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var bro = Backend.BMember.CustomLogin(ID, PW);
// 2200 853= I Xe

if ( bro.IsSuccess() )

{

}

// 21010 Zuisis I XAz

else

{ -

// statusCode®| Zi0f e} AHmf JAAS ¥ o+ UCE.
int statusCode = int.Parse(bro.GetStatusCode());



7|CHE|X| e g

e

o ChEA == AEOAM &2

7|CrE| K] B

21t

Al
=

o HIE7] 10 23 E LM

| =04 A

A
LHO M = LIE] Z4A, Ul

o LElS] Ao met EEo

= SEA
EH—I}I °|:|I"I‘

0

X2lE flsil H 2| Dispatcher Al R

=]
-

ko ok

T 2= Ar8of MY 28 =0M

HH &t
-1 O

!

= LM = S LIE|] MonoBehaviour ZHH[0]] F 2 75

of M 7ts
true 281} Update() HI2E0|AM AsyncPoll() HIAE T &

(=1
=

H

H

=
=

LHO Al = LIE[ 4K, Ul Z4%]

j

=4
o

A
T
& Z£7|

HH &)
-1 O

M

O

e

3} Al useAsnynPoll=

=]
T

0



24 ./ HSZ| - 29 B g

25 o/ BEO Fo| NEE =Y oS 2SI T AsnycPoll() HIAE S =0| QSO
26 E E // https://developer.thebackend.io/unity3d/guide/Async/AsyncFuncPoll/
27 = : Backend.BMember.CustomLogin(ID, PW, callback =>

28 o

29 o/ 220 SS}AS W

3 §=; . | if ( callback.IsSuccess() )

31 ¢

2 010 )

33 2 : o // 2010 HuishES o

34 B ¢ 1 else

35 T

36 1 . // statusCode®| {0 M2t 21 @S & = AL,

37 . int statusCode = int.Parse(callback.GetStatusCode());

8 fl 0}
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41 ‘ . // SendQueue

42 . // SendQueue®| Enqueue()0l ==& DA E S50 L0 AlA Xe2|7F LRSI,
43 // https://developer.thebackend.io/unity3d/guide/Async/SendQueueDetail/
44 B : SendQueue.Enqueue(Backend.BMember.CustomLogin, ID, PW, callback =>

45 B

a6 [l ¢ 1 s/ 23000 43RS O

47 =F . if ( callback.IsSuccess() )

48 ; 0 q SendQueuet HQl A S 7} Oftl

49 S HEo| M| Eo)M Sxt

50 [0 0y 2OQl0| Mujzie o)

51 =1 .~ else

52 4 o

53 .+ 1 1 /] statusCode®| Z!Of w2t Ao RIS F 5 RUC|.

54 f { int statusCode = int.Parse(callback.GetStatusCode());
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- BackendManager Script =8

1 FEusing UnityEngine;

p) Lusing BackEnd; // Fl& SDK

3

4 Elpublic class BackendManager : MonoBehaviour

5 |{

6 = private void Awake()

7 T

8 . | // Update() HIZE=0°| Backend.AsyncPoll(); @== %o QLEMES nti|StA| B=C}
9 : DontDestroyOnLoad(gameObject);

1e ;

11| [/ SIE MELETISE AsyncPoll) MAEE SES0F WE| 7Ol NEE B 45 S5 £+ Y|
o . BackendSetur(); oo mE MWojM AKIEIX| 21 A% HoI9LE S DontDestroyOnLoad() S &%
14 |

15 =k private void Update()

16 ! {

17 : L/ AHISl BlEI| OjAE (28 o S S Qg AN

18 i // &4l : https://developer.thebackend.io/unity3d/guide/Async/AsyncFuncPoll/
19 =F if ( Backend.IsInitialized )

20 : {

21 . Backend.AsyncPoll();

22 B E

3 [ |3

24 i

25 [2|~_“ private void BackendSetup()[:J

42 }
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- File - New Scene

New Scene Ctrl+N
Scene Templates in Project 2
Open Scene Ctrl+O g

Open Recent Scene a
Save Ctrl+S -, ‘.
Save As... Ctrl+Shift+S
Save As Scene Template... - e : G
Empty Basic 2D (Built-in) Basic 3D (Built-in)

New Project...
Open Project... Basic 2D (Built-in)
Save Project
Build Settings... Ctrl+Shift+B

: Description
Build And Run Ctrl+B Contains an orthographic camera setup for 2D

games. Works with built-in renderer.

Exit

To begin using a template, create a template from an existing scene in your project.
Click to see Scene template documentation.

Load additively Create | Cancel
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~ File - Save

Edit Assets GameObject Component Serviceq

New Scene
Open Scene

Open Recent Scene

Ctrl+N

Ctrl+O

BackendBase » Assets »

Scenes

Save

Ctrl+S

0
U

Save As...

Save As Scene Template...
New Project...

Open Project...

