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(@) Msiranwuliny(Load Game)
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3.2 Story Board

3.2.1 iei509v89ny

=

waglasuunduuysdRudeuludlomandimdmuiuldymminesugio way
Finnsvhanuilildasng deomgidvedulaareenuasndulUliTimnuasnsiiinuin laeay
IasuguarisusieanaAuneiuiys Fullekunuanazliiuniolalsudufe 39U Wl U
9 S a Y o YU a & o 4 & v oaa ¢ a v
Trsmi uazidey umdaglasulududia 200 vm iwesusudinlvlunisy Sumenis
Iannsiadesiuiiuazurivhsuuanina LN 1Ya3reMTEATAASIAINeL B

wizumanRanszid1ey s¥n1ail 9 fsvuuanual awniiesyaus

3.2.2 ANSAS19AIAEAS

1% v
g LY [

Y o = = ¢ ¢ = v
ﬂ'ﬁﬁﬁ'N@'JﬁSﬂﬁ%@ﬂ@maqmqiﬂmﬂﬁﬁ@mﬁagﬂi FaN5L mmmuamaamwﬂmmu

AMUHBINTS
3.2.3 NsMIUAY

A13799 3.1 YuAIUAY

Ju AB5UY
WASD W indeuitfhazratuludreun, A Tumsdne, s ludheens, D U
N9V
Left Click THn3eile
Right Click ATIVADU/N1INTLIN
Escape, E WUnluy
Space bar AafiuNpc / Wandas




24

3.2.0 WANU
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3.2.5 99091

Frananglunuazuis Tu 1 U asliviomn 3 09 Tu 1 Weusivimun 31 fu

Tnetaanasi3uan 6:00AM lUaufia 2:00AM mnfiunamdmniufasamensasueaiuay
shutuiiiedunaudn

magiing saves  unasadsangiaudiusuiieitumsiugatasnavesiu

naueuazlunsiluy Energy voskilau
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Yo AUEIN5D n15bA5U
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m15749fi 3.23 Character Design (i)
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3.4 MsPsulusunsudag Unity

3.4.1 n13@319 Objects

VYWYV Y YY

amUsznaufl 3.13 A5 Objects

A1983519 Objects nelutnuvinlalagnisad nvafiges Hierarchy waatden

Create Emtpy w&aarlé Object 7iifio31 GamneObject Tuan

3.4.2 ALY

amUsEnaudi 3.14 Add Component
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%1115 Add Component Rigidbody 2D 4&1%1n15 Freeze Rotation v8uny Z iiie
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[SUR N

(9, -1

W0 A~

18
11
12
33
14
15
16

Create:

Show in Explorer

Open
Delete
Rename

Copy Path

Open Scene Additive

View in Package Manager

Import New Asset...

Import Package
Export Package...
Find References In Scene

Select Dependencies

Refresh

[EIRVE T =]

Scriptable Objects
Folder

C# Script
Shader

Testing

Playables

Assembly Definition

> Assembly Definition Reference
TextMeshPro

Scene
Prefab Variant

Alt+Ctrl+C Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Custom Render Texture

Sprite Atlas
Sprite Library Asset (Experimental)

Ctri+R Sorites

amUsenaufl 3.15 adslid C# Script

a519lud C# Script fadion Setting Wialluruuarfia qémsuna

using UnityEngine;

31 references

—lpublic static class Settings

{

public const
public const
public const

public const
public const

public static int playerInitaillnventoryCapacity
public static int platerMaximumInventoryCapacity =

float
float
float

float
float

fadeInSeconds = 8.25fF;
fadeOutSeconds = 8.35F;

targetAlpha = 8.45fT;
runningSpeed = 5.333F;
walkingSpeed = 2.666T;

