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2. Scripts\Interfaces
AdEHle]AE B Err C#2 THLEE tds ST 5 7] WEe] A2 Sz FE52

2 b8 BAe AEso|An At
IActivateFirst.cs/ IPopUpScreen.cs / IRequest.cs / M

|ActivateFirst IPopUpScreen IRequest I1Slot

public void Activate(}; public void BtnBack(); public void BinRequestSeed(); public void BinTouch(};

public void Siotinitialize{ushort index);

IState.cs) IUpDownAdjust.cs)

IState ‘ IUpDownAdjust
public void Execute(); public void BinUpDown(};
public void ChangeState(); public void BinBuildinfral};

7}) TActivateFirst
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t}) IRequest
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u}) IState
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3. Scripts\TitleMenuScene
st #H EHo).

MonoBehaviour

TitleMenuManager.cs /

TitleMenuManager

private TextScresnBass[] _states;

private TextScreanBase _currentScreen;

public void SetTextScreen{params string[} texts)

a9 3.0
7}) TitleMenuManager
o] FH A= A7 A 7 & Ao|th. TextScreen A®] Fe A3, TitleMenuManagers 7t
e Sl ae Aol g & % 3 ] SetTextScreen
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4. Scripts\TitleMenuScene\TextScreen
=2 .
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IState

TextScreenBase.cs /

TextScreenBase
protected TitteMenuManager. TexiScraens NextScreen

public void ChangeState();

public absiract void Execute();
h

TextScreenSettings. cs/

TextScreenSettings

TextScreenFPS.cs/

TextScreenFPS

TextScreenMain.cy

TextScreenMain

TextScreenSoundVqume.cs/

TextScreenSoundVolume

TextScreenStart.cs /

TextScreenStart

TextScreenNewStartConﬁrm.cs/

TextScreenNewStartConfirm
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7}) TextScreenBase

2E F 3 Ay Fure HEEZFYPAEZ  TitleMenuManager’} FHAEE 3 Alo|t},
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ChangeState, Execute ¥4+ e Edo]22HE g7] wlZol publice] ChangeStatex= ©
2o A Ao = gl Al o] Ae]E Mol 79l x| = NextScreen® ® ZASy, 71 2
A FWarr syl sl A AISHAE protected® 3Tl NextScreend

TitleMenuManager.TextScreens+ TitleMenuManagere] ¢l o 73 o]t}.

1}) TextScreen
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5. Scripts\TitleMenuScene\StartingScreen
TextScreens <ld £<& b 2 txlel s 9l Ag] g 2old, 1dH gAelezE 33
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MonoBehaviour
[ I 1
SoreenAgenda.oS/ ScreenLoading.cs/ ScreenPlanet.cs/
ScreenAgenda Screenloading ScreenPlanet
a% 5.0
7zt FYlae Ao 9eS £33}, ScreenLoadingS 2433 v AFoz 23w of
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6. Scripts\PlayScene
A Zdle] #H Erich
MonoBehaviour
A
AnimationManager cs,/ GeneralMenuButtons.cs/
GeneralMenuButtons

private enum PlayScreenindex

PlayManagercs /
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MessageBox.cs, /7
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UlString.cs f

UlString
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7}) AnimationManager
Al Eeleloll ol gl ArloldE Robye Fejach ofuwleld B e SerializeField &
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1}) GeneralMenuButtons
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t}) MessageBox
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2}) PlayManager

718 A ¢l Aol FZ= PlayManager? Update g4 T =t % F# 2= PlayManager
o] Update &5 #1837 #l8l PlayManagerol Al | &3l= el AHE AH4E Zlo|t}h, =3 I 5
o2 A8 Wy, ¥4 = EF PlayManagere]l A%t} PlayManager Well 9l JsonData 7%
Ae AY AZ Al Aol d HFE H=rh o] +2A = 24 PlayManagerst A4S ZHol=
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PlayManager”} T8l &t}
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7. Scripts\PlayScene\Base
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|State

T

ButtonCoolTimeBase.cs/

ButtonCoolTimeBase

+ figld: type

protected abstract void OnAdopt();

private void OnPlayUpdate();

protected virtual void OnCoolTimeEnd();

PIayScreenBase.cs/

PlayScreenBase

+ field: type

public void ChangeState(};

public void Execute();

TechTreeViewBase .cs/

TechTreeViewBase
protected List<TechTrees. Subhode>[] NextNodes;
protected Dictionary<string, byte> Nodelndex;

protected TechTrees. Node[] NodeData;

