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private void Awake()[...]

public void Setup(string guildName, bool isMaster=false, bool isOtherGuild:false)[::

public void Activate(GuildMemberData member)|.. .|

public void Deactivate(GameObject member)|.. |

public void DeactivateAll()[.. ]

public void OnClickApplyGuild()|.. ]

public void SuccessWithdrawGuild()

.
}

gameObject.SetActive(false);
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m WithdrawGuildV3() HAEE 2= ZE EE|

- BackendGuildSystem Script =73

public void GetRandomGuildList()|...

public void WithdrawGuild()

{
' Backend.Guild.WithdrawGuildVv3(callback =>
{
: if ( !callback.IsSuccess() )
{
ErrorLog(callback.GetMessage(), "Guild_Failed_Log", "WithdrawGuild");
, return;
}
Debug.Log($"Z2L EEO| d3HSLITH. : {callback}");
. guildPage.SuccessWithdrawGuild();
I 1
}

public string GetGuildInfoBy(string guildNameﬂ...
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Epublic class GuildPage : MonoBehaviour
[SerializeField]
private BackendGuildSystem backendGuildSystem;
[SerializeField]
private TextMeshProUGUI textGuildName;
[SerializeField]
private Notice notice;
[SerializeField]
private GameObject executivesOption;
[SerializeField]
private TextMeshProUGUI textMemberCount:
[SerializeField]
private GameObject overlayBackground;
[SerializeField]
private GameObject popupMemberEdit;
[SerializeField]
private GameObject memberPrefab;
[SerializeField]
private Transform parentContent;
private string guildName = string.Empty;

private MemoryPool

memoryPool;

OnClickMemberEdit() A~ E 9|
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private void Awake()[..]
public void Setup(string guildName, bool isMaster=false, bool isOtherGuild:false)[::

public void Activate(GuildMemberData member)
{
. GameObject item = memoryPool.ActivatePoolItem():

)
public void Deactivate(GameObject memberﬂ::]
public void DeactivateAll()|.. ]

public void OnClickApplyGuild()[::

public void SuccessWithdrawGuild()|.. ]

public void OnClickMemberEdit()

{

overlayBackground.SetActive(true);
popupMemberEdit.SetActive(true);
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Fusing
Epublic class GuildMember : MonoBehaviour
{
: [SerializeField]
private TextMeshProUGUI textPosition;
[SerializeField]
private TextMeshProUGUI textNickname;
[SerializeField]
private TextMeshProUGUI textGoodsCount;
[SerializeField]
private TextMeshProUGUI textLastLogin;
private BackendGuildSystem backendGuildSystem;
private GuildPage guildPage;
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public void Setup(BackendGuildSystem guildSystem, GuildPage guildPage, GuildMemberData memberData)

:

}

backendGuildSystem
this.guildPage

guildSystem;
guildPage;

SetPosition(memberData.position);
SetDate(memberData.lastLogin);

memberData.nickname;
memberData.goodsCount.ToString();

textNickname.text
textGoodsCount.text

private void SetPosition(string position)|.. ]

private void SetDate(string lastLogin)|.. ]

public void OnClickMemberEdit()

:

// BE OAEZE OfLIH ZER HES = 5 GiCh
if ( !UserInfo.Data.nickname.Equals(backendGuildSystem.myGuildData.master.nickname) ) return;

// EE OkAH £010] B+ HEY = Q.

if ( UserInfo.Data.nickname.Equals(textNickname.text) ) return;

guildPage.OnClickMemberEdit();
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public void

{

GetGuildMemeberList(string guildInDate)

Backend.Guild.GetGuildMemberListV3(guildInDate, callback =>

:

try
{

if ( !callback.IsSuccess() )[::

LitJson.JsonData memberJson = callback.GetFlattenJSON()[“rows"];
if ( memberJson.Count <= @ ). .
guildPage.DeactivateAll();

foreach ( LitJson.JsonData member in memberJson )

1

. GuildMemberData guildMember = new GuildMemberData();

: guildMember.position = member["position"]1.ToString();

. guildMember.inDate = member["gamerInDate"].ToString();

. gulldMemper.nickname = member| nickname- ].loSTring();

] guildMember.goodsCount = int.Parse(member["totalGoodslAmount"].ToString());
: guildMember.lastLogin = member["lastLogin"].ToString();

. guildPage.Activate(guildMember);

}
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public void WithdrawGuild()|...

public void ExpelMember(string gamerInDate)

{
' Backend.Guild.ExpelMemberV3(gamerInDate, callback =>
{
' if ( !callback.IsSuccess() )
{
' ErrorLog(callback.GetMessage(), "Guild Failed Log", "ExpelMember");
5 return;
}
| Debug.Log($"ZL®S ZLOIM FZRUSLICH. : {callback}");
D
}

public string GetGuildInfoBy(string guildName)|. . |
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Fusing UnityEngine;
| using TMPro;

