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] Epublic static class Constants

2 {

3 ' public static readonly string USER_DATA_TABLE = "USER_DATA";

4 public static readonly string DAILY RANK UUID = "e795f580-04f4-1lee-958d-ad4ae@c79832";
5 | public static readonly int MAX_RANK_LIST = 20;

6



4
O

n /HE AE FEQ Ul 252 HMOSts A3 EE <

o
o C# Script 48 £ 23 EHEQ| 0| FF "DailyRankData"2 H

1 Fusing UnityEngine;

2 using TMPro;

; |

4 Epublic class DailyRankData : MonoBehaviour
5 {

6 : [SerializeField]

7 private TextMeshProUGUI textRank;

8 [SerializeField]

9 private TextMeshProUGUI textNickName;
10 [SerializeField]

11 private TextMeshProUGUI textScore;

12

13 private int rank;

14 private string nickname;

15 private int score;

16
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17 [ public int Rank

18 q

19 = set

20 O

21 J=: | if ( value <= Constants.MAX_RANK_LIST )
22 e

23 . . 1 rank value;

24 textRank.text = rank.ToString();
25 : ; .
26 : + else
27 S
28 Z | textRank.text = "&%0| Si3";
29 )

o |[1 1 3

31 : 5 get => rank;

32 3

33

(1]
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string Nickname

nickname = value;
textNickName.text = nickname;

=> nickname;

int Score

score = value;
textScore.text = score.ToString();
=> score;
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Fusing System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using BackEnd;

Epublic class DailyRankLoader : MonoBehaviour

{

I [SerializeField]
private GameObject rankDataPrefab;
[SerializeField]
private Scrollbar scrollbar;
[SerializeField]
private Transform rankDataParent;
[SerializeField]
private DailyRankData myRankData;

private List<DailyRankData> rankDatalList;

//

//

//

//

O
E 44 5 &g

AWZ BE =83 9o ur Z2|E =

scrollBar?| value 2% (2d=tg I 197 HO|EF)
ScrollView®| Content REHNE

| A7 HES sste ur AYREHE
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rivate void Awake()

rankDatalList = new List<DailyRankData>();

// 1~ 209 W EEHE 9Tt v LEXE M4
for (ant 1= 9; 3

{

5 GameObject clone =

}

private void OnEnable()

{

// 191 #Z0| HO|E= scroll 4f 273
scrollbar.value = 1;

// 1~ 20912 T BE =227
GetRankList();

[/ Ul 2E BE =227
GetMyRank();

1 < Constants.MAX_RANK_LIST; ++ i )

Instantiate(rankDataPrefab, rankDataParent);
rankDatalList.Add(clone.GetComponent<DailyRankData>());
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== backend method ==
Backend.URank.User.GetRankList(string rankUuid, int limit=10 int offset=0);

private void GetRankList()
{

// 1~ 209 217 B £2{97]  rankUuid ¥ HIO| S0 = RX 2| offset ~ offset + limit =% BZ BE S S22t

Backend.URank.User.GetRankList(Constants.DAILY_RANK_UUID, Constants.MAX_RANK_LIST, callback =>
{
' if (callback.IsSuccess())

{ I S Tip. limit I7HH =0l = 1~1007HX] Xt Y& 75
// 3soN OIO|H md HF

try
{

Debug.Log($"&Z 2|0 d3MSLICE : {callback}");
LitJson.JsonData rankDatalson = callback.FlattenRows();

// BHOtZ O|O|E Q| 77t oO|H G|O|H/} Gle= A
if (rankDataJson.Count <= ©)

{
. // 1 ~ 20%917HX| HO|HE %l GIO|HZE &7

for (int 1 = @; i < Constants.MAX_RANK_LIST; ++i)
{
} SetRankData(rankDatalList[i], i + 1, "-", ©);
¥

Debug.LogWarning("OlO|E 7} &RSHA| RESLICH.");
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int rankerCount = rankDatalson.Count;

