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2DGame_FlightShooting
C:\Users\night\Desktop\2DGame_FlightShooting
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C:\Users\night\Desktop\2DGameDev_FlightShooting_Part04
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C:\Users\night\Desktop\3DBasicTest
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C:\Users\night\Desktop\3DGameBasic02
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ProjectA
C:\Users\night\Desktop\ProjectA

AssetDownload
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ProjectCNU
C:\Users\night\Desktop\ProjectCNU
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This is an empty project configured for 2D apps.
It uses Unity's built-in renderer.
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v Low Resolution Aspect Ratios
VSync (Game view only)
Free Aspect
16:9 Aspect
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Label : 1440x2960
Type : Fixed Resolution(ZCHZ})
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RO e, O, All Models
" ammeEE S O, All Prefabs
Server Settings
Client App ID 7€239e40-9217-11ed-9d10-4b6c01 E:SFS:I:;
Signature Key 7e239e41-9217-11ed-9d10-4b6c01: Be Scenes
Function Auth Key e SFX
Package Name com.DefaultCompany.2DProject i Textures
s All Platform = i ERE RN

Im Logos
Send Log Report v B Plugins
Rate Count Active m Resources
Time Out Sec ® 100 Im Toolkit

Bm Packages

SDK version
Version 9:8.2
Error Handling Assets/TheBackend/Resources/ 0fl 2! = TheBackendSettings It 0| A{
Auto Refresh Token

Retry When Client Ret v
Retry When Server Ern v
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Fusing UnityEngine;

| using BackEnd; J/ 52 sbk
Epublic class BackendManager : MonoBehaviour
{
E: private void Awake()
o q
L /] B MY 27|39t
: BackendSetup();
| }
E private void BackendSetup()
o q
T S e Al e
var bro = Backend.Initialize(true);
L/ FE X715 st SEEE
B! . if ( bro.IsSuccess() )
o q
: v /] 2718F 83 Al statusCode 204 Success
: | Debug.lLog($"Z=7|=t 5 : {bro}");
LI S,
= . else
g N
i+ /7 =718k 41 Al statusCode 4eeCh 02 T
. i | Debug.LogError($"Xx7|2t 21 : {bro}");
BRI
YR
}
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m Backend Class

25 Enamespace BackEnd 61 E E public static BCoupon Coupon;

26 { 62 i 5

27 = public static class Backend 63 ; f public static BProbability Probability;
28 P 64 -

29 ! ; public delegate void InitializeCallBack(); 65 5 : public static BChart Chart;

30 I 66 L

31 ; ! public delegate void BackendCallback(BackendReturnObject bro); 67 ;  public static UnionRank URank;

32 Lo 68 P

33 i f public delegate void TempNoticeCallback(string noticeStr); 69 f 5 public static BSocial Social;

34 A 70 T

35 B! ; [CompilerGenerated] 71 : : public static BGuild Guild;

36 f ; private static string _@023Ngb = string.Empty; 72 f :

37 [ 73 ¢« 1 public static BMessage Message;

38 B ' [CompilerGenerated] 74 : 5

39 ' f private static string _00230gb = string.Empty; 75 5 f public static BFriend Friend;

g0 [ 76 A

41 =8 i [CompilerGenerated] 77 : : public static BReceipt Receipt;

42 : : private static string _00233Sb = string.Empty; 78 f :

43 [ 79 ! | public static BTbc TBC;

44 @' | [CompilerGenerated] 80 Coo

45 E i private static bool _@023f = false; 81 ; E public static BFunction BFunc;

46 4 82 e

47 : f public static BackendUtils Utils; 83 : : public static BLog GamelLog;

48 Lo 84 L

49 E . public static BackendMember BMember; 85 E ' public static BUpgradePost UPost;

50 b 86 P

51 : E public static BGameData GameData; 87 : f public static BRandomInfo RandomInfo;
52 D 88 L

53 f E public static BNotice Notice; 89 : : public static BaseErrorHandler ErrorHandler;
54 g % .

55 E | public static BPolicy Policy; 91 ] . public static BRateCounter RateCounter;
56 Lo 92 Lo

57 i f public static BEvent Event; 93 i 5 public static iOSInstance iOS;

58 ; i 94 : ;

59 3 5 public static BQuestion Question; 95 5 5 public static AndroidInstance Android;
60 L : 96
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[10:34:57] TheBackend dll v5.9.2
UnityEngine.Debug:Log (object)

[10:35:02] Server setting success

UnityEngine.Debug:Log (object) AL AMS ) M Hao MDstH
[10:35:02] 7|3} 435 : statusCode : 204

message : Success “X7|8} 43J : statusCode : 204" £
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4} Noto Sans Korean - Google For X +

(= C & fontsgoogle.com/noto/specimen/Noto+Sans+KR B 2 % 0O ¢ B » N

B Google Fonts Knowledge

Noto Fonts > Noto Sans Korean

Noto Sans Korean SRR T

Noto is a global font collection for writing
in all modern and ancient languages. Noto
Sans KR is an unmodulated (“sans serif”)
design for the Korean language using
Hangul and the Korean Hanja scripts. It
also supports Hiragana, Katakana, Latin,
Cyrillic and Greek. It has 65,535 glyphs.

Select preview text:
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Font Settings
Source Font File
Sampling Point Size
Padding 5

Packing Method Fast v
Atlas Resolution 2048 v 2048 v
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Fusing System.Collections;
using UnityEngine;

using UnityEngine.UI;
using UnityEngine.Events;
using TMPro;

-

Fpublic class Progress : MonoBehaviour

{

: [SerializeField]
private Slider sliderProgress;
[SerializeField]
private TextMeshProUGUI textProgressData;
[SerializeField]
private float progressTime;

// =Y HE XA



éﬁ public void Play(UnityAction action=null)

g 2= XNolotl= 23 8E 49 X G (AF)

{
. StartCoroutine(OnProgress(action));
b }
o private IEnumerator OnProgress(UnityAction action)
{
5 float current = ©;
: float percent = 0;
= ' while ( percent < 1)
I
. 1 i current += Time.deltaTime;
: f percent = current / progressTime;
// Text B2 A%
‘ : textProgressData.text = $"Now Loading... {sliderProgress.value*100:Fe}%";
L // Slider 2t 27
5 ‘ sliderProgress.value = Mathf.Lerp(@, 1, percent);
| 5 i yield return null;
B
« // action©O| nullO| OFL|™H action HALE Al
: action?.Invoke();
L
}
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progress;

1 using UnityEngine;

2

3 Epublic class LogoScenario : MonoBehaviour
4 {

: ! [SerializeField]

6 private Progress

7 .

8 of private void Awake()
: o

10 E . SystemSetup();
11 )

12 [
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private void SystemSetup()

{

L /) BESER] B2 HJEIOIME A R0| AL FA

E Application.runInBackground = true;

 // SINE HF (9:18.5, 1440x2960

' int width = Screen.width;

int height = (int)(Screen.width * 18.5f / 9);
5 Screen.SetResolution(width, height, true);

. // SHHO| AKX REE HF

f Screen.sleepTimeout = SleepTimeout.NeverSleep;
/1 2F OofLT|O| A AlE, TjM 2tE Al onAfterProgress() O|AE
: progress.Play(OnAfterProgress);

I

private void OnAfterProgress()

{

}
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