A

public virtual void BinAdopt(};
public void SetCurrentNode(byte current, Vector3 position);
public void Exescute();

public void ChangeStata();

CoolTimeBtnDiptomacySemiBase.cs/

CoolTimeBtnDiplomacySemiBase

+ field: type

public string GetDescription();

protected override void Cost{);

protected override void Awake()

protected override bool CostAvailable():

CooiTimeBtnMediaCuItureSemiBase.cs/

CoolTimeBtnMediaCultureSemiBase

+field: type

otected ovarride void Cost(;

protected override boot CostAvailable{);

a9 7.0
7}) ButtonCoolTimeBase
A 71 A 7ol e M ES o] FHAE AFESHEEth OnAdopt @Al 28 A9 3A4S
sk, OnCoolTimeEnd §ell Al AAHE ti7]7F % W &A% §la, OnPlayUpdate 3§+
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1}) PlayScreenBase
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22 Monobehaviourgd A&l weba A WAL sld shd CHAES] &3t n| A3t
2 o] Fojxlr}
t}) TechTreeViewBase
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2}) SemiBases
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8. Scripts\PlayScene\ltems
=4 75¢ FYsrlnct F2 dole] A% $ER ST FUsE el Eujr
City.cs/ Force.cs/ Land.cs / Trade.cs/
ScriptableObject
City Force Land Trade T
TechTrees.cs /
TechTrees
a% the.0
7t FaE Ao AR E HAGT 1 5 TechTreeste HZEZ S = HHBE g 7oz,
FUE] oltEell A HA 71538 =5 ScriptableObjectE A& whokr}h, 7 9] vmx Frs FHo=
AR e,
9. Scripts\PlayScene\PopUpScreens
ol sde M ® ohE stHE Frior FAY W FAY FHag T S
PopUpScreenConquest.cs / PopUpScreenMenu.cs/
PopUpScreenConquest [ PopUpScreenMenu
PopUpScreenDlplomacy.cs/ PopUpScreenTechTree.cs /
PopUpScreenDiplomacy |15 iPopUpScreen r_:—— PopUpScreenTechTree
PopUpScreenElementTechTree.cs/ PopUpScreenTrade,c;/
> MonoBehaviour <
PopUpScreenElementTechTree L‘ —1— PopUpScreenTrade
PopUpScreenLand.cs/ PopUpViewSocie\y.cs/
PopUpScreenLand PopUpViewSociety
TechTreeViewBase |ActivateFirst ‘ |State ‘
[ T | 1
PopUp\/iewFaciIity.cs/ PopUpViewTech,cs/ PopUpViewThought.c;/
PopUpViewFacility PopUpViewTech PopUpViewThought
t}.9.0
7}) PopUpScreen
3 UIEAS 93 Zeach 35802 [PopUpScreen QlE|H o] AE A&uty » 5 7hx}o
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1}) PopUpView

PopUpScreenTechTree Z2 H|ZEg 3HS dols u A Hzez} 1o A3 F52S
7bAa 9leh. weEkA PopUpViewel®=  Are]  siel A fo] 7hsstz, HE - Fxql

TechTreeViewBase+ [State® Ar&EntE=rt),
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10. Scripts\PlayScene\Screens
A Zdlo] W 7] & st 9

ScreenAirPressure.cs,/ ScreenCarbon.cs /
MonoBehaviour _|—) IUpDownAdjust (—L

I ScreenAirPressure A
BottomBarLeft. cs/ BottomBarngh(,cy
ScreenTemperature.c;/ ScreenWaterVolume.cs/

BottomBarLeft BottomBarRight

ScreenCarbon

ScreenTemperature v ScreenWaterVolume,

PlayScreenBase

ScreenResearch.cs/ y ScreenDipIomacy.cs/

IActivateFirst .
ScreenResearch ScreenDiplomacy

Screencily.cs/ ScreenMain,cs/

ScreenCity ScreenMain

ScreenExplore.cs / Screensociety.cs /

ScreenExplore ScreenSociety

ScreenMediaCulture.cs / ScreenPhoto.cs/

ScreenPhoto

ScreenMediaCulture

ScreenBreath.cs/ l

> IRequest

ScreenBreath

2% t}.10.0
Z+ Zdlae FIY sFe] ol Ze3 F At edEHelAE ASHIE=T 9]
PlayScreenBaseS A&t e A= Ae g "lo] A8 =