ANUTENBUN 3.16 &@5196LUS

ussviadl 7-15 Wududsildludiusng quesn
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1 Ausing System;
2 | using UnityEngine;
D Unity Script | 4 references
3 FEpublic class Player : SingletonMonobehaviour<Player>
4 £
=1 private float xInput;
5 private float wywInput;
7 private bool isWalking;
8 private bool isﬂunningﬂ
= private ToolEffect toolEffect = ToolEffect.none;
10 private bool isCarrying;
b K | private bool isIdle;
12 private bool isUsingToollLeft;
i3 private bool isUsingToolRight;
14 private bool isUsingToolUp;
15 private beool isUsingToolDown;
16 private bool isLiftingToolDown;
17 private bococl isLiftingToolleft;
138 private bool isLiftingToolRight;
19 private bool isLiftingToolUp;
20 private bocol isSwingingToolleft;
21 private bool isSwingingTcocolRight;
22 private bool isSwingingToolUp;
23 private bool isSwingingToolDown;
24 private bool isPickingleft;
25 private bool isPickingRight;
26 private bool isPickingUp;
27 private bool isPickingDown;
28
dl U
amysEnauy 3.17 UsemAniuys
o a | 5 I o v o
Usvian 5-27 Wunsdsemasiaudsnne qildaiunuss Player
2 1
1% 4 . R ° [
a¥1alla C# Script fisweidn Player dwsulsulusunsuniuau Player
29 private Rigidbody2D rigidbody2D;
30 #pragma warning disable 414
3 private Direction playerdirection;
32 #pragma warning restore 414
3 private float movementSpeed;
34
35 private Camera mainCamera;
36
37 pr e hool _playerTnpt lse;
3 references
38 | public bool PlayerInputIsDisable { get => _playerInputIsDisable; set => _playerInputIsDisable = value; }
¥ |
& Unity Message | O references
48 = protected void Awake()
41 {
42 base.Awake();
43 rigidbody2D = GetComponent<Rigidbody20>();
44
45 mainCamera = Camera.main;
2 }

wUs rigibody2D

AMNUSENBUN 3.18 Usenidasiuwls

Ussindl 29-38 1unisuszmadiudsang q9ildrmunuda Player

ussiadl 42 WJun1sien Component va4 Class Rigibody2D ufiulilusy
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o A ° Yo . I3 o ) )
UTInNen 45 ﬂqViUWSLW@'JLL‘Ui mainCamera tUUNaaIRINanN

72 private void FixedUpdate()

‘ {
74 PlayerMovement();

I

77 = private void PlayerMovement()
78 {
79 Vector? move = new Vector2(xInput * movementSpeed * Time.deltaTime,yInput * movementSpeed * Time.deltaTime);

81 rigidbody20.MovePosition(rigidbody2D.position + move);

o
63

AUsznaudl 3.19 @513 method
ussindl 72 @319 method FixedUpdate
UssTiadi 74 Sunld method PlayerMovement
USSViafl 77 @579 method PlayerMovement
UsTaft 79 a¥13uls Vector2 o9 move wdarmiuna x Ty xinput

* movementSpeed * Time.deltaTime

86 = private void ?ié}éﬁ“éiﬁiﬁgfhﬁuﬁ{)

i : (| VTR

88 - if (Input.GetKey{KeyCode.LeftShift) || Input.GetKey(KeyCode.RightShift))
] {

9@ isRunning = false;

a1 isklalking = true;

92 isIdle = false;

93 movementSpeed = Settings.walkingSpeed;
94 T

95 Q else

96 | {

57 [ isRunning = true;

93 iskWalking = false;

99 isIdle = false;
160 [ movementSpeed = Settings.runningSpeed;
181 | o
162 I

amUsenaufl 3.20 a¥19 method
UsSTnTi 84 @%19 method PlayerWalkinginput
UTVind 88-93 n3aaaeuINTn1snAYL LeftShift 3o RightShift videlsimnidu
a5l mnasnMuuma 1 isRunning = false, isWalking = true, isldle = false wag

movementSpeed = Settings.walkingSpeed
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ussiaf 95-100 mnluiduluaudeulaly ussviaf 88 azfuunan isRunning

= true, isWalking = false, isldle = false a8 movementSpeed = Settings.runningSpeed

ie4a
185
ies
187
188
iegs
11e
1311
112
113

114

priw

{

ate woid

wInput
®xTnput

it (yInput
£
xInput =
yInput =

I= 8 && xInput

AnUsEnaudi 3.21 @319 method

PlayverMovementInput()