Save Project

Build Settings...
Build And Run

Exit
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¥ 3D 7HH &J Logo.unity

Ctrl+Shift+S

Ctrl+Shift+B
Ctrl+B
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= Google Drive (G
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m Scenes In BuildOf| ¥ S&

o File - Build Settings

Build Settings

Scenes In Build
v Scenes/Lodo
v Scenes/Login

Add Open Scenes

Platform CJ Windows, Mac, Linux

g Windows, Mac, Linux L Target Platform Windows v
Architecture Intel 64-bit v

E Dedicated Server Copy PDB files

= . Create Visual Studio Solution

|'| Android X
Development Build

iOS ios ‘

~ra PS4 :
Compression Method Default v

=rs PS5

HrmL
E WebGL

gg Universal Windows Platform

Asset Import Overrides
Max Texture Size No Override v

Texture Compression No Override v Learn about Unity Cloud Build

Build v Build And Run

Player Settings...

OX m Project

e o
W Favorites
C‘\ All Matariale
O, All Models
O, All Prefabs

7 e
Assets > Scenes
R Login
¢ Logo

¢ 0 *

[aw Assets
Bm Fonts
Bm Scenes
[aw Scripts
e #00Common
e #01Logo
B #100Backend
B #1000Sample
Bm SFX
B TextMesh Pro
Bm Textures
B TheBackend
s Packages

8



1 using UnityEngine.SceneManagement;

2

3 public enum SceneNames { Logo=0, Login, }

4

5 Epublic static class Utils

6 {

7 =f public static string GetActiveScene()

8 o

9 return SceneManager.GetActiveScene().name;

10 i }

11

12 = public static void LoadScene(string sceneName="")
13 {

14 = 1 if ( sceneName == "" )

15 {

16 SceneManager.LoadScene(GetActiveScene());
17 }

18 =) else

19 {

20 . SceneManager.LoadScene(sceneName) ;

21 :

22 }

23

24 = public static void LoadScene(SceneNames sceneName)
25 {

26 . // SceneNames EAHECZ Oi/fH+E HOt2 ZF TosString() X2l
27 SceneManager.LoadScene(sceneName.ToString());
28 }

29 B
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- LogoScenario Script =%

W oo NOYUTL S LN

=
o)

14
15
31
32
33
34
35
36

using UnityEngine;

Epublic class LogoScenario : MonoBehaviour

{

[SerializeField]
private Progress progress;
[SerializeField]
private SceneNames nextScene;

private void Awake()|...

private void SystemSetup()|...

private void OnAfterProgress()
{
! Utils.LoadScene(nextScene);

}
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= Hierarchy 3 i @ Inspector S
L 4 Qs
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Fusing UnityEngine;
using BackEnd;

Blpublic class LoginSample : MonoBehaviour
{
B: private void Awake()
{
i string ID = "userel";
string PW = D 348
string email = "user@l@gmail.com";
string nickname = "AHMFA";
/1] 2137
Backend.BMember.CustomSignUp(ID, PW);
/17 Ol A
Backend.BMember.UpdateCustomEmail (email);
AR
Backend.BMember.CustomLogin(ID, PW);
/// otolt| Z7|
‘ Backend.BMember.FindCustomID(email);
: /17 HIZHS 27|
] Backend.BMember.ResetPassword(ID, email);
: (1) SHg &
? c// Hdlgo] gls M FH=E HyY 23
j i Backend.BMember.CreateNickname(nickname);
L]
: f Backend.BMember.UpdateNickname(nickname);
.
5

SUly 28 s

I
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Canvas
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& Exit <. — , Bs Fonts
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[aw Scripts
P Rect Transform e it B #00Common
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@  Canvas Renderer 0 i B #100Backend
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e SFX
Add Component Bm TextMesh Pro
[aw Textures
B= ]
— " — a1 o eBackend
Y A=9s AF A8 R ZEWe 2 MBS,
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."’ v Title
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e Rect Transform
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E v TextMeshPro - Text (Ul)

Text Input
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Text Style
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Auto Size
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m HAE AHZ 2B “Input Field - TextMeshPro” Ul ‘& & &7

eObject - Ul - “Input Field - TextMeshPro”

O
m
O

"= Hierarchy 3 i @ Inspector 2 i |1 v TextMeshPro - Input Field @ i
v q .
+ T ”E] @ v InputFieldBase Staflesy | !nermctanis -
: v Transition Color Tint v
i Tag Untagged v Layer Ul v
@ Main Camera 9 99 y Target Graphic ElnputFieldBase (Image) O]
(7 Canvas - N = F
& PopupLogin 5 pie Rect Transform = - Normal Color
N7 TopPanel stretch Left Pos Y Pos Z Highiightad Calos
& 1inl.1tF:ﬂd8ase N ? 100 170 0 Pressed Color
\s) e;I rel? » S Right Height Selected Color
%T:xie older 100 80 Disabled Color
p Eventsysiem Anchors Color Multiplier
Min X 0 Y 1 Fade Duration 0.1
Max X1 i Navigation Automatic v
Pivot 0.5 i 1 Visualize
Rotation X 0 Y O 20 Text Viewport s:Text Area (Rect Transform) @
Scale &8 X1 i 1 7 1 Text Component [T|Text (Text Mesh Pro UGUI) ®
Text
&  Canvas Renderer = E
la] v Image S
|1 v TextMeshPro - Input Field * i
. Default Ul Material (Material) 0 :
\ader DNEEEED - o Input Field Settings
e Font Asset NotoSansKR-Regular SDF (T} ®
Point Size 40
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Main Settings
Font Asset
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Font Size
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o C# Script M4 & A3 EUEC| 0|2E “LoginBase" 2

