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* TIEJBIO JAHHOI'O JUIIJIOMHOI'O IIPOEKTA SIBJISIETCS PASPABOTKA WIPbI C JIMHEMHBIM CIOXETOM, B
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OINEPALIMOHHON CUCTEME WINDOWS.
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PA3BUTHA BHUMATEJIBHOCTH, JIOTMKM, BOOBPAYKEHWA 1 MBIIIJIEHW .



JIJ1 TOCTUXKEHU A TOCTABJIEHHOM LIEJIU
HEOLXOAMMO BbIHTOJIHUTD CIIEAYIOIIUE
SAJTAUN:

e MBYYEHUE NIPEAMETHOI OBJIACTU GAME DEV (PABPABOTKA UIP);

* BBIBPATH XXAHP, BUJ] U TJIATOGOPMY JIJIS1 KOMIILIOTEPHOI1 UI'PBI;

*  PA3PABOTKA KOHLEMIIUU UTPHL;

e JIPOPABOTKA JM3AIHA JIOKALMI U CIIOCOBOB PEAJIM3ALIAU TOJIB30BATEJIBCKOIO MHTEPDENCA;
° BBIBPATb U U3YUYUTDH CPEJICTBO PEAJIN3ALIUU;

e M3YUYEHUE HOBOI TEXHOJIOTMU U IIPOT'PAMMHBIX CPEJICTB;

* CIIPOEKTHUPOBATH IIPWJIOKEHUE U ITPOBECTU EI'O TECTUPOBAHUE;

. CI[EJIAT]) AHAJIM3 TPOJAEJIAHHOM PABOTEI,
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SETTINGS

@ GENERAL

Resolution
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Game Quality
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GRAPHIC CONTROLS
-

Game Volume
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Invert Vertical look ENABLED
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€ saveGameHandlerEditor.cs € DynamicObjectEditor.cs A i x € icObjectEditor.cs

C: > Users > Yimur > Desktop > € SaveObjecteditor.cs ° C: > Users > Yimur > Desktop > € SaveGameHandlerEditor.cs
1  using UnityEngine; ° 1  using System.Ling;

using UnityEditor; ° 2 using UnityEditor;
3 3
4 [CustomEditor(typeof(SaveObject)), CanEditMultipleObjects] : 4 [CustomEditor(typeof(SaveGameHandler)), CanEditMultipleObjects]
5  public class SaveObjectEditor : Editor o 5 public class SaveGameHandlerEditor : Editor
6 { 6
7 o/ 7 private SerializedProperty p_SaveloadSettings;
8 public SerializedProperty prop_saveType; * 8 private SerializedProperty p_crossScene;
9 public SerializedProperty prop_name; ° 9 private SerializedProperty p_forceSaveload;
10 public SerializedProperty prop_dynamicObject; 03 10 private SerializedProperty p_fadeControl;
11 public SerializedProperty prop_lever_hasDoor; N 11 private SerializedProperty p_saveableDataPairs ;l
12 public SerializedProperty prop_disablelLoad; Lo 12 private SerializedProperty p_run_saveableDataPairs;
13 public SerializedProperty prop_includeAttr; AP, 13 private SaveGameHandler handler;
14 b o 4 14
15 void OnEnable() § > 15 void OnEnable()
16 { 7 16 {
17 prop_saveType = serializedObject.FindProperty("saveType"); . & _ { 17 handler = target as SaveGameHandler;
18 prop_name = serializedObject.FindProperty(“uniqueName™); o e 9 A 18 p_SaveloadSettings = serializedObject.FindProperty(”SaveloadSettings");
19 prop_dynamicObject = serializedObject.FindProperty(“dynamicObject”); = 19 p_crossScene = serializedObject.FindProperty(”crossSceneSaving");
20 prop_lever_hasDoor = serializedObject.FindProperty(“hasDoor™); 20 p_forceSaveload = serializedObject.FindProperty("forceSaveload");
21 prop_disableLoad = serializedObject.FindProperty(“disableload”); 21 p_fadeControl = serializedObject.FindProperty("fadeControl”);
22 prop_includeAttr = serializedObject.FindProperty(“includeAttribute”); 22 p_saveableDataPairs = serializedObject.FindProperty(“constantSaveables™);
23 } VE] p_run_saveableDataPairs = serializedObject.FindProperty(“runtimeSaveables”);
24 24
25 public override void OnInspectorGUI() 25 ’
26 { 26 public override void OnInspectorGUI()
27 serializedObject.Update(); 27 {
28 SaveObject.SaveType type = (SaveObject.SaveType)prop_saveType.enumValueIndex; 28 serializedObject.Update();
29 EditorGUILayout.PropertyField(prop_saveType); 29
3e EditorGUILayout.PropertyField(prop_name, new GUIContent("Unique Name:")); 30 bool forceSL = p_forceSaveload.boolValue;
31 EditorGUILayout.PropertyField(prop_includeAttr, new GUIContent(“Include Attribute:")); 31
B2 32 if (handler.SaveloadSettings != null)
EE] EditorGUILayout.Space(); 33 {
= (O) 34 | if (handler.constantSaveables.Count > @ & handler.runtimeSaveables.Count > @)
35 if(type == SaveObject.SaveType.Lever || type == SaveObject.SaveType.Valve) @ 35
oy e { D 36 if (handler.constantSaveables.All(pair => pair.Instance != null) || handler.runtimeSaveables.All(pair => pair.Data.All(x => x.Insc
%% 37 [ EditorGUILayout.PropertyField(prop_disableLoad, new GUIContent(“"Disable Load")); j" 3
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