// Y BEE Bajo FE 4 UEE 4T
for (int i = ©; i < rankerCount; ++i)

t
1 rankDatalList[i].Rank
rankDatalist[i].Score

int.Parse(rankDataJson[i]["rank"].ToString());
int.Parse(rankDataJson[i]["score"].ToString());

// HUYE UEZ SEK YL RHE ENE + 7| 2o
// SHEO0| EXSHA] He FA= HUHEY il gamerIdE =5
rankDatalList[i].Nickname = rankDataJson[i].ContainsKey("nickname") == true ?
f rankDatalson[i]["nickname"]?.ToString() : UserInfo.Data.gamerId;
¥
// 2t limitCountOf] 2EE =XtECI x| #H0| S5 <A/t HOH LIOX|= Hl gfes 27
for (int i = rankerCount; i < Constants.MAX_RANK_LIST; ++i)
{
: SetRankData(rankDatalList[i], i + 1, "-", ©);
}
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// JISON H|O|E mbA 2|
catch (System.Exception e)

{
. // try-catch O|g| =3
: Debug.LogError(e);
1
¥
else
{
. /] 1 ~ 20907tA| OO|HE ¥l HO|HZE 27
for (int 1 = @; i < Constants.MAX_RANK_LIST; ++i)
f SetRankData(rankDatalList[i], 1 + 1, "-", ©);
]
Debug.LogError($"WZ X3 & F/I BHMSLICE : {callback}");
}

})s
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private void GetMyRank()
{
v/ U HE BE =827

Backend.URank.User.GetMyRank(Constants.DAILY_RANK_UUID, callback =>
{
L/ HUIY0] 22H gamerId, HUIO| ACH nickname AL
string nickname = UserInfo.Data.nickname == null ? UserInfo.Data.gamerId :

if ( callback.IsSuccess() )
{
i // 3IsoN HIO|H T 8&
try
{

i LitJson.JsonData rankDataJson = callback.FlattenRows();
// &OR2 OO|H 2| 7i==7} eO|F OIO|H/I Gi= A

if ( rankDatalson.Count <= @ )

{

/1 (&S00 g8, LY, o]l 20| &
SetRankData(myRankData, 1000000000, nickname, ©);

Debug.LogWarning("OlO|E{7} EX4SEA| LT ");

s (A5)

UserInfo.Data.nickname;
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s 22 A0 M- AHYS 2 23 HE 49 8 Ad (AS
131 = .01 else
132 S
133 : myRankData.Rank = int.Parse(rankDataJson[@]["rank"].ToString());
134 . myRankData.Score = int.Parse(rankDataJson[@]["score"].ToString());
135 . : : : : :
136 [0 0 0 i/ HUYS HEE SNSK Y2 SNE ENT £ UI| 02|
137 f|E b b HHY0l AR ¥= S YUY ChAl gamerIdE 53
138 : myRankData.Nickname = rankDatalson[@].ContainsKey("nickname") == true ?
139 rankDataJson[@]["nickname"]?.ToString() : UserInfo.Data.gamerId;
140 I
141 Q[
142 L0 // RHAO| M FME gson HIOJE| mAlO] Amjgis
143 : catch ( System.Exception e )
144 S S
145 | Lo el i, ndulgr, e1dt 20| =¥
146 : SetRankData(myRankData, 1000000000, nickname, ©);
147 LI
148 . 1 // try-catch 02| £
149 . | | Debug.LogError(e);
150 A
1s1 Q[ ¢ i}
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152 = .1 else

153 ‘ ; |

154 : Lo/ ARIe " BE GO EXiHA] B M

155 oF f : ; if ( callback.GetMessage().Contains("userRank™) )

156 e

157 b ) [resio gise, vHuel, el Zo| =5

158 ‘ 5 ‘ : ; SetRankData(myRankData, 1000000000, nickname, 0);
159 AR R

160 Ly

161 Lo 1

162 iy

163
164 =F private void SetRankData(DailyRankData rankData, int rank, string nickname, int score)
165 I {

166 ‘ . rankData.Rank

167 : : rankData.Nickname
168 : E rankData.Score
169 .}

170 }

rank;
nickname;
score;
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