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1  public class BirdSpawner : MonoBehaviour 
2  { 
3      public GameObject bird; 
4      private float nextActionTime = 0.0f; 
5      public float period = 0.1f; 
6   
7      private GameObject newBird; 
8      public float speedMax; 
9      public float speedMin; 
10  
11     public float canSpawn; 
12     public float cooldown; 
13  
14     public float xSpawnInterval; 
15     public float ySpawnInterval; 
16     public float zSpawnInterval; 
17     // Start is called before the first frame update 
18     void Start() 
19     { 
20         canSpawn = Random.Range(5f, 10f); 
21         cooldown = Random.Range(15f, 20f); 
22     } 
23 
24     // Update is called once per frame 
25     void Update() 
26     { 
27 
28         if (canSpawn > 0) 
29         { 
30             canSpawn -= Time.deltaTime; 
31         } 
32         else 
33         { 
34             cooldown -= Time.deltaTime; 
35 
36             if (cooldown <= 0) 
37             { 
38                 canSpawn = Random.Range(5f, 10f); 
39                 cooldown = Random.Range(10f, 20f); 
40                 nextActionTime = Time.time; 
41             } 
42 
43         } 
44 
45         if (Time.time > nextActionTime && canSpawn > 0) 
46         { 
47             nextActionTime += period; 
48             float spawnX = Random.Range(transform.position.x - xSpawnInterval, transform.position.x 
+ xSpawnInterval); 
49             float spawnY = Random.Range(transform.position.y - xSpawnInterval, transform.position.y 
+ xSpawnInterval); 
50             float spawnZ = Random.Range(transform.position.z - xSpawnInterval, transform.position.z 
+ xSpawnInterval); 
51             newBird = Instantiate(bird, new Vector3(spawnX, spawnY, spawnZ), Quaternion.Euler(new 
Vector3(180, 0, 0))) as GameObject; 
52             newBird.GetComponent<BirdController1>().speed = -Random.Range(speedMin, speedMax); 
53         } 
54     } 
55 } 

 

 

https://orangefreesounds.com/
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1 public class steps : MonoBehaviour 
2 { 
3     public AudioSource audioSource; 
4     Vector3 posatual, posanterior; 
5     private float tolerance = 0.04f; 
6      
7     void Start() 
8     { 
9         posanterior = transform.transform.position; 
10     } 
11 
12     void Update() 
13     { 
14         posatual = transform.transform.position; 
15          
16       if (Vector3.Distance(posatual, posanterior) > tolerance &&                  
       !audioSource.isPlaying) 
17         { 
18             audioSource.Play(); 
19         } 
20         posanterior = posatual; 
21     } 
22 } 
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𝑋𝑆𝐶 =  
𝑋 − 𝑋𝑚𝑖𝑛

𝑋𝑚𝑎𝑥 − 𝑋𝑚𝑖𝑛
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1 void KillTrees() 
2 { 
3     if (!areTreesKilled) 
4     { 
5         float[] animTimes = new float[3]; 
6 
7         animTimes[0] = interactionTimeTree1; 
8         animTimes[1] = interactionTimeTree2; 
9         animTimes[2] = interactionTimeTree3; 
10 
11         float min = Mathf.Min(animTimes); 
12         float max = Mathf.Max(animTimes); 
13 
14         for (int i = 0; i < 3; i++) 
15             animTimes[i] = (animTimes[i] - min) / (max - min); 
16 
17         float midVal = 0; 
18         int minIdx = 0; 
19         for (int i = 0; i < 3; i++) 
20             if (animTimes[i] != 0 && animTimes[i] != 1) 
21                 midVal = animTimes[i]; 
22             else if (animTimes[i] == 0) 
23                 minIdx = i; 
24 
25         animTimes[minIdx] = midVal / 2; 
26 
27         arvore1.GetComponent<KillTreeAnimation>().isDying = true; 
28         arvore2.GetComponent<KillTreeAnimation>().isDying = true; 
29         arvore3.GetComponent<KillTreeAnimation>().isDying = true; 
30 
31         arvore1.GetComponent<KillTreeAnimation>().animationPercentage = animTimes[0]; 
32         arvore2.GetComponent<KillTreeAnimation>().animationPercentage = animTimes[1]; 
33         arvore3.GetComponent<KillTreeAnimation>().animationPercentage = animTimes[2]; 
34 
35         Leaves.fadeOut = true; 
36         Leaves1.fadeOut = true; 
37         Leaves2.fadeOut = true; 
38 
39     } 
40 
41     areTreesKilled = true; 
42 } 
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    void Update() 
    { 
        // Periodically record positions for posterior rendering 
        if (Time.time > nextActionTime) 
        { 
            nextActionTime += period; 
            trailPositions.Enqueue(trail.transform.position); 
        } 
 
        if (follow) 
            Follow(); 
    } 
 
    public void StartFollowing() 
    { 
        follow = true; 
        targetPosition = trailPositions.Dequeue(); 
        transform.position = targetPosition; 
    } 
 
    void Follow() 
    { 
        // Move and rotate object toward position 
        transform.forward = Vector3.RotateTowards(transform.forward, targetPosition - 
transform.position, speed * Time.deltaTime, 4.0f); 
        transform.position = Vector3.MoveTowards(transform.position, targetPosition, 
speed * Time.deltaTime); 
 