Input.GetAxisRaw("Vertical™);
Input.GetAxisRaw({"Horizontal™) ;

= @)

*Input * @.71f;
vInput * @_71f;

UsSiATl 104 @319 method PlayerMovementinput

UTVIAN 106 Anuadanys yinput Twindu Input 91nwwa Vertical wau

UTIVIAN 107 Amundiwds xinput TAYAU Input 91n1We Horizontal wnu

UsITIRA 109-113 WWunisdaaeuin yinput wag xinput ldwidvu 0 aSwseld

mnduase T xinput = xinput * 0.71fwag yinput = yinput * 0.71f

H
A
NONAWNROONSNOW

12

WhiO0H

F
-

\

WWWWWWWNN
4

Sown

[’

e T e S

W

i

if (xInput '= & ||
isRunmnning = Ttru
isWalking = Fal

isTdle = Ffalse;
mowvementSpeed =

if (xInput < @)

i

playerdirec
Jelse if (xInpu
1

Pplayerdirec
s 5
else if (yInput
i

playerdirec
¥
else
i

playerdirec
¥

ywInput

e
se;

= @)

Settings .. runningSpeed

tiomn =
T > @)

tiom =
< )

tion =

tiomn =

Direction.left;

on.right;

Direction.down;

Direct iora-u;:ll;

awUsznaul 3.22 n9I19d0U xinput %38 yinput

Uss¥iaR 115 19un15m523@UIN Xinput %se yinput llwiniu 0 a5wsel

UTIVIAN 117-119 A1muadalys isRunning THvinAY true wag iswWalking fiu

isldle Tmdu false

UTIIAN 120 Anun movementSpeed TAWINAUAT runningSpeed finvunld

Tu class Settings
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ussTiad 122-136 Wunsasiadeuiiannenisiiuees Player ¥1n xinput tog
n71 014 playerdirection = Direction.left 910 xinput u1nn21 014 playerdirection =
Direction.right 417 yinput %esn31 0 1% playerdirection = Direction.down wagninlailu
muﬁﬂﬁnmﬁgwmw playerdirection = Direction.uo
138 =] telse if (xInput == @ &R yInput ==8)
{

O

e
Ll

-
I
=3

=

isRunning = false;
isWalking = false;
isldle = true;

i ki
£ P
| T
e

e

Fon
(W]

AUsZNaUN 3.23 M5198U XInput %38 yinputiviniu 0
VST 138 @529@0UI1 xInput kag yinput wiriu 0 wiselimniduasslivh

N13ANUUAAIAILUT isRunning = false, isWalking = false wag isldle = true

3.4.3 1158379 ltem
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amUsznaudl 3.24 a¥slig C# Script fadedn Enum

[V
v A '

asn9lad C# Script As¥e91 Enum dwmsuusenmamuusiieldilu itemType

warusznasnUsnag I dulssinnues Item 1o1ld
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vusdirmneg UmnbdtwEmgime s

[Svwstem._ Serrdaliz-abhleeT]

—lpublic class

+
okl 5 o
- okl 5 o
Pkl 3 o
okl § o
Ppubhl §5 o
okl d§ o
bl 3
okl 3
iabad §
puabl 5 c
Pt 5 o
Pkl § o

amUsenaufl 3.25 a$slild C# Script Fo7 ltemDetails

T TtemilDetails

dmit dtemCode 3

T =amn T oy e i—temType;l
string dtemDescr-iption;

Spr-ite dtemSpritce;

stringsg dtemlongDescr-itptiaon;
sShort dtemilsaeGr-idRadiwus ;g

Float IdtemifseRadius ;

| e P B i
Bool
o e e T
bBoa 1
Boa

a%19lud C# Script fadedn itemDetails

W& C# Script #eded1 SO_Itemlist

d=Starcimngltem;
canmnBePiclkwup;
—canBeDroppaed 3
canmnBeEataen;
canmnBelCarr—~ied;