1
2
3
4
5
6
7
3
9

N NNRPRRRPRRERRRBRRR
N B ® WO NOOU HWRNEO®

=

=

using UnityEngine;
using UnityEngine.UI;

| using TMPro;

public class LoginBase : MonoBehaviour
{
' [SerializeField]

private TextMeshProUGUI textMessage;

/// <summary>
/// SIAIX] LHE, InputField 244 7|3}
/// </summary>

protected void ResetUI(params Image[] images)

{

: textMessage.text = string.Empty;
for ( int i = @; 1 < images.Length; ++ i )
{

f : images[i].color = Color.white;

S

}
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/// <summary>

/// B0 e HES =
/// </summary>

protected void SetMessage(string msg)

:

Jo

‘ textMessage.text = msg;

}

/// <summary>

//] B8 QF7F U= InputField 24 HZ
/// 270 tiet oAMX] =3

/// </summary>

w

protected void GuideForIncorrectlyEnteredData(Image image, string msg)

{

textMessage. text
image.color

msg;
Color.red;
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/// <summary>

/1] BE Zo| H|O|QI=A] 2Ol (image:WE MM Fiald:UWE, result:=== UWE)
/// </summary>

protected bool IsFieldDataEmpty(Image image, string field, string result)

!

if ( field.Trim().Equals("") )
{
. GuideForIncorrectlyEnteredData(image, $"\"{result}\" ZC = MAFAHE.");

return true;

}

return false;
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o C# Script 48 & &

1 Fusing System.Collections;

2 using UnityEngine;

3 using UnityEngine.UI;

4 using TMPro;

5 using BackEnd;

: 5

7 Epublic class Login : LoginBase

8 {

9 : [SerializeField]

10 private Image imageID; // ID EE M HZH
11 [SerializeField]
12 private TMP_InputField inputFieldID; // ID HC HAE H™H F=
13 [SerializeField]
14 private Image imagePW; // PW EHL My HZA
15 [SerializeField]
16 private TMP_InputField inputFieldPW; Jf P BE HIAE A4l ==m
17
18 [SerializeField]

19 private Button btnLogin; [/ 219 HE (2588 Zts/=7ts)
20
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23
24
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27
28
29
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31
32
33
34
35
36
37
38
39
40
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42
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AY =X 2l

[1]-

m FE AMHE AS5) 202 Mojote 23 EE dd A Hd AR

/// <summary>
/// "2 HES &= I 2=
/// </summary>

public void OnClickLogin()

{

. // OB 2 2T InputField UIQ| 441t Message S Z7|3t

5 ResetUI(imageID, imagePW);

. // HE 20| HIO|UEX N3

. if ( IsFieldDataEmpty(imageID, inputFieldID.text, "OFO|C|") )  return;
. if ( IsFieldDataEmpty(imagePW, inputFieldPW.text, "H|Z®IS") ) return;
- // 209 HES HERIK| RIEE ASHE HEHD

5 btnLogin.interactable = false;

/7 AH0 222 RFS5HE ¢ 2t == WE R0

5 //a)ilﬂﬁﬁiﬂﬁixﬁ,%HmﬂOW@EWﬂ%

5 StartCoroutine(nameof(LoginProcess));

/7 HE MH 2392 Ak

f ResponseToLogin(inputFieldID.text, inputFieldPW.text);

}
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52
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57
58
59
60
93
94
95

(1]
Ll

/// <summary>

/// 22 Al & MH=ZFH HE2E messages 7|PICZ2 =& K2
/// </summary>

private void ResponseToLogin(string ID, string PW)

{

L/ MY 219 8%

: Backend.BMember.CustomLogin(ID, PW, callback =>
A

! : StopCoroutine(nameof(LoginProcess));

3 // 219 HE

: if ( callback.IsSuccess() )

- {

‘ . SetMessage($"{inputFieldID.text}d ZtEeILICt.");
, }

: // // = 1 (E_I /\E i Ll1

¢« 1 ielsel .. EEy

T

¥
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70
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79
30
81
82
33
84
85
86
87
88
89
20
91
92

1]

Tl
LU

JFr el AT
else

,{

// 210210 HuiisS Of= CtA| 2191= olfofstz| mjFEof| =102l H=
btnLogin.interactable = true;

string message = string.Empty;

switch ( int.Parse(callback.GetStatusCode()) )

doXE &85

=7

{

. case 401: // &MSHX| gt= ofo|C|, EEE HEHD
] message = callback.GetMessage().Contains("customId") ? "&ASHA|] 2= ofo|C|YLfct,» . "EEE H|YHS
5 break;