        // If we reached an intermediate position, move to the next one 
        if (transform.position == targetPosition) 
        { 
            if (trailPositions.Count != 0) {  
                targetPosition = trailPositions.Dequeue(); 
                 
            } 
            else 
                follow = false; 
        } 
    } 
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25     void Update() 
26     { 
27         if (noMore){ 
28          isPinkyFingerPinching = 
hand.GetFingerIsPinching(OVRHand.HandFinger.Pinky); 
29          pinkyFingerPinchStrength = 
hand.GetFingerPinchStrength(OVRHand.HandFinger.Pinky); 
30  confidence = hand.GetFingerConfidence(OVRHand.HandFinger.Pinky); 
31 
32          if (isPinkyFingerPinching && pinkyFingerPinchStrength >= 0.8f && 
confidence == OVRHand.TrackingConfidence.High) 
33          { 
34              StartCoroutine(Recenter()); 
36               noMore = false; 
37  } 
38     } 
39     } 
40     IEnumerator Recenter() 
41     { 
42         yield return new WaitForEndOfFrame(); 
43         Vector3 difference = new Vector3(position.x - 
centerCamera.transform.position.x, position.y - centerCamera.transform.position.y, 
position.z - centerCamera.transform.position.z); 
44         ovrCameraRig.transform.position += difference; 
45     } 
46 } 
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https://www.chiharu-shiota.com/a-walk-through-the-line-1
http://www.jakobsteensen.com/re-animated
https://www.teamlab.art/w/flowerforest/
https://www.faena.com/aleph/the-legend-of-the-red-string-of-japan
https://brightside.me/wonder-curiosities/the-red-string-of-fate-a-beautiful-japanese-legend-140105/
https://brightside.me/wonder-curiosities/the-red-string-of-fate-a-beautiful-japanese-legend-140105/
about:blank
https://www.treeofficial.com/
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https://www.media.mit.edu/projects/tree/overview/
https://docubase.mit.edu/project/treehugger-wawona/
https://www.artland.com/artworks/charlotte-triebus-is-a-rose?show=contact-gallery
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1  public class BirdSpawner : MonoBehaviour 
2  { 
3      public GameObject bird; 
4      private float nextActionTime = 0.0f; 
5      public float period = 0.1f; 
6   
7      private GameObject newBird; 
8      public float speedMax; 
9      public float speedMin; 
10  
11     public float canSpawn; 
12     public float cooldown; 
13  
14     public float xSpawnInterval; 
15     public float ySpawnInterval; 
16     public float zSpawnInterval; 
17     // Start is called before the first frame update 
18     void Start() 
19     { 
20         canSpawn = Random.Range(5f, 10f); 
21         cooldown = Random.Range(15f, 20f); 
22     } 
23 
24     // Update is called once per frame 
25     void Update() 
26     { 
27 
28         if (canSpawn > 0) 
29         { 
30             canSpawn -= Time.deltaTime; 
31         } 
32         else 
33         { 
34             cooldown -= Time.deltaTime; 
35 
36             if (cooldown <= 0) 
37             { 
38                 canSpawn = Random.Range(5f, 10f); 
39                 cooldown = Random.Range(10f, 20f); 
40                 nextActionTime = Time.time; 
41             } 
42 
43         } 
44 
45         if (Time.time > nextActionTime && canSpawn > 0) 
46         { 
47             nextActionTime += period; 
48             float spawnX = Random.Range(transform.position.x - xSpawnInterval, transform.position.x 
+ xSpawnInterval); 
49             float spawnY = Random.Range(transform.position.y - xSpawnInterval, transform.position.y 
+ xSpawnInterval); 
50             float spawnZ = Random.Range(transform.position.z - xSpawnInterval, transform.position.z 
+ xSpawnInterval); 
51             newBird = Instantiate(bird, new Vector3(spawnX, spawnY, spawnZ), Quaternion.Euler(new 
Vector3(180, 0, 0))) as GameObject; 
52             newBird.GetComponent<BirdController1>().speed = -Random.Range(speedMin, speedMax); 
53         } 
54     } 
55 } 
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public class DarkMode : MonoBehaviour 
{ 
    public GameObject dark; 
    public Material dia; 
    public Material noite; 
    public GameObject sun; 
    public GameObject birds; 
    public GameObject fireflies; 
    public GameObject butterfliesSpawner; 
 