11. Scripts
i %ol FEo®E AEE F#AE Scripts Frlel st
MonoBehaviour
T 1
AudioManager.cs/ JsonCreator.cs /

AudioType ThemeType JsonCreator

AudioType enum ThemeType enum public void LanSave():

public void OhterLanSave();

AudioManager

private AudioSource[] _channels;

private byte _currentChannel;

public void PlayAuido{AudioType audio};
public void PlayThemeMusic{ThemeType theme);

private void UseChannel{AudioClip clip. float volume);

Constants.cs/ Enums.cs / GameManager.cs/
static Constants LanguageType VariableType public delegate void OnChangeDelegate():

const LanguageType enum VariabieType enum

‘ GameManager

Properties
ResourceType TechTreeType
ResourceType enum TechTreeType enum X . X
public void SaveSettings();

RO Cieaoics public LanguageType UserLanguage;

public int TargetFrameRate;
Language X
public fioat SoundVolume:
JsonLanguage
public bool IsGameSaved;

public string[] Texts;

public static OnChangeDelegate OnLanguageChange;

private Dictionary<string, ushort> _fexts;

public TMP_FontAsset GetFontAsset();

public void LoadLangeage(LanguageTyps language);

t}.11.0
7}) AudioManager
2E agle o FHavt dddth Klo] WARAY e L2E wmEA dALom AHAYsHH
ANAEE £2l7F Folxs do] 7=, olF =] Hdl 4zlE AT AES o] 7N A
a AudioManagerOH/ﬂ g A A LelE ddela Ao A ALY Agre
SerializeFieldE &3 FUE otiBlA 2R 7FeshA o, AA- gtol ey A s 4=

gt & WATE dl=  AudioManageret 4] Ado| myEH ot Hy] wiFel
DontDestroyOnLoadZ & WA= 33 =% ¢A 3k}, o]w] AudioManager+ Y E] o t]E
oA Kol wlg] A= Zeo] ofy el AudioManager’t §l& wrb FHog A== Holrh
AudioManager+ fUEIA AZ®Isf®le] A 85 =4, AudioManager® FxE AT FAWEF7}t
nulld wi"t AudioManager’} Ao g A= Z8H AS HASNE AudioManager?] A,
335 HHEEA] ¢folw it}

1}) Constants
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2}) GameManager
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1. MainMenuManager
) & s el sw w7 §1

/// <summary>
//] ¥ s ol
/// </summary>
public void MoveScreen(TextScreens screen)
{

// 3b4A v LT},

_textScreen.text = null;

_textScreenBuilder.Clear();

SetButtons();

// o skd

_currentScreen = _states[(int)screen];

_currentScreen.Execute();
}

st o] 7|2 Al shwle] Abe)o}

2]= MainMenuManager®] ® ¥ &4+ & st F 3hH
5 H 7

2]8l= o8 TextScreen F#: 2~ 5 shb7l AE &

o] o] MoveScreen &
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TextScreens+ 3tH F57 DA ola o|7& wi7lH4=Z wro}l _currentScreencl &)

=
= AAst Execute #FE 5ZE3 v} Execute 5ol A
=
=

X EF Zlo|u}

o) Azbel wE ofulold FAt

bl ZA] e o=

. offt
L)
[o

fol

i

o M
v ne)

il e
e

private void Update()
{
if (_screenAnimation)

{
if (Constants.TEXT_SCREEN_SPEEDMULT <= _timer)

{
if (_textLength > _phase)
{
/] =2 AAY




AudioManager . Instance.PlayAuido(AudioType.Touch);

// & Zdg R EA
_textScreenBui lder .Append(_texts[_phase]);

_textScreen.text = _textScreenBuilder.ToString();
++_phase;
_timer —= Constants.TEXT_SCREEN_SPEEDMULT;
}
else
{
/] EA S
_currentScreen. SetButtons();
_screenAnimation = false;
}
}
else
{
/] A1ZF 733}
_timer += Time.deltaTime;
}
/714 5 F5
return;
s
else if (_firstStart)
{
if (0 >= _timer)
{
/] BroAl= 5
_warningText.color = new Color(1.0f, 1.0f, 1.0f, Mathf.Cos(_timer) * 0.5f + 0.5f);
}
else if (Constants.DOUBLE_PI < _timer)
{ /] Aol 28 gls
Destroy(_warningText .gameObject);
_firstStart = false;
GameManager . Instance.IsApplicationFirstStarted = false;
MoveScreen(TextScreens.Main);
}
else if (Constants.PI < _timer)
{
/] AFHAE= F
_warningText.color = new Color(1.0f, 1.0f, 1.0f, Mathf.Cos(_timer - Constants.PI)
# 0.5f + 0.5f);
}
[/ A A
_timer += Time.deltaTime * Constants.STARTING_TEXT_SPEEDMULT;
/] ANA B BE
return;
}