E case 403: // 9X or C|HIO|A K}CE

message = callback.GetMessage().Contains("user") ? "AtEtEor SAQULICE " : "AEHEDE CIHRO[ARIL|CE, ~;
f break;

| case 410: // 2E IHF

: message = "EE|/ZI WS FAHYLICE.";

5 break;

' default:

: message = callback.GetMessage();

5 break;

}

// StatusCode 4010|AM "ZXE H|HBo L|Ct " U O
if ( message.Contains("H|ZEIS") )

{

. GuideForIncorrectlyEnteredData(imagePW, message);
}

else

{

. GuideForIncorrectlyEnteredData(imageID, message);
}
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99
100
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102
183
104
185
106
iy
108
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private IEnumerator LoginProcess()

{

. float time = O;

. while ( true )

1

| . time += Time.deltaTime;

| SetMessage($"219l SYULICH. .. {time:F1}");
| yield return null;

.

}
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- C# Script M4

Fusing UnityEngine;

using UnityEngine.UI;
using TMPro;
| using BackEnd;

{
1 [SerializeField]
private Image

[SerializeField]

[SerializeField]
private Image
[SerializeField]

[SerializeField]
private Image
[SerializeField]

[SerializeField]
private Image
[SerializeField]

[SerializeField]
private Button

e
[=)
T

Epublic class RegisterAccount :

private TMP_InputField

private TMP_InputField

private TMP_InputField

private TMP_InputField

LoginBase

imagelD;
inputFieldID;
imagePW;
inputFieldPW;
imageConfirmPW;
inputFieldConfirmPW;
imageEmail;

inputFieldEmail;

btnRegisterAccount;

A3 EEQ| 0| EF "RegisterAccount” =

//

//

/]

/7

//

//

/]

//

/7

IpD 2L My B3

IDEEE A E SRS
P HE s i

PW ZC HIAE FMH F=
Confirm PW Z L AfAL B A
Confirm PW ZC HIAE A
E-mail ZE AA H{A
E-mail ZE HAE XH
"AE S8 HE (H42AH2




s FE AHQ S AE dd= Holole 23 EHE 49 X A (A

28 =k /// <summary>

29 v/ AR e HES =3RS I 2=

30 /// </summary>

31 E—E public void OnClickRegisterAccount()

32 L

33 L/ B2 ST InputField UIS| 441} Message LHE Z7|%}

34 ResetUI(imageID, imagePW, imageConfirmPW, imageEmail);

35 i .

36 {4 EE Zto] Hojglex §3

37 | if ( IsFieldDataEmpty(imageID, inputFieldID.text, "OFO|C[") ) return;
38 ' if ( IsFieldDataEmpty(imagePW, inputFieldPW.text, "H|ZH=") ) return;
39 ' if ( IsFieldDataEmpty(imageConfirmPW, inputFieldConfirmPW.text, "H|ZPS =iQI") )  return;
49 .| if ( IsFieldDataEmpty(imageEmail, inputFieldEmail.text, "< F4") ) return;
41 ' :

a2 || 1 g/ HIZMSe HZHS Holo| L4EO| ot o

43 =h if ( !inputFieldPW.text.Equals(inputFieldConfirmPW.text) )

44 : |

45 .| | GuideForIncorrectlyEnteredData(imageConfirmPW, "H|Z#HS 7t AX|SIX| ALt ");

46 .| | return;

vy L 3

48 i

49 Voo /7 oY EA A

50 B! . if ( !inputFieldEmail.text.Contains("@") )

51 I

52 1 ' GuideForIncorrectlyEnteredData(imageEmail, "2 FA{0| ZXE|ASLICE (ex. address@xx.xx)");
53 . | return;

54 N

ss |

56 o/ AR A8 HEL de3E HiEEst

57 btnRegisterAccount.interactable = false;

58 ' | SetMessage("AId dHSZYLICE.™);

59 P

60 Lo/ FIB MH OAE M8 AR

61 : © CustomSignUp();

62 L}
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64 /// <summary>

65 /1] A8 48 Al & MHEFEH HERE messagesS 7= 2% Xg|

66 ‘ /// </summary>

67 = private void CustomSignUp()

68 L

69 =B 5 Backend.BMember.CustomSignUp(inputFieldID.text, inputFieldPW.text, callback =>
70 : B

71 L AR M HE ASER 435

72 : f E btnRegisterAccount.interactable = true;

73 L
74 AR MY M
75 : . if ( callback.IsSuccess() )

76 T |

77 011 // E-mail ®E YOOE

78 =k f : : Backend.BMember.UpdateCustomEmail (inputFieldEmail.text, callback =>
79 T I |
80 =k E o . if ( callback.IsSuccess() )

81 S

82 5 .1+ 1 1 SetMessage($"AE ¥ E&. {inputFieldID.text}s ESELICE.");
83 R

84 I S )

85 e

86 C i AE MY AT

87 2 elseg SI%

115 )

116 : }

117 }

[1]-

m
L

(88}




86
87
88
89
90
Sl
92
93
94
95
96
97
98
99
100
101
102
1e3
104
185
106
107
168
109
110
111
112
43
114

