 

 KaliumSulfat.SetActive(false); 

 

 AmoniumSulfat.SetActive(false); 

 

 NatriumKarbonat.SetActive(false)

; 

 

 KaliumKarbonat.SetActive(false); 

 

 SenyawaAsam.SetActive(false); 

 

 SenyawaBasa.SetActive(false); 

 

 SenyawaGaram.SetActive(false); 

 

 Titanium.SetActive(false); 

 

 Vanadium.SetActive(false); 

 

 Chromium.SetActive(false); 

 

 Manganese.SetActive(false); 

  Iron.SetActive(false); 

  Cobalt.SetActive(false); 

  Nickel.SetActive(false); 

  Copper.SetActive(false); 

  Beaker.SetActive(false); 

 

 ReagentBottle.SetActive(false); 

 

 MeasuringFlask.SetActive(false); 

 

 MeasuringCylinder.SetActive(fals

e); 

  Crucible.SetActive(false); 

 

 BeeHiveFilter.SetActive(false); 

 

 Condenser.SetActive(false); 

 

 ConicalFlask.SetActive(false); 

  Pipette.SetActive(false); 

 

 SeparatingFunnel.SetActive(false)

; 

 

 MenuPanel.SetActive(false); 

 

 AlatLaboratorium.SetActive(false

); 

 

 MetalIon.SetActive(false); 

 

 Pengelompokkan.SetActive(false)

; 

 

 TentangAplikasi.SetActive(false); 

 } 

 

*Script LeanTouch 

 

using UnityEngine; 

using UnityEditor; 

using System.Collections.Generic; 

 

namespace Lean 
{ 

 [CustomEditor(typeof(LeanTouch

))] 

 public class LeanTouch_Editor : 

Editor 

 { 

  private static 
List<LeanFinger> allFingers = new 

List<LeanFinger>(); 

   

  private static GUIStyle 

fadingLabel; 

   



 
 

  public static GUIStyle 

GetFadingLabel(bool active, float 

progress) 

  { 

   if (fadingLabel 

== null) 

   { 

   

 fadingLabel = new 

GUIStyle(EditorStyles.label); 

   } 

    

   var a = 

EditorStyles.label.normal.textColor; 

   var b = a; b.a = 

active == true ? 0.5f : 0.0f; 

    

  

 fadingLabel.normal.textColor = 

Color.Lerp(a, b, progress); 

    

   return 
fadingLabel; 

  } 

   

 

 [MenuItem("GameObject/Lean/T

ouch", false, 1)] 

  public static void 
CreateLocalization() 

  { 

   var gameObject = 

new 
GameObject(typeof(LeanTouch).Name); 

    

  

 UnityEditor.Undo.RegisterCreate

dObjectUndo(gameObject, "Create 

Touch"); 

    

  

 gameObject.AddComponent<Lea

nTouch>(); 

    

  

 Selection.activeGameObject = 

gameObject; 

  } 

   

  // Draw the whole 

inspector 

  public override void 
OnInspectorGUI() 

  { 

   var touch = 

(LeanTouch)target; 

    

  

 EditorGUILayout.Separator(); 

    

  

 DrawSettings(touch); 

    

  

 EditorGUILayout.Separator(); 

    

   DrawGestures(); 

    

  

 EditorGUILayout.Separator(); 

    

  

 DrawFingers(touch); 

    

  

 EditorGUILayout.Separator(); 

    

   Repaint(); 

  } 

   

  private static void 
DrawSettings(LeanTouch touch) 

  { 

  

 EditorGUI.LabelField(Reserve(), 

"Settings", EditorStyles.boldLabel); 

    

  

 touch.TapThreshold = 

EditorGUILayout.FloatField("Tap 

Threshold", touch.TapThreshold); 

    

  

 touch.SwipeThreshold = 

EditorGUILayout.FloatField("Swipe 

Threshold", touch.SwipeThreshold); 

    



 
 

  

 touch.HeldThreshold = 

EditorGUILayout.FloatField("Held 

Threshold", touch.HeldThreshold); 

    

  

 touch.ReferenceDpi = 

EditorGUILayout.IntField("Reference 

DPI", touch.ReferenceDpi); 

    

  

 EditorGUILayout.Separator(); 

    

  

 touch.RecordFingers = 

EditorGUILayout.Toggle("Record 

Fingers", touch.RecordFingers); 

    

   if 
(touch.RecordFingers == true) 

   { 

   

 EditorGUI.indentLevel += 1; 

    { 

    

 touch.RecordThreshold = 

EditorGUILayout.FloatField("Record 

Threshold", touch.RecordThreshold); 

      

    

 touch.RecordLimit = 

EditorGUILayout.FloatField("Record 

Limit", touch.RecordLimit); 

    } 

   

 EditorGUI.indentLevel -= 1; 

   } 

    

  

 EditorGUILayout.Separator(); 

    

  

 touch.SimulateMultiFingers = 

EditorGUILayout.Toggle("Simulate Multi 

Fingers", touch.SimulateMultiFingers); 

    

   if 
(touch.SimulateMultiFingers == true) 

   { 

   

 EditorGUI.indentLevel += 1; 