    public GameObject cricketSound1; 
    public GameObject cricketSound2; 
 
    public GameObject birdsSound1; 
    public GameObject birdsSound2; 
 
    private bool neverDone; 
 
    public GameObject firefliesBackground; 
    public GameObject firefliesBackground2; 
    public GameObject somBirds; 
 
    void Start() 
    { 
        neverDone = true; 
    } 
 
    void OnTriggerEnter(Collider collision) 
    { 
        if (neverDone)  
        { 
            dark.SetActive(true); 
            StartCoroutine(ExecuteAfterTime(6)); 
            RenderSettings.skybox = noite; 
            sun.SetActive(false); 
            birds.SetActive(false); 
            fireflies.SetActive(true); 
            firefliesBackground.SetActive(true); 
            firefliesBackground2.SetActive(true); 
            somBirds.SetActive(false); 
            Destroy(butterfliesSpawner); 
            neverDone = false; //para o código correr só uma vez. o mesmo foi aplicado 
ao script das folhas 
        } 
    } 
    IEnumerator ExecuteAfterTime(float time) 
    { 
        yield return new WaitForSeconds(time); 
        Debug.Log("Colisao a desativar"); 
 
         
        birdsSound1.SetActive(false); 
        birdsSound2.SetActive(false); 
 
        cricketSound1.SetActive(true); 
        cricketSound2.SetActive(true); 
         
    } 
     
} 
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public class FollowTrail : MonoBehaviour 
{ 
     
 
    public GameObject trail; 
    public Queue<Vector3> trailPositions = new Queue<Vector3>(); 
    private Vector3 targetPosition; 
    public float speed = 20f; 
    public bool follow = false; 
    private float nextActionTime = 0.0f; 
    public float period = 0.1f; 
 
    void Update() 
    { 
        // Periodically record positions for posterior rendering 
        if (Time.time > nextActionTime) 
        { 
            nextActionTime += period; 
            trailPositions.Enqueue(trail.transform.position); 
        } 
 
        if (follow) 
            Follow(); 
    } 
 
    public void StartFollowing() 
    { 
        follow = true; 
        targetPosition = trailPositions.Dequeue(); 
        transform.position = targetPosition; 
    } 
 
    void Follow() 
    { 
        // Move and rotate object toward position 
        transform.forward = Vector3.RotateTowards(transform.forward, targetPosition - 
transform.position, speed * Time.deltaTime, 4.0f); 
        transform.position = Vector3.MoveTowards(transform.position, targetPosition, 
speed * Time.deltaTime); 
 
        // If we reached an intermediate position, move to the next one 
        if (transform.position == targetPosition) 
        { 
            if (trailPositions.Count != 0) {  
                targetPosition = trailPositions.Dequeue(); 
                 
            } 
            else 
                follow = false; 
        } 
    } 
 
} 
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1 public class HandPinchSelect : MonoBehaviour 
2 { 
3      public GameObject ovrCameraRig; 
4      public GameObject centerCamera; 
5  
6      private bool noMore; 
7     
8      OVRHand hand; 
9      bool isPinkyFingerPinching; 
10     float pinkyFingerPinchStrength; 
11     OVRHand.TrackingConfidence confidence; 
12  
13     public GameObject target; 
14     private Vector3 position; 
15      
16     public float waitTime; 
17     public GameObject plane; 
18      
19     void Start() 
20     { 
21         hand = GetComponent<OVRHand>(); 
22         position = ovrCameraRig.transform.position; 
23         noMore = true; 
24     } 
25     void Update() 
26     { 
27         if (noMore){ 
28          isPinkyFingerPinching = 
hand.GetFingerIsPinching(OVRHand.HandFinger.Pinky); 
29          pinkyFingerPinchStrength = 
hand.GetFingerPinchStrength(OVRHand.HandFinger.Pinky); 
30  confidence = hand.GetFingerConfidence(OVRHand.HandFinger.Pinky); 
31 
32          if (isPinkyFingerPinching && pinkyFingerPinchStrength >= 0.8f && 
confidence == OVRHand.TrackingConfidence.High) 
33          { 
34              StartCoroutine(Recenter()); 
36               noMore = false; 
37  } 
38     } 
39     } 
40     IEnumerator Recenter() 
41     { 
42         yield return new WaitForEndOfFrame(); 
43         Vector3 difference = new Vector3(position.x - 
centerCamera.transform.position.x, position.y - centerCamera.transform.position.y, 
position.z - centerCamera.transform.position.z); 
44         ovrCameraRig.transform.position += difference; 
45     } 
46 } 
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