1]
LY

1]
L

/1 A

string message = string.Empty;

switch ( int.Parse(callback.GetStatusCode()) )

{
| case 409: // B5E customld 7} EMOE BF
t message = "0|0| EX|5t= OFO|C|L|CE. ";
: f break;
i ! case 403: // AtCHES ClHIO|AY AP
: ; message = callback.GetMessage();
o break;
1 case 401: // Z=2HE ME{Jt 'HA'Y BF
. 1 case 400: // C|HIO|A FHIb null¥ 4%
: f default:
: : message = callback.GetMessage();
o break;
]
. if ( message.Contains("OfO[C[") )
B |
i . GuideForIncorrectlyEnteredData(imageID, message);
)
; else
o
: ] SetMessage(message);
)
}
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- C# Script 48 =

Fusing UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.Events;

| using TMPro;

{
l [System.Serializable]

// Text UIE SEI}S Il 25110 42 OjAL
[SerializeField]
private OnClickEvent onClickEvent;

// MAO| HHY 1, HAZF £l= TextMeshProGUI
private TextMeshProUGUI text;

private class OnClickEvent : UnityEvent { }

on

=
==

al
=x

NP
1O

£ “UlTextInteraction"@ 2 H

%;

Epublic class UITextInteraction : MonoBehaviour, IPointerEnterHandler, IPointerExitHandler, IPointerClickHandler



m Text Ul 2582 Mool 23 EE 449 S &g A

18 JB@! private void Awake()

19 |

20 5 . text = GetComponent<TextMeshProUGUI>();

21 L}

22 [

23 = public void OnPointerEnter(PointerEventData eventData)
24 O

25 ‘ . text.fontStyle = FontStyles.Bold;

26 f }

27 [

28 =R public void OnPointerExit(PointerEventData eventData)
29 B

30 f . text.fontStyle = FontStyles.Normal;

31 T

32 |

33 = public void OnPointerClick(PointerEventData eventData)
34 -

35 f : onClickEvent?.Invoke();

36 S}

37 [
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o C# Script Y £ 238 EQ| 0|F2 "FindID'2 ¥

Fusing UnityEngine;
using UnityEngine.UI;
using TMPro;

| using BackEnd;

Epublic class FindID : LoginBase
{
! [SerializeField]
private Image
[SerializeField]
private TMP_InputField

[SerializeField]
private Button

imageEmail; // E-mail

inputFieldEmail; // E-mail

btnFindID; // "Ot0|C]

b
N
£
rim
o
tot
1
0
oS
olr
e
M
N
olr



16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38

=f

1]
3]

AY =X 2l
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public void OnClickFindID()

{

// O+ 2 @2t InputField UIQ| A1} Message LHE X735}
ResetUI(imageEmail);

// ZBE Zio] HIO{A=X] NA

if ( IsFieldDataEmpty(imageEmail, inputFieldEmail.text, "Of¥ F4") ) return;
// oY S HAb

if ( !inputFieldEmail.text.Contains("@") )

{

. GuideForIncorrectlyEnteredData(imageEmail, "0 ¥ HA0| EEE[JUSLICH (ex. address@xx.xx)™");
3 return;

¥

// "oto|C] &T7|* HEC| 4SAE H|lEde}t

btnFindID.interactable = false;
SetMessage("0I Y ESSRLICEH");

// & MY opojC] &7 Al
FindCustomID();
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39 B: /// <summary>

40 v /// orole] 71 fls Ol 2E Al & MHERH HERE messages 7|BICE 2% X g
41 : /// </summary>

42 Q@ private void FindCustomID()

43 B

44 C 1 // otolf] HEE o|ndE S

45 =k : Backend.BMember.FindCustomID(inputFieldEmail.text, callback =>
46 B

47 : : /0 moroln] ATl Hi = Mo A2 ol

48 btnFindID.interactable = true;

49 I

50 o/ oY 2 83

51 Q= ¢ if ( callback.IsSuccess() )

52 T R ¢

53 .1 1 i SetMessage($"{inputFieldEmail.text} TAE HYUS ASSASLICE");
54 : G

ss B[ ¢ i i/ oY @S Ay
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string message = string.Empty;

switch ( int.Parse(callback.GetStatusCode()) )

{

. case 404: // oY O|ojYe| AO|HV} Qe EF
message = "olY O|HYUZS ALES= ALEAZE iU CH.";
break;

case 429: // 24A|7t O|LHO 53] O]y Z O|H|Y FEZ Ot0|C|/H| YD HT|E Aot 4%
message = "24A|7t O[LHO|| 52| O|4 OO|C|/H|Y M Z7|E A|EZSLICH";
break;
default:

// statusCode : 400 => ZE=XE HO| S4FAJt F7E 2% (2L oY oO/2E 9 oz 2d)
message = callback.GetMessage();

: break;

}

if ( message.Contains("O|O¥") )

{

. GuideForIncorrectlyEnteredData(imageEmail, message);

}

else

{

: SetMessage(message);

¥
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Fusing UnityEngine;

using UnityEngine.UI;

using TMPro;
using BackEnd;