    { 

    

 touch.PinchTwistKey = 

(KeyCode)EditorGUILayout.EnumPopup(

"Pinch Twist Key", 

touch.PinchTwistKey); 

      

    

 touch.MultiDragKey = 

(KeyCode)EditorGUILayout.EnumPopup(

"Multi Drag Key", touch.MultiDragKey); 

      

    

 touch.FingerTexture = 

(Texture2D)EditorGUI.ObjectField(Reser

ve(), "Touch Texture", 

touch.FingerTexture, typeof(Texture2D), 

true); 

    } 

   

 EditorGUI.indentLevel -= 1; 

   } 

  } 

   

  private static void 
DrawFingers(LeanTouch touch) 

  { 

  

 EditorGUI.LabelField(Reserve(), 

"Fingers", EditorStyles.boldLabel); 

    

   allFingers.Clear(); 

  

 allFingers.AddRange(LeanTouch.

Fingers); 

  

 allFingers.AddRange(LeanTouch.

InactiveFingers); 

   allFingers.Sort((a, 

b) => a.Index.CompareTo(b.Index)); 

    

   for (var i = 0; i < 

allFingers.Count; i++) 

   { 

    var finger   

= allFingers[i]; 



 
 

    var 

progress = touch.TapThreshold > 0.0f ? 

finger.Age / touch.TapThreshold : 0.0f; 

    var style    

= GetFadingLabel(finger.Set, progress); 

     

    if 
(style.normal.textColor.a > 0.0f) 

    { 

    

 var screenPosition = 

finger.ScreenPosition; 

      

    

 EditorGUILayout.LabelField("#" 

+ finger.Index + " x " + finger.TapCount + 

" (" + Mathf.FloorToInt(screenPosition.x) 

+ ", " + 

Mathf.FloorToInt(screenPosition.y) + ") - 

" + finger.Age.ToString("0.0"), style); 

    } 

   } 

  } 

   

  private static void 
DrawGestures() 

  { 

  

 EditorGUI.LabelField(Reserve(), 

"Gestures", EditorStyles.boldLabel); 

    

  

 EditorGUI.BeginDisabledGroup(t

rue); 

   { 

   

 DrawVector2("Drag Delta", 

LeanTouch.DragDelta); 

     

   

 DrawVector2("Solo Drag Delta", 

LeanTouch.SoloDragDelta); 

     

   

 DrawVector2("Multi Drag Delta", 

LeanTouch.MultiDragDelta); 

     

   

 EditorGUILayout.FloatField("Twi

st Degrees", LeanTouch.TwistDegrees); 

     

   

 EditorGUILayout.FloatField("Twi

st Radians", LeanTouch.TwistRadians); 

     

   

 EditorGUILayout.FloatField("Pin

ch Scale", LeanTouch.PinchScale); 

   } 

  

 EditorGUI.EndDisabledGroup(); 

  } 

   

  private static void 
DrawVector2(string name, Vector2 xy) 

  { 

   var left   = 

Reserve(); 

   var middle = 

Reserve(ref left); 

   var right  = 

Reserve(ref middle, middle.width / 2); 

    

  

 EditorGUI.LabelField(left, name); 

  

 EditorGUI.FloatField(middle, 

xy.x); 

  

 EditorGUI.FloatField(right, xy.y); 

  } 

   

  private static Rect 

Reserve(ref Rect rect, float rightWidth = 

0.0f, float padding = 2.0f) 

  { 

   if (rightWidth == 

0.0f) 

   { 

   

 rightWidth = rect.width - 

EditorGUIUtility.labelWidth; 

   } 

    

   var left  = rect; 

left.xMax -= rightWidth; 



 
 

   var right = rect; 

right.xMin = left.xMax; 

    

   left.xMax -= 

padding; 

    

   rect = left; 

    

   return right; 

  } 

   

  private static Rect 

Reserve(float height = 16.0f) 

  { 

   var rect = 

EditorGUILayout.BeginVertical(); 

   { 

   

 EditorGUILayout.LabelField("", 

GUILayout.Height(height)); 

   } 

  

 EditorGUILayout.EndVertical(); 

    

   return rect; 

  } 

 } 

} 

 

*Sript Rotate 

 

using UnityEngine; 

using System.Collections; 

 

public class Rotate : MonoBehaviour { 

 

void Update () {  

transform.Rotate(Time.deltaTime*0,0,1); 

 } 

} 

 

*Script SimpleScaleRotate 

using UnityEngine; 

 

public class SimpleRotateScale : 

MonoBehaviour 

{ 

 protected virtual void 
LateUpdate() 

 { 

 

 Lean.LeanTouch.RotateObject(tra

nsform, Lean.LeanTouch.TwistDegrees); 

 

 Lean.LeanTouch.ScaleObject(tran

sform, Lean.LeanTouch.PinchScale); 

 } 

} 

 

*Script SimpleMove 

using UnityEngine; 

 

public class SimpleMove : 

MonoBehaviour 

{ 

 protected virtual void 
LateUpdate() 

 { 

 

 Lean.LeanTouch.MoveObject(tra

nsform, Lean.LeanTouch.DragDelta); 

 } 

} 
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