Epublic class GuildMemberEdit : MonoBehaviour

{

: [SerializeField]
private BackendGuildSystem backendGuildSystem;
[SerializeField]
private GameObject overlayBackground;
[SerializeField]
private TextMeshProUGUI textNickname;
private GuildMemberData guildMemberData;
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public void Setup(GuildMemberData memberData)
{

guildMemberData = memberData;
: textNickname.text = memberData.nickname;
}
public void OnClickExpelMember()
{
; backendGuildSystem.ExpelMember(guildMemberData.inDate);
}
public void SuccessMemberEdit()
{
. gameObject.SetActive(false);
: overlayBackground.SetActive(false);
f backendGuildSystem.GetMyGuildInfo();
}
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Fusing [:]

Epublic class BackendGuildSystem :

{

[SerializeField]

private FadeEffect_TMP
[SerializeField]

private GuildDefaultPage
[SerializeField]

private GuildCreatePage
[SerializeField]

private GuildApplicantsPage
[SerializeField]

private GuildPage
[SerializeField]

private GuildMemberEdit

public GuildData
public GuildData

cript =8

MonoBehaviour

textlLog;
guildDefaultPage;
guildCreatePage;
guildApplicantsPage;
guildPage:
guildMemberEdit;

myGuildData { private set; get; }
otherGuildData { private set; get; }

s ZER FH0| 432 I guildMemberEdit.SuccessMemberEdit() 2=

o BackendGuildSystem S

new GuildData();
new GuildData();
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public void ExpelMember(string gamerInDate)

Backend.Guild.ExpelMemberV3(gamerInDate, callback =>
{

if ( !callback.IsSuccess() )I|...

Debug.Log($"ZE RS ZEOM FLMSLICE. : {callback}");

' guildMemberEdit.SuccessMemberEdit();
})s
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Fusing

FEpublic class GuildMember : MonoBehaviour

.

[SerializeField]

private TextMeshProUGUI textPosition;
[SerializeField]

private TextMeshProUGUI textNickname;
[SerializeField]

private TextMeshProUGUI textGoodsCount;
[SerializeField]

private TextMeshProUGUI textLastLogin;

private BackendGuildSystem backendGuildSystem;
private GuildPage guildPage;
private GuildMemberData guildMemberData;
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7 GuildMember Script =& (Al%)

public void Setup(BackendGuildSystem guildSystem, GuildPage guildPage, GuildMemberData memberData)

:

}

backendGuildSystem = guildSystem;
this.guildPage = guildPage:
guildMemberData = memberData;

SetPosition(memberData.position);
SetDate(memberData.lastlLogin);

textNickname.text
textGoodsCount. text

memberData.nickname;
memberData.goodsCount.ToString();

private void SetPosition(string position)[.. ]

private void SetDate(string lastLogin)l.. ]

public void OnClickMemberEdit()

{

// 2L ORAEZE OfLE ZER HEYS & = 8iCh

if ( !UserInfo.Data.nickname.Equals(backendGuildSystem.myGuildData.master.nickname) ) return;

// 2E OiAH #0219 A= HES =+ U,

if ( UserInfo.Data.nickname.Equals(textNickname.text) ) return;

guildPage.OnClickMemberEdit(guildMemberData);



o GuildPage Script
[using [:]

Epublic class GuildPage : MonoBehaviour

{
1 [SerializeField]
private BackendGuildSystem backendGuildSystem;
[SerializeField]
private TextMeshProUGUI textGuildName; // Popup &0 =8&l= ZLC O|F Text UI
[SerializeField]
private Notice notice;
[SerializeField]
private GameObject executivesOption;
[SerializeField]
?;::i;iiZ:;(EZiZ?PPOUGUI PopupMemberEdit AU 2LEHE HHOl AEHE FEII 2 F Q57| UfZ0
private GameObject GameObjectE HAEHE EtQQl GuildMemeberEditE HZ
[SerializeField]
private GuildMemberEdit popupMemberEdit;
[SerializeField]
private GameObject memberPrefab;
‘ [SerializeField]
] private Transform parentContent;
private string guildName = string.Empty; // ZE5 O|&
: private MemoryPool memoryPool;
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- GuildPage Script =8 (A%)

private void Awake()[:]

public void Setup(string guildName, bool isMaster=false, bool isOtherGuild:False)[:]
public void Activate(GuildMemberData member)[:]

public void Deactivate(GameObject member)[:]

public void DeactivateAll()[..]

public void OnClickApplyGuild()[.. .

public void SuccessWithdrawGuild()|.. ]

public void OnClickMemberEdit(GuildMemberData memberData)

{

. overlayBackground.SetActive(true);

5 popupMemberEdit.gameObject.SetActive(true);
f popupMemberEdit.Setup(memberData);

¥
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m 5ZLC OIAHE 2 5t= NominateViceMaster() HAE 9|

- BackendGuildSystem Script =&

public void ExpelMember(string gamerInDate)|.. |

public void NominateViceMaster(string gamerInDate)

{

; Backend.Guild.NominateViceMasterV3(gamerInDate, callback =>
o

: | if ( !callback.IsSuccess() )

| {

} ' ErrorLog(callback.GetMessage(), "Guild Failed Log", "NominateViceMaster");
é : return;

f '3

Debug.Log($"5ZC OAH AHO| dZMHSLICH. : {callback}");
E , guildMemberEdit.SuccessMemberEdit();

s

}
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- GuildMemberkdit Script =3

1  @using [..]

