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using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.Networking;

using UnityEngine.SceneManagement;

public class GoogleSheetManager : MonoBehaviour
{
const string URL = "J13 AZYTEA|E A Qlady
public GoogleData GD:;
public InputField [DInput, Passinput, Valuelnput:
string id, pass:
public Text RegistState;

[Enumerable Start()

{
UnityWebRequest www = UnityWebRequest.Get(URL):
yield return www.SendWebRequest():
string data = www.downloadHandler.text;
print(data):

}

bool SetIDPass()

{
id = IDInput.text.Trim();
pass = PassInput.text. Trim():
if (id == " || pass == ") return false:
else return true;
}

public void Register()

{
if (!SetIDPass())
{
print("ofo]t] E v]UH 57} v]o]QlSUCH);
RegistStatement('ofo] ] = H]UH 57} ¥]o]Ql&1]}"):
return;
}

WWWForm form = new WWWForm();
form.AddField("order”, "register");
form.AddField("id", id):
form.AddField('pass", pass);




StartCoroutine(Post(form)):

public void RegistStatement(string regestState)

{
RegistState.text = regestState;

public void BackToLogin()
{

SceneManager.LoadScene("Login");

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form)):

t

public void SetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue");
form.AddField("value", Valuelnput.text):
StartCoroutine(Post(form)):

t

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");
StartCoroutine(Post(form));

}

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// StEA] usingZ A ofghth
{

yield return www.SendWebRequest();




if (www.isDone) Response(www.downloadHandler.text);
else print("¥e] gFo] gSHTE"):
RegistStatement("2 2] 2=o] &),

void Response(string json)

{

if (string.IsNullOrEmpty(json)) return;

GD = JsonUtility.FromJson<GoogleData>(json);

if (GD.result == "ERROR")

{
print(GD.order + "& Al 2 QlgUct. of2] tjAlA] " + GD.msg):
return;

}

print(GD.order + "& Alsigi&uUcth HA]X] @ " + GD.msg):

RegistStatement(GD.msg);

if (GD.order == "getValue")

{
Valuelnput.text = GD.value;

}

if (GD.msg == "2|A7IY ="

{
SceneManager.LoadScene('Login");

}

t
;
219l
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using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using Photon.Pun:

using Photon.Realtime;

namespace Com.MyCompany.MyGame

{

/// <summary>




/// Player name input field. Let the user input his name, will appear above the player

in the game.

/// </summary>

[RequireComponent(typeof(InputField))]

public class PlayerNamelnputField : MonoBehaviour

{

phase.

#region Private Constants

// Store the PlayerPref Key to avoid typos

const string playerNamePrefKey = "PlayerName";

#endregion

#region MonoBehaviour CallBacks

/// <summary>
/// MonoBehaviour method called on GameObject by Unity during initialization

/// </summary>
void Start()
{
string defaultName = string.Empty;
InputField _inputField = this.GetComponent<InputField>();
if (_inputField != null)
{
if (PlayerPrefs.HasKey(playerNamePrefKey))
{
defaultName = PlayerPrefs.GetString(playerNamePrefKey);
_inputField.text = defaultName;

}

PhotonNetwork.NickName = defaultName:;

}

#endregion

#region Public Methods

/// <summary>
/// Sets the name of the player, and save it in the PlayerPrefs for future

sessions.

/// </summary>
/// <param name="value">The name of the Player</param>
public void SetPlayerName(string value)




// #lmportant
if (string.IsNullOrEmpty(value))
{

Debug.LogError("Player Name is null or empty");

return;

}

PhotonNetwork.NickName = value;

PlayerPrefs.SetString(playerNamePrefKey, value);
}

#endregion

}

T2 2D EAE AMAgE U2 =t 239

using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

using UnityEngine.SceneManagement;

[System.Serializable]
public class GoogleData
{

public string order, result, msg, value:

public class Googlel.oginManager : MonoBehaviour
{
const string URL = "J13 AT EAE Z4 A"
public GoogleData GD:
public InputField [DInput, Passinput, Valuelnput:
string id, pass;
public static string NickName;
public Text LoginState;
public Network network;
public void Awake()