Epublic class FindPW : LoginBase
{
] [SerializeField]
: private Image imagelD;
5 [SerializeField]
: private TMP_InputField inputFieldID;
. [SerializeField]
] private Image imageEmail;
s [SerializeField]
g private TMP_InputField inputFieldEmail;
‘ [SerializeField]
private Button btnFindPW;

// ID HE Mi ©ZH
// ID WL HAE XY F=
// E-mail ZC AAF B A

// E-mail HE HAE JH ==

/7 THIHS Rt HE (MTRE 7}

7t
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20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43

of

n T2 AMBE A5 B[EHS V| Hosts A3 EE 49 A A AS

FI

public void OnClickFindPW()

{

// D72 @249t InputField UIS| A1} Message LHE Z7|3}
ResetUI(imageID, imageEmail);

// 2E Z}0| H|O{JA=X| XA
if ( IsFieldDataEmpty(imageID, inputFieldID.text, "OfO[C|") ) return;
if ( IsFieldDataEmpty(imageEmail, inputFieldEmail.text, "HIZ +4") ) return;

/7 B SA AHA
if ( !inputFieldEmail.text.Contains("@") )
{

GuideForIncorrectlyEnteredData(imageEmail, "O|¥ 20| EXREUSLICH (ex. address@xx.xx)™);
return;

¥
[/ "H|E e X7je B0 Noi2 Hiztdol
btnFindPW.interactable = false;

b= 2= Ol

SetMessage("0Y EEZRLICE.");

// & MY HZEHS 7| Al
FindCustomPW();
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/// <summary>

/// BIZ2HSE 2|A5t7] 25 O|HY EE Al & MHEREH TEEE messageS 7|HICE =% X2
/// </summary>

private void FindCustomPW()

{

// ElHlE HEHS FEE O|HYUZE EE
Backend.BMember.ResetPassword(inputFieldID.text, inputFieldEmail.text, callback =>
{
/) CHIZHS Rt HE MDA 243
btnFindPW.interactable = true;

o

 3fF( callback.IsSuccess() )
Ao

/ D.”OI HF }\'1_8

| SetMessage($"{inputFieldEmail.text} TAEZ OYS LESIZSLICE.");
1

// HlE EE 204

; elseL_J S
});
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string message = string.Empty;

switch ( int.Parse(callback.GetStatusCode()) )

{

. case 404: // oY O|O|Ye| AO|07} Qe BF
message = "oiE O|O|YS ArEdt= AREAML Qi LICH.";
break;

case 429: // 24A|Zt O|LHO]| 52| O|4 Z2 O|ojY HE=Z OpO|C|/H|RZ RIS ALt 8%
message = "24A|7t O|LHO| 52| O|4 ORO|C|/H|Z ¥ FI|E Al=HSLICH";
break;
default:

// statusCode : 400 => Z2HE HO| S+EA7F F7tE 4% (W oY ojgs 9l oz 24d)
message = callback.GetMessage();

: break;

}

if ( message.Contains("O[O{ ™) )

{

. GuideForIncorrectlyEnteredData(imageEmail, message);

}

else

{

: SetMessage(message);

¥
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-1 File - New Scene

New Scene Ctrl+N
Scene Templates in Project =
Open Scene ; :

Open Recent Scene a
Save Ctrl+S ", ‘.
Save As... Ctrl+Shift+S
Save As Scene Template... . m— : g
Empty Basic 2D (Built-in) Basic 3D (Built-in)

New Project...
Open Project... Basic 2D (Built-in)
Save Project
Build Settings... Ctrl+Shift+B

: Description
Build And Run Ctrl+B Contains an orthographic camera setup for 2D

games. Works with built-in renderer.

Exit

To begin using a template, create a template from an existing scene in your project.
Click to see Scene template documentation,

Load additively Create  Cancel
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~ File - Save
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New Scene Ctrl+N

“«© acken ase > + > Scen

Open Scene Ctrl+O BackendBase Assets Scenes

Open Recent Scene T~

Save Ctrl+S @ 9FE (Youud N

Save As... Ctrl+Shift+S

Save As Scene Template...

#02 Current Wo 2 ;
&J Login.unity

#1000 Backend @ T

New Project... Unity Backend [/
Open Project... Unity Backend [/

Save Project

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B

Exit
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m SceneNames SHAHO|| Lobby 7t

- Utils Script =&

1 using UnityEngine.SceneManagement;

2

3 l public enum SceneNames { Logo=0, Login, Lobby, }

4

5 Epublic static class Utils

6 {

7 of public static string GetActiveScene()|...