/] @7 &4
if (Input.GetKeyUp(KeyCode.Escape))
{




_currentScreen.OnEscapeBtn();

Update Freld= ofywleld 43 w5H7] F2o] o Foixlvt. b Abe)
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2. MessageBox
7F) ol WAl A] Ak F7}

/// <summary>

[/ WAA FFel F7F

/// </summary>

public void EnqueueMessage(string message, params string[] replacements)

{
if (0 < replacements.Length)

{
_messageQueue . Enqueue (AddDate(message, replacements));
}
else
{
_messageQueue .Enqueue (AddDate(message) ) ;
}
}

ol FAE AFEANA AW WA AE FAStE AS W ¢ F5E ZES WAA= |
A EoE TANE BAIE HolBE FAY WA AE T _messageQueues wARE HE I
t}. o] Fftoll EAde] AAEH ol|F UdA A7t AR Al Ao A EAIE T EAEH HAES
AA=}, w7l H T 5 messages 712 H AR EA o] replacementse WA A EAG] E
A e VA FEAst Aes w Ab&3bch params7t BRoPE E£AYE HEE A Edh

AddDate & HAAl EAdel A Aol RS FrllFE et

T

) @A A Ao Al E4

el

private void Update()

{
if (_messageGap > _timer)
{
_timer += Time.deltaTime;
return;
i
switch (_messageQueue.Count)
{
case 0:
return;
default:
/] A2 A

AudioManager . Instance.PlayAuido(AudioType.Alert);

[/ WAA A
_messageText.text = _messageQueue.Peek();
_messageBoxObject .SetActive(true);

/] Z3 F7}
TMP_Text newLog = Instantiate(_logObject, _logArea).GetComponent<IMP_Text>();




newLog. font = Language.Instance.GetFontAsset();

newLog.text = _messageQueue.Dequeue();
_timer = 0.0f;
return;

_messageGap2 " A| A FEAS A7t 7+A WHEE | SerializeFieldE E3] U E] olt] oA 7k
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3. Language
) QHAE FE Aeld B2

/// <summary>
//] olAe] = HAolmg Hesk HAtS 98] WMEY. a7 E gEetd WYdd g s
Lleciaeia=

/// </summary>
public string this[string koreanKey]
{
get
{
#1f UNITY_EDITOR
if (_texts.ContainsKey(koreanKey))
{
#endif
return _jsonLanguage.Texts[_texts[koreanKeyl];
#1{ UNITY_EDITOR

}

else

{
Debug.LogError ($"gli= gk=o] 7] ¥"{koreanKey f"");
return null;

}

#endif
}
}

wol AgE Aol Eolnt. Al Aol o slH)
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/// <summary>
/// json WY Eo]r},
/// </summary>
public void LoadlLangeage(LanguageType language)
{
// json T WE HET
string filename;
switch (language)

{
case LanguageType.Korean:
filename = "Korean";
break;

case LanguageType.English:
filename = "English";
break;

case LanguageType.German:
filename = "German";

break;

case LanguageType.French:
filename = "French";
break;

case LanguageType.Taiwanese:
filename = "Taiwanese";
break;

case LanguageType.Japanese:
filename = "Japanese";
break;
default:
#1f UNITY_EDITOR
Debug.LogError ("LoadLangeage - LanguageType =4 &74.");
#endif
return;




// json WIS B2},

_jsonLanguage =
_fontAsset = (TMP_FontAsset )Resources.Load($"{filename}Font SDF");

/] A2 A}
OnLanguageChange? . Invoke();
GameManager . Instance.CurrentLanguage = language;

JsonUtility.FromJson<JsonLanguage>(Resources.Load(filename).ToString());
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/// <summary>
[/) T2 H9E 98 92E sd2 A4

/// </summary>
private void TextFileForGoogleTranslate(JsonLanguage jsonLanguage)