50

UITNAN 8-19 1Wun1susenafLUsAMSUAIMUA T18asanTad Itemasis

USSA A7 510Un158579 AssetMenu i 91l fileName = "so_[temList",

menuName = "Scriptable Objects/Item/Item Lis”

Ussviad 9 Usemeliidu SerializeField

U5Inaf 10 Usgnrafnwlsusesnyn List<ltemDetails> ¥ 871 itemDetails

nturmseniaInaulunlusunsu Unity

—_

(N = [==s ] —~— (= wr = [} P2

—_
Lo

11
12

J

&

Flusing System.Collections.Generic;

| using UnityEngine;

[Createdssethenu(fileName = "so Ttenlist”, menullame = “Scriptable Objects/Item/Item List")]

Elpublic class 50 Ttemlist @ Scriptablelbject

i

[SerializeField]

public List¢Itenletailsy itemDetails;

'l

ANUSLNBUN 3.26 UsendsLUsansumuun s18azdenuad Item



Create

Show in Explorer
Open

Delete

Rename

Copy Path

Open Scene Additive
View in Package Manager
Import New Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies

Alt+Ctri+C

Brushes

Scriptable Objects
Folder

C# Script

Shader

Testing

Playables

Assembly Definition
Assembly Definition Reference
TextMeshPro

Scene

Prefab Variant

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Custom Render Texture
Sprite Atlas

Sprite Library Asset (Experimental)
Sprites

Tile

Sprite Shape Profile

51

Itemn List

Gizmos | ~

. Refresh CtrisR
Reimport Animator Contraller
. R trmpmr Al Animation
Animator Override Controller
Extract From Prefab Avatar Mask
Run APl Updater. Timeline
Update UXML Schema Signal
Open C# Project Physic Material
Proparties. Alt+p Physics Material 2D

GUI Skin

AUsznaudl 3.27 a¥sliid so_ftemList
vinsasslild so_ltemList dennsaananiitos project Asset wdaiden Scriptable
Objects Item uag Item List anadndu fafildadreliluld So_temlist
dloldld so_ ItemnList aunmudaliiinisfivunsiuiuves item fidesnis

Tugas Size warvnsivunA1vad Item Tutad Element A1uABINIT

# Scene 162
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g s
.
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e Objectd T = |

ANWUSENAUN 3.28 AUUAIILIUYBY Item
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=public class
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4

52

using UﬁityEngine;

t | 6 references
Item : MonoBehaviour

[SerializeField]
private int _itemCode;

private Spritefenderer spriteRenderer;

public int ItemCode { get { return _itemCode; } set { _itemCode = value; } }
ﬁhivate“uéid.ﬁwake{j

{

¥

spriteRenderer = GetComponentInChildren<SpriteRenderer>();

amUsznaufi 3.29 a¥9lild C# Script Aadedn Iterm

UTT¥In9 7 Usenel SerializeField el Unity vinn1s Serialize fuus private 10113

Us5¥iaR 8-10 Wumsusemaiuusnagliidu private

Us5¥iaR 12 1Hunisuseniafuys ltemCode 1 public wieuiuasns getter

setter fuction

vssvaf 14-17 WHunisadresileddu Awake TR wundauls spriteRenderer =

GetcomponentInChildren<SpriteRenderer>

Wp =

(SR N] v MM MK

~N o

DR RV R

&

BE B WWWWWLWL

Y
ST W )

& 1

private void Start()
I
i
if (ItemCode 1= 8)
Init{ItemCode);

¥

public woid Init(int itemCodeParam)

{

if (itemCodeParam != @)

i
ItemCode = itemCodeParam;
TtemDetails itemDetails = InventoryManager.Instance.GetItemDetails(ItemCode);
spriteRenderer.sprite = itemDetails.itemSprite;
if (itemDetails.itemType == Itemiype.Reapable_Scenery)
1

gameObject.AddComponent<Itemiudge>();