3

4 Fpublic class GuildMemberEdit : MonoBehaviour

5 {

6 1 [SerializeField]

7 private BackendGuildSystem backendGuildSystem;
8 [SerializeField]

9 : private GameObject overlayBackground;
10 [SerializeField]

13  private TextMeshProUGUI textNickname;

12 :

13 : private GuildMemberData guildMemberData;

14 f

15 @ public void Setup(GuildMemberData member‘Data)E}
20 ,

21 @  public void OnClickExpelMember()|.. .|

25 :

26 E public void OnClickNominateViceMaster()

27 .

28 backendGuildSystem.NominateViceMaster(guildMemberData.inDate);
29 |2

30 E

31 [~|~_‘ public void SuccessMemberEdit()[.. .|

38 }
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- BackendGuildSystem Script =&

439 [ public void NominateViceMaster(string gamer‘InDate)[:]
455 '
456 oF public void ReleaseViceMaster(string gamerInDate)

457 ¥

458 =k Backend.Guild.ReleaseViceMasterV3(gamerInDate, callback =>

459 R

460 = . if ( !callback.IsSuccess() )

461 I

462 } E ErrorLog(callback.GetMessage(), "Guild_Failed_Log", "ReleaseViceMaster");
463 B
464 return;
465 B

466 N
467 .| Debug.Log($"5ZC OrAE SN0 H&a3MESLICEH. : {callback}");
468 N E

469 : guildMemberEdit.SuccessMemberEdit();

470 1

471 |}

472
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W oo NOYUTL S WLWN

B R R R R R RR R
W o N U D WN R ®

FEusing UnityEngine;
using TMPro;
| [ using UnityEngine.UI;

Epublic class GuildMemberEdit

‘?

[SerializeField]

$
mlo
ot
I1h
Ot
rir

OnClickReleaseViceMaster() 82|

: MonoBehaviour

private BackendGuildSystem backendGuildSystem;

[SerializeField]
private GameObject
[SerializeField]
private TextMeshProUGUI
[SerializeField]
private Button
[SerializeField]
private TextMeshProUGUI

private GuildMemberData

overlayBackground;
textNickname:
buttonViceMaster;
textViceMaster;

guildMemberData;
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20
21
22
23
24
25
26
27
28
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30
31
32
33
34
35
36
37
38
39
43
s
48
49
50
i
52
53
54
61

&

[1]
T

public void Setup(GuildMemberData memberData)

{
1 guildMemberData = memberData;
textNickname.text = memberData.nickname; Zre o|X|of HE 27§ BtE T
buttonViceMaster.onClick.RemoveAllListeners(); On/Off S = &L}.
if ( guildMemberData.position.Equals("viceMaster") )
{
| textViceMaster.text = "2 & \nolAl";
: buttonViceMaster.onClick.AddListener(OnClickReleaseViceMaster);
}
else
{
| textViceMaster.text = "Y&\n&F";
: buttonViceMaster.onClick.AddListener(OnClickNominateViceMaster);
.
1

public void OnClickExpelMember()|. . |

public void OnClickNominateViceMaster‘()E]

public void OnClickReleaseViceMaster()

F backendGuildSystem.ReleaseViceMaster(guildMemberData.inDate);
}

public void SuccessMemberEdit().. |
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ZC OAHE 2 ¥35= NominateMaster() HAE HO|

A

- BackendGuildSystem Script =&

public void ReleaseViceMaster(string gamerInDate).. |

public void NominateMaster(string gamerInDate)

{

E Backend.Guild.NominateMasterV3(gamerInDate, callback =>

o

. ! if ( !callback.IsSuccess() )

| {

f ErrorLog(callback.GetMessage(), "Guild_Failed_Log", "NominateMaster");
E : return;

5 ¥

Debug.Log($"ZL ORAEH 2|0 d3HSLICH. : {callback}");
: ] guildMemberEdit.SuccessMemberEdit();

I

}
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10
11
12
13
14
15
16
17
18
19
20
38
39
43
e
48
)
53
54
55
56
57
58
59
66

Musing [:]
Epublic class GuildMemberEdit : MonoBehaviour
{
1 [SerializeField]
private BackendGuildSystem backendGuildSystem;
[SerializeField]
private GameObject overlayBackground;
[SerializeField]
private TextMeshProUGUI textNickname;
[SerializeField]
private Button buttonViceMaster;
[SerializeField]
private TextMeshProUGUI textViceMaster;
private GuildMemberData guildMemberData;
GE} public void Setup(GuildMemberData memberData)|. . ]
@, public void OnClickExpelMember()[.. ]
®: public void OnClickNominateViceMaster()|.. ]
EE} public void OnClickReleaseViceMaster()|.. .
Q! public void OnClickNominateMaster()
o R
. backendGuildSystem.NominateMaster(guildMemberData.inDate);
i ¥
! public void SuccessMemberEdit()|. . ]
}
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