{
/] EAE A
StringBuilder text = new StringBuilder();
for (ushort i = 0; i < jsonLanguage.Texts.Length; ++1)
{
text .Append($"{jsonLanguage.Texts[i]}:W¥n");
}
/] B2E 3d=Z A%
File.WriteAllText($"{Application.dataPath}/TranslateThis.txt", text.ToString());
}
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/// <summary>

/// & Qo] json el AT,
/// </summary>

public void SaveOtherLanguages()

{

/] EH @A
: : ; ”*.tXt",

stringl[] path = Directory.GetFiles($"{Application.dataPath}/Translations/"

SearchOption.AllDirectories);
string jsonForm = Resources.Load("Korean").ToString();

List<StringBuilder> words = new List<StringBuilder>();




StringBuilder result = new StringBuilder();

/] EAFE BE HA R YA
for (byte i = 0; i < path.Length; ++i)
{
[/ 4ol st F=H] @A
string text = File.ReadAllText(path[il);
ushort index = 0;
words.Clear();

/] @ F=&
for (int j = 0; j < text.Length; ++j)
{
if ("' == text[j])
{
/] T el
j =25
t+tindex;
}
else
{
/] 7yHdf ol F7F F oW F7}
if (index == words.Count)

{

words.Add(new StringBuilder());
}
/] &of 715

words[index].Append(text[j]);

)

// json3} A& F=H] A
int count = 0;

bool proceed = true;
index = 0;
result.Clear();

// json B2 wEtrhr]
for (int j = 0; j < jsonForm.Length; ++j)
{
!l 715
if (proceed)
{
result.Append(jsonForm[j]);

}

/] a3 A7
if ("% == jsonForm[j])
{

++count ;

[/ 23 37 o]
if (3 <= count)

{

B
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if (1 == count % 2)
{
/] M2 wo] A
if (index < words.Count)

{
result .Append(words[index]);

}

result.Append('W"");

/] ok ol
++index;

/] 715 A
proceed =
}
/] ENEE SRS )
else
{
/] 715 AN

proceed = true;

}
// json T}L = A%

File.WriteAllText ($"{Application.dataPath}/Resources/{Path.GetFileNameWithoutExtension(pathl[i])}.
Json", result.ToString());

}
)
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4. AudioManager
7h) A A

private void Awake()




/1A md A

_channels = new AudioSourcel_numberOfChannel];

/] 1= 718
_themeChanel = GetComponent<AudioSource>();
_channels[0] = _audioSource;

/] UMA= F7F AA
for (byte i = 1; i < _numberOfChannel; ++i)
{

AudioSource aS = Instantiate(_audioSource.gameObject,
transform) .GetComponent<AudioSource>();

_channels[i] = aS;

}
}
A8 AMd 4= _numOfChannele] 2 _channels= AudioSource? ®wi<deo]t}. _audioSource

= ulg] AAHAU™E  AudioSourced FAuw AME 7} _numOfChannelwts =

o) 744
_audioSourceE B} A F7F A AL

A g

/// <summary>

/)] et]e AY I T AN

/// </summary>

private void UseChannel (AudioClip clip, float volume)

{

[/ &Y% Al & T=aa A4
_channels[_currentChannel].clip = clip;

_channels[_currentChannel].volume = volume * GameManager .Instance.SoundVolume;
_channels[_currentChannel].Play();

/] AT A Qe F7)
++_currentChannel ;

/] A NG 23} A HEoh,
if (_currentChannel == _numberOfChannel)

{

_currentChannel = 0

¥

-

Abge A old A= currentChannelo] 2 Aol ovje Fd, 3 AA F 4z AMAYsA
1

L
_currentChannel

5

=7 Pﬁh‘/} ANE N4= _numOfChannele] =2 _currentChannele] 1 & 7}3h
% _numOfChannel® Z o

W thA] 022 Fobzt

oh) w7 5ot AobA] 7]

private void Update()

{
if (_themeMusicFadeQOut)
{

_themeChanel .volume —= Time.deltaTime * Constants.THEME_FADE_OUT_SPEEDMULT;
if (0.0f >= _themeChanel.volume)

{




_themeChanel .Stop();
_themeMusicFadeOut = false;

if (ThemeType.None != _reserve)
{
PlayThemeMusic(_reserve);
}
}
}
}
Wol MASE AT WA SHE Ads] Bol5a 2ol 0ol AL WAL ol w7
= otol %ﬁfﬂ “é%ﬂ e A el ABe aFsd 2 AL IZRE