11 '

12 ! public static void LoadScene(string sceneName="")|. ..
23 E

p: [+ public static void LoadScene(SceneNames sceneName)|. ..
29 }
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5 Login Script =&

21 [«:E [/// <summary> "2 101" HES =S I S5

24 @ public void OnClickLogin())...|

43 i

44 [T: [/// <summary> =191 Al & MH=ZFEH HETE messageS 7|HICE 25 A2
47 =F private void ResponseTolLogin(string ID, string PW)
48 ¢

49 L /7 MHo 2791 7

50 =1 ‘ Backend.BMember.CustomLogin(ID, PW, callback =>
51 ¢ U

52 . StopCoroutine(nameof(LoginProcess));

53 o

54 [ & 4 2O9 4SS

55 @ | | if ( callback.IsSuccess() )

56 A

57 .1 1 | SetMessage($"{inputFieldID.text}d BHHBIL|CE. ");
23 | EEE

59 {4+ 1 1// Lobby MOZ O|F

60 | Utils.LoadScene(SceneNames.Lobby);

61 e

62 [0 0 /7 239 Maj

63 .  : elsel.]

96 ()

o7 [I 1}

98 [

99 #:  private IEnumerator LoginPr‘ocess()E]

) }
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1]

[1]
LT

7]
L

[/// <summary> A8 MO HES =72 I SF

public void OnClickRegisterAccount()|.. .

/// <summary>

1 AE B8 ANE & NHE2EEH MR messages 7|2 Z2Z KZ|

/// </summary>

private void CustomSignUp()

{

] Backend.BMember.CustomSignUp(inputFieldID.text, inputFieldPW.text, callback =>
{
v/ A A8 BE dRNE 289

btnRegisterAccount.interactable = true;

/1 A8 88 5

if ( callback.IsSuccess() )
{
L // E-mail BE YHO|E

Backend.BMember.UpdateCustomEmail (inputFieldEmail.text, callback =>
{
' if ( callback.IsSuccess() )
{

SetMessage($"AlE ME M-I . {inputFieldID.text}d =tEgL|Ct.");

// Lobby HCZ O|F
Utils.LoadScene(SceneNames.Lobby);

1K
/] A

else. . |

4

>
>

H

0
0

fux
=t—_,-__t

:});
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o C# Script dd & 23 EEQ| 0| 5= "UserInfo'Z #E

Fusing UnityEngine;
using BackEnd;
using LitJson;

Epublic class UserInfo : MonoBehaviour
|
‘ [System.Serializable]

public class UserInfoEvent : UnityEngine.Events.UnityEvent { }
public UserInfoEvent onUserInfoEvent = new UserInfoEvent();

private static UserInfoData data = new UserInfoData();
public static UserInfoData Data => data;
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public void GetUserInfoFromBackend()

/BN =000t ALZX} HE =2|97)
// https://developer.thebackend.io/unity3d/guide/bmember/userInfo/
Backend.BMember.GetUserInfo(callback =>

{

L/ BE 2827 85

if ( callback.IsSuccess() ).. |
// BE =2{27| i

else

:

// 7N BEE 7| SH=E 273

: L // Tip. Yoz @ Iatol AEHE CiH|s| 7| =Xl HE
1 | data.Reset();

| |  Debug.LogError(callback.GetMessage());

Uy
2

o7 @Il Of EHAM ALE

}
/] 75 EE 22{27|0] §&5S I onUserInfoEventl] S=%|0 U= OHIE O|AE ©=

onUserInfoEvent?.Invoke();

1F
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// BE 827 85
if ( callback.IsSuccess() )

{

// 3sON HIO|E mA 8=&

try

{

i JsonData json = callback.GetReturnValuetoJSON()["row"];
data.gamerId = json["gamerId"].ToString();
data.countryCode = json["countryCode"]?.ToString();
data.nickname = json["nickname"]?.ToString();
data.inDate = json["inDate"].ToString();
data.emailForFindPassword = json["emailForFindPassword"]?.ToString();
data.subscriptionType = json["subscriptionType"].ToString();

: data.federationId = json["federationId"]?.ToString();

}

// 3ISON OIO|E mtd 2oy
catch ( System.Exception e )

‘1[ // 7N BEE 7= dEH=E 237
E data.Reset();

. // try-catch 03] =

f Debug.LogError(e);

}
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60 Fpublic class UserInfoData

61 {

62 public string gamerld; // 7X2| gamerID

63 . public string countryCode; J/ =ZIEE. 27 QISHOH pull
64 ' public string nickname; // SHl. 27 QO null

65 | public string inDate; // X2 inDate

66 public string emailForFindPassword; // O|H|YF4A. HF OO M pyll
67 © public string subscriptionType; // Z1AE, H 0| EiY

68 . public string federationId; // 7=, ME, HO|AS HEHO|M 1p. AHAE AEZ null
69 :

70 = public void Reset()

71 I

72 . gamerId = "Offline";

7 : countryCode = "Unknown";

74 nickname = "Noname";

75 .| inDate = string.Empty;

76 emailForFindPassword = string.Empty;

77 . subscriptionType = string.Empty;

78 . federationId = string.Empty;

79 .}

80 B!




W oo NOYUTL S LN

[ S SO SO S
i p WN RO

Fusing UnityEngine;
Lusing TMPro;