¥

MMNWUTLNBUN 3.30 a@519Wentu Start

USINAN 20-26 @519919A%U Start ka¥iNN15M52980U7 ItemCode 1= 0 259938 liinn

Wuass vinnsSenld faddu Init wSaude ltemCode 11 Parameter
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USSR 28-43 adneileridu Init fi¥U Parameter Usziam Int 15§3a91 itemCodeParam
Wa27vN1IM5I9E0 VIR NS itemCodeParam 1= 0 a5 olduwinduase Thrumuadiuys
ltemCode ly1ifu itemCodeParam wazUsznafaulsuseinm ltemDetails 3931 itemDetail
Vi 8L USI8aLd 8ABY Item 910 InventtoryManager 13 Itemcode wa gl W
sprteRenderer.sprit = itemDetails.itemSprite WA1Y1N150152980U1 itemDetails.itemType
= itemType.Reapable_Scenery s3selumndusiddivinisiia Component 910 Class

[temNudge

file Edit Asets GameDbject Companent Chhemachine Window Help

A
" Tag Untige v Lajor Defi
o fn |t Owis

O (O
X ¥ 0
(I

[
@
None Prysis Maid 10) )
B Mo
0o
00

[
11tem 0)
Add Comgonent

amUsEnaudl 3.31 %19 Empty Object

#$1n158913 Empty Object 1W 4 871 Item Tud o9 Hierarchy w&2%1n15 Add

Component Box Collider 2D ez Item (Script) LLé”Jﬁwummamﬁammmw
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3.4.4 nSLAU Item

{

using Sy

sing f}SZ%T.Lith

| using UnityEngine;

Elpublic class InventoryManager : SingletonMonobehaviour<InventoryManager>

stem.Collections.Generic;

ty Script | 7 references

private Dictionary<int, ItemDetails> itemDetailDictionary;
SerializeField] private 50 Itemlist itemlist = null;
public List<InventoryItem»[] inventorylists;

[HideInInspector] public int[] inventorylistCapacityIntirray;

amUsenaudi 3.32 a¥alild C# Script F01 InventoryManager
asnalng c# Script Foin InventoryManager

UTINAN 9-15 UsegnAaslusnng 9

41
i
1]
!

I

& Unity Message |

= protected override void Awake()

1

base.Awake();
CreateInventorylists();

CreateltemDetailDictionary();

AMwUsEnaudi 3.33 @819 method Awake

USSTIT17-244573 method Awake wani3enly methodCreatelnventoryLists

ey CreateltemDictionary
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26 = private void CreateInventorylists()

27 {

28 inventorylists = new List<InventoryItem>[(int)Inventorylocation.count];
29

kL = for (int i=B8;i ¢ (int)Inventorylocation.count;i++)

31 {

32 inventorylists[i] = new List<InventoryIltem>();

33 | }

34

35 inventorylistCapacityIntArray = new int[(int)Inventorylocation.count];
36

37 inventorylistCapacityIntArray[(int)Inventorylocation.player] = Settings.playerInitaillnventoryCapacity;
38

39 }

49

mwusznaudl 3.34 @819 method CreatelnventoryLists

nasalld C# Script ¥ Inventoryltem LA muaRuaudRves Item aglu Inventory

USSWATl 26-39 @%19 method CreatelnventoryLists u&aruuals inventoryLists 1y

A

List 989 Inventoryltem ATIUIUVINAUTIWILYDY InventoryLocation Laz@ds for loop T4

int i=0
1 using System;
i
3 Serialirable]
Lﬂr
5 Epublic struct Inventorylitem
= 1
) | public int ItemCode;
e | public int itemQuantity;
=) ¥
18 o |

amUsznaufi 3.35 adalild c# Script Foh Inventoryltem
ile i Sruruwes InventoryLocation udald i += 1 wieviily inventoryLists waviaaifu
List 489 Inventoryltem mmfuﬁ”mumiﬁ inventoryListCapacityIntArray Hu Array 984 int i
J9uauminnu InventorylLocation ﬁﬁagj Wil inventoryListCapacitylntArray‘ﬁ index ‘1'71IL°fJu
InventoryLocation ¥4 Player Wirsuwiud Player awnsasiu item Bilushiisldmvunlilu