S o}
=1 |
ool Aol WE AlAel A _reserve”t

eh) E2ag 44 93

#1f UNITY_EDITOR

#endi f

#1f UNITY_EDITOR

#tendif

public static AudioManager Instance
{
get
{
return _instance;
}
set

{

if (null == _instance)

{

_instance = value;

}

else if (value != _instance)

{
[/ olm AAAHAE B A2 AP As s,
Destroy(value.gameObject);
Debug.LogError("o]m] A4 ¥ AudioManager.");

}

}
)i

AudioManager+= Ale) A= A TAH o7 WA= DontDestroyOnLoadel] Eoi7tt}. wkek #
Bl olltfE{ell A AlA 2o AudioManagers wl2] A FH A& Wow Fopzd wimict FiEH
AudioManagers A A stz 33ste A S HEE3Ith, ol & 7] 93] AudioManager M A2 E A
#st= AAMHS _instance’} null¥d w®F AudioManager® & ° 2 AT E o). _instance
7} nulle] obd Abejell 4] _instanceell A Z& AV AE didstdz shd 272 A7 e A
olBR I MEL JAHAE FIFEE Frh o] TASE T2 AY EFA A" oln] &
2 Aeodof 7] wiEel 1 F& #if UNITY_EDITORE 44 £4] Wle A3 =4 8%
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5. AnimationManager
7b) ket w7 %A el

#iregion =02 o yHo] A

vector3_0 = _backgroundTransform.localPosition + new Vector3(0.0f
if (Constants.HALF_CANVAS_HEIGHT < vector3_0.y)

{

vector3_0 —= new Vector3(0.0f, Constants.CANVAS_HEIGHT, 0.0f);

¥

_backgroundTransform. localPosition = vector3_0;

_messageBoxBackgroundTransform.localPosition = vector3_0 *
Constants.MASSAGEBOX_HEIGHT_RATIO;

#endregion

, _noiseSpeed, 0.0f);

#]+= AnimationManager®] Update &< I= F Ld¥ch vjA olu|x = y&F wlgoez E9lgl
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6. UlString

7h) oA stHe A FEor AMEE £ A Hbg

/// <summary>
/1] o1 Z0] 5= BAelnw AL e fd) wEddt. 2ALE &9 A ThA 2
/// </summary>
public string this[VariableFloat variable]
{
get
{
/] #kel vt dAY EAES A 4 gls o
if (_currentFloatValues[(int)variable] != PlayManager.Instance[variable] || null ==

_floatStrings[(int)variable])

{
/] AA w A%
currentFloatValues[(int)variable] = PlayManager.Instancel[variablel;

/] FAIEE @9 7F 1S o
if (null == _floatUnits[(int)variablel)
{

_floatStrings[ (int)variable] =

_currentFloatValues[(int)variable].ToString("F2");

}
/] BAE FL7F S o
else

{

o

_floatStrings[(int)variable] =

$"{_currentFloatValues[(int)variable].ToString("F2")H_floatUnits[(int)variable]}";

}
¥

// HrEt
return _floatStrings[(int)variablel;

o FHE AgARE EAEdE ZAES W 22 JHE oy shde| ZAIE & gl 7t
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7. PlayManager

7}

) Al dlelE json HAE A A

/
/
/

public void SaveGame()

{

#1{ PLATFORM_STANDALONE_WIN

false));

#end1

#1{ PLATFORM_ANDROID

// <summary>
/] A} A%
// </summary>
// A<l dolet A4
File.WriteAllText($"{Application.dataPath}/Saves.Json", JsonUtility.ToJson(_data,
f

File.WriteAllText($"{Application.persistentDataPath}/Saves.Json"

JsonUtility.ToJson(_data, false));
#endif
[/ AFo] A= dAHo] oF S HS-
if (!GameManager . Instance.IsThereSavedGame)
{
GameManager . Instance. IsThereSavedGame = true;
GameManager . Instance.SaveSettings();
}
}
A dele] AL Fdlo] Fold AlYdes ARt ALE, A U HESI= A HA &
Aot Aol ofdzt AHEAS FACE AAEE Aot o] 3}dL FUEI Resources ET el
A== Aol ol AR AAE AF A ANk o714 Application.dataPath= A3 3149
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PO ebmzol=sl ohu 2R7l sleld Eeboloh dmzolmeld AW sd ARi

ksl Eeh ol Windowol A& Ae vt Azo} ojd oE
AgaA o EREAA et ch2A Aot =S Y,

Application,persistentDataPath”
HAEZE ugelEoh. 2 A #if

m[ru N

8. TechTrees
7h) HlzZER k= HRE A= ABRTR

[SerializeField] private Node[] _facilityNodes = null;

