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using UnityEngine;
using HTC.UnityPlugin.ColliderEvent;

public class SwitchController : MonoBehaviour,
|IColliderEventPressUpHandler,
|IColliderEventPressEnterHandler,
|IColliderEventPressExitHandler {

}



using UnityEngine;

using HTC.UnityPlugin.ColliderEvent;

public class SwitchController :

MonoBehaviour,

IColliderEventPressUpHandler,
|IColliderEventPressEnterHandler,
|IColliderEventPressExitHandler {

}




using UnityEngine;
using HTC.UnityPlugin.ColliderEvent;

ublic class SwitchController : MonoBehaviour,

|IColliderEventPressUpHandler,

|ColliderEventPressEnterHandler,
|IColliderEventPressExitHandler {

}



using UnityEngine;
using HTC.UnityPlugin.ColliderEvent;

public class SwitchController : MonoBehaviour,

|IColliderEventPressUpHandler,
|IColliderEventPressEnterHandler,

|IColliderEventPressExitHandler {

}



using UnityEngine;
using HTC.UnityPlugin.ColliderEvent;

public class SwitchController : MonoBehaviour,
|IColliderEventPressUpHandler,
|IColliderEventPressEnterHandler,

IColliderEventPressExitHandler {

}




public Light light;

public Transform button;

public Vector3 buttonOffset;

public ColliderButtonEventData.InputButton activeButton =
ColliderButtonEventData.lnputButton.Trigger;

private ColliderButtonEventData activeEvent = null;



public Light light;

public Transform button;

public Vector3 buttonOffset;

public ColliderButtonEventData.InputButton activeButton =
ColliderButtonEventData.lnputButton.Trigger;

private ColliderButtonEventData activeEvent = null;




Light light

public Transform button;

public Vector3 buttonOffset;

public ColliderButtonEventData.InputButton activeButton =
ColliderButtonEventData.lnputButton.Trigger;

private ColliderButtonEventData activeEvent = null;




public Light light;

Transform button

public Vector3 buttonOffset;

public ColliderButtonEventData.InputButton activeButton =
ColliderButtonEventData.lnputButton.Trigger;

private ColliderButtonEventData activeEvent = null;




public Light light;
public Transform button;

Vector3 buttonOffset

public ColliderButtonEventData.InputButton activeButton =
ColliderButtonEventData.lnputButton.Trigger;
private ColliderButtonEventData activeEvent = null;




public Light light;
public Transform button;
public Vector3 buttonOffset;

public ColliderButtonEventData.InputButton activeButton =
ColliderButtonEventData.InputButton.Trigger;

private ColliderButtonEventData activeEvent = null;




public Light light;

public Transform button;

public Vector3 buttonOffset;

public ColliderButtonEventData.InputButton activeButton =
ColliderButtonEventData.lnputButton.Trigger;

" ColliderButtonEventData activeEvent




OnColliderEventPressEnter(ColliderButtonEventData eventData) {
(eventData.button == activeButton activekvent == ) {
activeEvent = eventDats;
button.localPosition += buttonOffset;

}
}

OnColliderkEventPressExit(ColliderButtonEventData eventData) {
(activekEvent == eventData) {
activeEvent =
button.localPosition -= buttonOffset;

}
}



OnColliderEventPressEnter(ColliderButtonEventData eventData) {
(eventData.button == activeButton activekvent == ) {
activeEvent = eventDats;
button.localPosition += buttonOffset;

}
}

public void OnColliderEventPressExit(ColliderButtonEventData eventData) {
if (activekEvent == eventData) {
activeEvent = null;
button.localPosition -= buttonOffset;

}
}




public void OnColliderEventPressEnter(ColliderButtonEventData eventData) {
if (eventData.button == activeButton && activeEvent == null) {
activekEvent = eventDats;
button.localPosition += buttonOffset;

}
}

OnColliderkEventPressExit(ColliderButtonEventData eventData) {
(activekEvent == eventData) {
activeEvent =
button.localPosition -= buttonOffset;

}
}




public void OnColliderEventPressEnter(ColliderButtonEventData eventData) {

(eventData.button == activeButton && activeEvent == ) {
activekEvent = eventData;
button.localPosition += buttonOffset;

}

}

public void OnColliderEventPressExit(ColliderButtonEventData eventData) {
if (activekEvent == eventData) {
activeEvent = null;
button.localPosition -= buttonOffset;

}
}




public void OnColliderEventPressEnter(ColliderButtonEventData eventData) {
if (eventData.button == activeButton && activeEvent == null) {
activekEvent = eventDats;
button.localPosition += buttonOffset;

}
}

public void OnColliderEventPressExit(ColliderButtonEventData eventData) {

(activekEvent == eventData) {
activeEvent =
button.localPosition -= buttonOffset;

}

}




OnColliderkEventPressUp(ColliderButtonEventData eventData) {
(activeEvent == eventData) light.intensity =1 - light.intensity;



IColliderEventPressUpHandler$ O #9 R #15E
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using UnityEngine;
using HTC.UnityPlugin.ColliderEvent;
public class SwitchController : MonoBehaviour, IColliderEventPressUpHandler, IColliderEventPressEnterHandler, IColliderEventPressExitHandler {
public Light light;
public Transform button;
public Vector3 buttonOffset;
public ColliderButtonEventData.InputButton activeButton = ColliderButtonEventData.InputButton.Trigger;

private ColliderButtonEventData activeEvent = null;

public void OnColliderEventPressEnter(ColliderButtonEventData eventData) {
if (eventData.button == activeButton && activeEvent == null) {
activeEvent = eventDats;

button.localPosition += buttonOffset;

}
}

public void OnColliderEventPressExit(ColliderButtonEventData eventData) {
if (activeEvent == eventData) {
activeEvent = null;
button.localPosition -= buttonOffset;
}

}
public void OnColliderEventPressUp(ColliderButtonEventData eventData) {

if (activeEvent == eventData) light.intensity = 1 - light.intensity;
}
}
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