& Setting neuntil
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x

51 [ pubLic void AddTten{TnventoryLocation IventoryLocation Irem tem, anelect ganelhjectTollete)

3
-
o

] AdTten( nventoryLocation, iten):
s Destray ganelbjectTolelete);
7| !

i

AMUszNaUdl 3.36 a519 method Additem

USSR 41-50 4319 method CreateltemDetailDictionary w&2r1uunli
itemDetailDictionary W Dictionnary il field A® int uaz itemDetails 91N U3 loop
foreach 71 19 itemDetails vo4 itemlist Tuwsazsauuniulilu itemDetails 1ol Add Tu
itemDetailDictionary lagsl Parameter \Ju itemCode ¥4 itemDetails uazi itemDetails
N

USITAT 52-57 @$19 method Additem 7 31155V Parameter Uszian
InventoryLocation Item waw GameObject udaiinsvheusiedl 3enld method Additem Tng
d9A1 Patameter Ao inventoryLocation Wag item MINEIAU ntudenld method Destroy

wazds gameObjectToDelete \Ju Parameter Wiovany item Mslaivly

26 5 private void CreateInventorylists()

u {

2% 4 inventorylists = new List<InventoryItem»[(int)Inventorylocation.count];
9/9

¥ A= for (int i=8;i < (int)Inventorylocation.count;i++)

31 {

2| inventorylists[i] = new List¢InventoryItemy();

3 .94 }

34

35 inventorylistCapacityIntArray = new int[(int)Inventorylocation.count];
36

37 inventorylistCapacityIntArray[ (int)Inventorylocation.player] = Settings.playerInitaillnventoryCapacity;
38

39 }

19

awusznaudl 3.37 method method CreatelnventoryLists
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private int FindItemInInventory(Inventorylocation inventorylocation, int itemCode)

78 =

79 £

88 List<Inventoryltem> inventorylist = inventorylists[{int)inventorylocation];
81

82 = for (int 1 = @; i < inventorylist.Count; i++)
83 {

84 = if (inventoryList[i].ItemCode == itemCode)
85 1

36 return ij;

87 T

88 ¥

89

98 return -1;

91

92 H

0

aUsznaudl 3.38 a¥19 method 71513 return

USSR 59-75 @319 method Additem 71§n153U Parameter Useinw
InventoryLocation wag ltem wa1vin1suszniasdndsuszan int 194 a7 itemCode 19
WU itemCode 904 item 7 5ULT107 waza31e Array List 999 Inventoryltem 1% a1
inventoryList M 131UIUVDY inventorylLocation wazUszn1Asanus int Iﬁ%a’iﬂ itemPosition
i method Finditemininventory waugsen inventoryLocation wag itemCode 11l Nty
TinsnTIadeu itemPosition fidsnduaninldiidnviaiu -1 a3widelimmduaseliviinis
13n method AdditemAtPosition Wiau&IAT inventoryList itemCode Way itemPosition 191
luauaiau waninluiduaselnminisifen method AdditemAtPosition WS e a1
inventoryList wa ¥ itemCode L1 lUn ruam ey a1ny uis anla method

CallinventoryUpdateEvent 910 Class EvenHandler WS @1 @ 9#'1 inventorylLocation Lag

inventoryLists 7131 Indext iy inventoryLocation

59 = public void AddItem(Inventorylocation inventorylocation, Item item)

58 {

61 int itemCode = item.ItemCode;

62 List¢Inventoryltam» inventorylist = inventorylists[(int)inventorylocation];
63 ‘

64 ‘ int itemPosition = FindItemInInventory(inventorylocation, itemCode);

]