[SerializeField] private Node[] _techNodes = null;

[SerializeField] private Node[] _thoughtNodes = null;

private Dictionary<string, byte> _indexDictionary = new Dictionary<string, byte>();
private List<SubNode>[][] _nextNodes = new List<SubNode>[(int)TechTreeType.TechTreeEnd][];
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olth, & t} Atgte] FEo® A =W Ag wfie o]d kE oy kEVF AR YA A &
= T5 7] wEel & F shuut Abge] A EE ok A7 o]H =5 AHoke Zel o
A 7 ZobA] oA k=xt AsHA Ut ole =& 7| A 8ol wet debd el oA
e Abge]l Aoy g xxub A s sHed, vE 229 ge EAASER
At ZhHmf Aol AAghet, 2ew o] ThHujedo] o= _‘:501] -5-sk=A Aafob ==, o] 7t
Hijod s wjdE ghEe] dld =9 Qe 2o Y3 eF: ot 1 v EE I k& QlEA
7b ol HaE S QY AlxE Aok Hrt wets] wjadg olFuwjdE qhEe] o= FF H
FEZ] oA o= QlEAclx]e I eF Ut AAACE vy LEF e ABTES
|Ssufdolct, e Al Z, _nextNodes[A1A][5]H Ald HzZEZ|S 5 Qe 2of &ts}

9. TechTreeViewBase

) e wE ALE AbE o R Fha)

/// <summary>
[/ T == FA5} M o
/// </summary>
protected virtual bool EnableCheck(TechTrees.SubNode nextNode)
{
/] oA xER HAHFE A
TechTrees.SubNode[] requiredNodes = NodeData[NodeIndex[nextNode.NodeName]].Requirments;

for (byte i = 0; 1 < requiredNodes.Length; ++i)

{
/] B 5AE Aol ofy Al wksk
if (0.0f >= Adopted[(int)requiredNodes[i].Type][NodeIndex[requiredNodes[i].NodeName]])
{
return false;
}
}
/] B sdHioed 3 wkgk

return true;
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float sizeX = 0.0f;

float sizeY = 0.0f;
for (byte i = 0; i < length; ++i)
{

/] f1= ALk
float posX = (NodeDatal[i].NodePosition.x + 0.5f) * _width;
float posY = (NodeDatali].NodePosition.y + 0.5f) * _height;
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NodeBtnObjects[i] = Instantiate(NodeObject, _techTreeContentArea);
sli]

NodeBtnObjectsli].transform.localPosition = new Vector3(posX, posY, 0.0f);
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NodeBtns[i] = NodeBtnObjects[i].GetComponent<TechTreeNode>();

/] =t %73}
NodeBtns[i].SetTechTree(this, 1i);

/] x, y Hdl #&
if (posX > sizeX)

{
sizeX = posX;
}
if (posY > sizeY)
{
sizeY = posY;
}
}
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float areaWidth = sizeX + _width * 0.5f;

float areaHeight = sizeY + _height * 0.5f;

RectTransform contentArea = _techTreeContentArea.GetComponent<RectTransform>();
contentArea.SetSizeWithCurrentAnchors(RectTransform.Axis.Horizontal, areaWidth);
contentArea.SetSizeWithCurrentAnchors(RectTransform.Axis.Vertical, arealleight);




// 7Fe-d A4
float pivotX = 0.0f;
float pivotY = 0.0f;
if (Constants.TECHTREE_AREA_WIDTH > areaWidth)
{
pivotX = (Constants.TECHTREE_AREA_WIDTH_CENTER * Constants.TECHTREE_AREA_WIDTH -
areaWidth * 0.5f) / (Constants.TECHTREE_AREA_WIDTH - areaWidth);
}
if (_yCenterize && Constants.TECHTREE_AREA_HEIGHT > arealleight)
{
pivotY = (Constants.TECHTREE_AREA_HEIGHT_CENTER * Constants.TECHTREE_AREA_HEIGHT -
arealleight * 0.5f) / (Constants.TECHTREE_AREA_HEIGHT - arealeight);
}

contentArea.pivot = new Vector2(pivotX, pivotY);
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