Epublic class TopPanelViewer : MonoBehaviour

{
‘ [SerializeField]
private TextMeshProUGUI textNickname;
=k public void UpdateNickname()
-
: . // SUIR0] ZPOH gamer_idS =ZHotd, HUAO0| ALH HU Y =
f E textNickname.text = UserInfo.Data.nickname == null ?
: / UserInfo.Data.gamerId : UserInfo.Data.nickname;
P}
}
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using UnityEngine;

Epublic class LobbyScenario : MonoBehaviour
{
: [SerializeField]

private UserInfo user;

= private void Awake()
{
. user.GetUserInfoFromBackend();

}
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m PopupUpdateProfiled] Z23st= Ul EE KOst A3 EHE 49 3 2Hd
- C# Script 84 = A3 E EQ| 0|&2 "PopupUpdateProfileViewer'2 HZ4

Fusing UnityEngine;
Lusing TMPro;

Epublic class PopupUpdateProfileViewer : MonoBehaviour

{
: [SerializeField]
private TextMeshProUGUI textNickname;
[SerializeField]
private TextMeshProUGUI textGamerID;
= public void UpdateNickname()
{
; HUlY0| ZPCH gamer_idE =Zotd, HU Q0| RSB HU Y ==
. textNickname.text = UserInfo.Data.nickname == null ?
: UserInfo.Data.gamerId : UserInfo.Data.nickname;
' . // gamer_id =%
f f textGamerID.text = UserInfo.Data.gamerId;
L
}
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I
o C# Script 48 & &

i1 Fusing UnityEngine;

2 using UnityEngine.UI;

3 using TMPro;

4 using BackEnd;

: L

6 Epublic class Nickname : LoginBase

7 {

8 [System.Serializable]

9 : public class NicknameEvent : UnityEngine.Events.UnityEvent { }

10 public NicknameEvent onNicknameEvent = new NicknameEvent();

11 :

12 [SerializeField]

13 . private Image imageNickname; // 9S4 ZC MM BHE

14 [SerializeField]

15 . private TMP_InputField inputFieldNickname; // SHU|® ZLC HAE JH ==
16 5

17 [SerializeField]

18 ' private Button btnUpdateNickname; // "SHUl® 28" HE (4288 ts/2715)
19 ‘



o 7|2 3& il

s FIE AHQ S HHY@s BHEole 23HE 49 X S (AF

20 =k private void OnEnable()

21 1

22 v/ HUlY HE0 Zalisl ol2] HAIXIE == SEfOAM

23 L /7 HUY BE HEES =HACKE € 5+ A7 GE HEE =73
24 ResetUI(imageNickname);

25 . SetMessage("HUIYUS YUHIMR");

26 L

27 [

28 oF public void OnClickUpdateNickname()

29 g

30 L // TIHESZ2 2Pt InputField UIO| A1} Message LIS 7|3}
31 : ResetUI(imageNickname);

32 Lo

33 .1 // HE 20| HIO|EX N3

34 ; : if ( IsFieldDataEmpty(imageNickname, inputFieldNickname.text, "Nickname") ) return;
35 ;

36 L/ "HHY HEe BEO| ASEE HEAS

37 f 5 btnUpdateNickname.interactable = false;

38 || SetMessage("HUIY HAZAULICL..");

39 L

40 L/ FIE AH HHIY BE Al

41 1 . UpdateNickname();

42 O}

a3 ||




o 7|2 3& il

s TE AMHL B35 HUl)E HEdle 23HE dd 2 AHd AS
44 |J|E: private void UpdateNickname()
45 o
46 v /7 |9HE 28
47 = Backend.BMember.UpdateNickname(inputFieldNickname.text, callback =>
48 Oy
49 C 8 mHUY BF BEQ MASEE )
50 : ‘ E btnUpdateNickname.interactable = true;
51 L
52 L/ HdY EE 4F
53 =k : . if ( callback.IsSuccess() )
54 R
55 .. | | SetMessage($"{inputFieldNickname.text}(2)Z HUIYO| M= ASLICE.");
56 ! l
57 L0/ HUY B0 S5 S O onNicknameEventO] SEE0f U= OHIE HAC =
58 : ‘ f E onNicknameEvent?.Invoke();
59 K A }
60 : A Hg $1E Zuf
61 fm: | else(_l sixt
80 ¢ 3
g1 f[:
82 }




s FIE AHQ S HHY@s BHEole 23HE 49 X S (AF

60 L/ HdY BE Aol

61 = | | else

62 s

63 . string message = string.Empty;

64 N

65 =k switch ( int.Parse(callback.GetStatusCode()) )

66 S

67 L 1 11 case4ee: // 4l YUY =2 string.Empty, 20AF O|40| U4, Y /T 0| SO Y= FHL
68 e message = "SHU|IYO| BIOIRJAALL | 20X} O]y O|AL} | °’/T|01l SHO| AFLICH";
69 break;

70 C «  case 409: // 0|01 BEE 4UYQo| Y= ELR

71 e message = "0|0] EX5t= HU AYLICEH.";

72 break;

73 © 1 1 1 1 default:

74 i ; message = callback.GetMessage();

75 break;

76 A

77 B ¢ 0

78 ' GuideForIncorrectlyEnteredData(imageNickname, message);

79 ! : § }
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