66 E if (itemPesition != -1)

67 {

68 AddItemAtPosition(inventorylist, itemCode, itemPosition);

&9 }

768 = else

¥ {

72 AddItemAtPosition(inventorylist, itemCode);

73 1

74

75 EventHandler.CallInventoryUpdatedEvent(inventorylocation, inventorylists[({int)inventorylocation]);
76 }

AwUsznaudl 3.39 ad1amethodAdditem
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USSRl 78-92 @319 method i retum  Awfu  int  Fed
Findltemininventory 7ifin13%u Parameter #o inventorylLocation lag itemCode Fawzinng
¥ausadl fe @319 List 189 Inventoryitem d87 inventoryList TilAwinfu inventoryLists
1 index i inventorylLocation ﬁmﬁ?uai?w for loop lawldA int i AU 0 e i fistesndn
§1uuLe inventoryList W& | Wiefias 1 Wiensiaaeudn item ﬁagﬂu Inventory tuil item 1a
finseiu item Titurlnaivdeldudanudn item finseiulivianis retumn a1 | nduld wadhwn

ladwu T9%in1s return @1 -1 aanbuknu

94 = private void AddItemAtPosition(List<Inventoryltem» inventorylist, int itemCode, int position)

95 {

% Inventoryltem inventoryItem = new Inventoryltem(};

98 int quantity = inventorylList[position].itemQuantity + 1;
99 inventoryItem.ItemCode = itemCode;

100 inventoryIltem.itemQuantity = quantity;

1e1 inventorylList[position] = inventoryItem;

182

183

184 // DebugPrintInventory(inventorylist);

185 1

AwUsEnaufl 3.40 a31s method AdditemnAtPosition

USSYiAT 94-105 @%19 method AdditemAtPosition #iiin1s¥uen Parameter

1%
a b2

faiie inventoryList, itemCode Waz position Feariinnsvhaudsil fe adesulsuseinn
Inventoryltem #a71 invetoryltem waz fuUsuseinn int Jedn quantity livifuaives
itemQuantity 283 inventoryList lushuntafidudwes position uvinge 1 il
ltemCode 989 inventoryltem WU itemCode #isudun uay ItemQuantity w89

inventoryltem iU quantity waz inventoryList lusuvisiliduAiwes position 1

inventoryltem

189 = private void AddItemAtPosition(lList<Inventoryltem» inventorylist, int itemCode)
118 {

111 InventoryItem inventoryItem = new InventoryIltem();
112

15 inventoryltem.ltemCode = itemCode;

114 inventoryItem.itemQuantity = 1;

115 inventorylist.Add(inventoryItem);

116

117 //DebugPrintInventory(inventorylist);

118/ i

119

AwUsznaufl 3.41 ad1s method AdditernAtPosition
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¥
(Y]

USIIAT 109-118 @%19 method AdditemAtPosition #iin155ue Parameter faiife
inventoryList wag itemCode uaz sazinsvhausiil fe ad1afuususswam Inventoryltem
Fo71 invetoryltem il temCode 84 inventoryltem Wiy itemCode 7isuidnin uay
ltemQuantity W84 inventoryltem WiAu 1 uagyiinns Add inventoryltemigniuTu

inventoryList

2 using UnityEngine;

4 Spublic class ItemPickUp : MonoBehaviour

5 {

6 B private void OnTriggerEnter2D(Collider2D collision)

7 {

8 Ttem item = collision.GetComponent<Item»();

18 if(item != null)

11

12 ItemDetails itemDetails = InventoryManager.Instance.GetItemDetails(item.ItemCode);
13

14 4 if (itemDetails.canBePickup == true)

15 {

16

7 InventoryManager.Instance. AddItem(Inventorylocation.player,item,collision.game0Object);
18

19 }

28 1

21 ¥

22 }

amUsenauil 3.42 a¥slnld C# Script Fon ItemPickUp

UTSTInT 6-22 a5 9lNE C# Script a9 ItemPickUp a¢lé Class ItemPickUp
11 9ntins Override method TriggerEnter2D 11 WaWINA5E319UUS item Fugiite
\iurnwas collistion 7 GetComponet Uszinm Item nanudavhnisasiaaeudn item luifien
Wiy null - ssedesemnfusidivhnsadiednuls  itemDetails  aniitefiudives
ltemDetails fifan91n Class InventoryManager lagld itemCode 904 item Fiudunuagl
As19deUENIn canBePickup lu itemDetails T U true s3odelimnidusseilihns Sen
method Additem Tu Class InventoryManager lnggsan Player Tu inventorylLocation item

way gameObject Tuda collision tu Parameter Wluaugsu



amUsznaudi 3.43 \donPlayerluPersistentScene

ANUUYINg@en Player Tu PersistentScene u&vinn1s Add Component

ltemPickUp Script tievitmsiienldnududuaiodu
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3.5 Database Design

