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Lampiran

€ LastUniProject - SceneD - Android - Unity 2019.2.18f1 Personal <DX11> - X
File Edit Assets GameObject Component VRM Cinemachine GoogleVR Window Help

Lampiran 1. “Scene0” (prolog) preview

a4 LastUniProject - Scenel - Android - Unity 2019.2.18f1 Personal* <DX11>

File Edit Assets GameObject Component VRM Cinemachine GoogleVR uGUI Window Help

Lampiran 2. “Scenel” preview
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