3.5.1 Database Design

Akl

VP Charecter

P Kome-
gl

|
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P Nane

§ DiteTime

Pad H_Name‘ u
Fe, Nme

amUsenaudi 3.44 ER Diagram



3.5.2 Data Table Descripttion

Mseil 3.23 deyaiiau(Player)
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id Column Type Example Description Constraint
Data
1 P ID Int(5) 1 SHARIAZAT Primary Key
2 P Name | Varchar(8) | “sia” Tofazas Not Null
3 | P_Homelevel | Int(1) 1 FTAUVRIUIU Not Null
4 Gender Varchar(1) | “18” WAURIAEAST Not Null
5 Hairstyle Int(1) 1 FJULUUURINTINY Not Null
6 Eye Int(1) 1 FJULUUTDINIM Not Null
7 SkinColor Int(1) 1 JULUUYRIERD Not Null
8 Costume Int(1) 1 o e Not Null
9 | Farmming Xp |  Int(5) 1000 | AUszaunisalaiu | Not Null
Farmming
10 Mining_ Xp Int(5) 1000 AUTEaUNITAlATY | Not Null
Mining
11 Foraging Ex Int(5) 1000 AUsEauNITalAIY | Not Null
Foraging
12 Fishing_Ep Int(5) 1000 | A1Uszaunisalanu | Not Null
Fishing
319 3.24 ToyangiuLkaznsTuAinng (Score)
id Column Type Example Data Description Constraint
1 S ID Int(5) 1 san sUuiin Primary
Key
2 S Date Datetime | 01-01-2018:12.00 | YuAfou/d uwagiia@ | Not null
Uuiin
3 S_money Int (7) 10000 Ruazauluny Not null




M19199 3.25 Tayalewslowaluinu(item)

63

id Column Type Example Description Constraint
Data
1 IT ID Int(5) 1 sidlowmy Primary
Key
2 IT Name | Varchar(10) 1lne Falowny Not null
3 IT SellPrice Int (5) 100 AV Not null
4 | IT BuyPrice | Int(5) 100 51170 Not Null
39l 3.26 dayadniifuaPet)
id Column Type Example Data Description | Constraint
1 Pe_ID Int(5) 1 sWadnfifies | Primary
Key
2 Pe Name Varchar(7) “UAg” Fovosdn’ Not Null
e
M54 3.27 Teyafivdin(Crops)
id Column Type Example Description | Constraint
Data
1 CID Int(5) 1 sVadniaes Primary
Key
2 C Name | Varchar(10) | “?1lne” Fofuen Not Null
3 C Day Int(1) 1 Fruawiuil | Not Null
Uan
4 C Repeat Bool True GRERERIGIY Not Null
Fleniell
5 C_SellPrice Int(5) 100 31A1UNY Not Null
Meil 3.28 Toyauadni(Livestock)
id Column Type Example Data | Description | Constraint
1 L ID Int(5) 1 svaladad | Primary Key
2 L name | Varchar(7) “Ung” %a‘uaﬂﬂq Not Null
dnl




ms1efl 3.28 Foyauadni(Livestock)sle)

id Column Type Example | Description | Constraint
Data
3 L Species Varchar(5) “1 WusuaeUe Not Null
dorl
4 L SellPrice Int (5) 100 31AV8 Not null
5 L_BuyPrice Int(5) 100 1A1T0 Not Null
6 L Product Int(5) 1 NaHARTLS | FKreference

from
ltem(IT_ID)
ON DELETE
CASCADE
ON UPDATE
CASCADE