{
Screen.SetResolution(3840, 2160, true):
network.Connect();
network.JoinLobby():

t

[Enumerable Start()




string a =
LoginState.text = a.ToString();

UnityWebRequest www = UnityWebRequest.Get(URL);
yield return www.SendWebRequest():

string data = www.downloadHandler.text:
print(data):

bool SetIDPass()

{
id = IDInput.text.Trim();
pass = PassInput.text. Trim():
if (id == "" || pass == ") return false;
else return true;
t

public void Register()
{

SceneManager.LoadScene("Regist");

public void Login()

{
if (1SetIDPass())
{

>

print("ofolt] = H][UHS I} H]o]Q]
LoginStatement("o}o]t] T H|UH

return;

Yepy:
7} Blojgl &)

I

t

WWWForm form = new WWWForm();
form.AddField("order”, "login");
form.AddField("id", id):
form.AddField('pass", pass);

StartCoroutine(Post(form));
LoginStatement("2 7191 &");

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");




StartCoroutine(Post(form)):

[Enumerator PostWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// BFEA] usings M ofgttt
{
yield return www.SendWebRequest():
if (www.isDone)
{
Response(www.downloadHandler.text);
}
else
{
print("g°] gFo] ASHH."):
LoginStatement("92] 2o g&5UT}");
¥
}
}

public void LoginStatement(string loginstate)

{

LoginState.text = loginstate;

void logining()

{
NickName = id;
network.JoinOrCreateRoom(NickName);

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return:

GD = JsonUtility.FromJson<GoogleData>(json);

LoginStatement(" + GD.msg):
if (GD.result == "ERROR")
{

print(GD.order + "& AlSHSr & iUt ofl2] oA|A] :

return;

+ GD.msg);




print(GD.order + "& AS¥siEUTt HA|A] ¢

if (GD.msg == "2791 2rg")

{
logining():
LoginStatement('=2 791 ¢r&");
t
else if (GD.msg == "2 791 Alu}")
{
LoginStatement('= 791 Ala}");
t
if (GD.order == "getValue")
{
Valuelnput.text = GD.value;
t

+ GD.msg):
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using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using Photon.Pun:

using Photon.Realtime:

using UnityEngine.Ul;

public class Network : MonoBehaviourPunCallbacks

{
string NickName;
int RoomPlace;

private void Start()

{
RoomPlace = 0;
PhotonNetwork.AutomaticallySyncScene = false:
PhotonNetwork.ConnectUsingSettings();
NickName = GoogleLoginManager.NickName;

}

public void Connect() => PhotonNetwork.ConnectUsingSettings():

public override void OnConnectedToMaster()

{
print("AHH 442",




JoinLobby();

public void Disconnect() => PhotonNetwork.Disconnect();

public override void OnDisconnected(DisconnectCause cause) => print("®dZ2&71");

public void JoinLobby() => PhotonNetwork.JoinLobby();

public override void OnJoinedLobby()

{
print("2 8] g &L =");
if (RoomPlace == 2)
{
JoinPlaza():
t
else if (RoomPlace == 0)
{
}
else if (RoomPlace == 1)
{
JoinOrCreateRoom(NickName);
}
t

public void CreateRoom()
{ // we check if we are connected or not, we join if we are , else we initiate the
connection to the server.
if (PhotonNetwork.IsConnectedAndReady)
{
// #Critical we need at this point to attempt joining a Random Room. If it
fails, we'll get notified in OnJoinRandomFailed() and we'll create one.
PhotonNetwork.CreateRoom(NickName,
new RoomOptions { MaxPlayers = 10 }):

}

else

{
// #Critical, we must first and foremost connect to Photon Online Server.
PhotonNetwork.ConnectUsingSettings():

}

public void JoinRoom(string ID)
{ // we check if we are connected or not, we join if we are , else we initiate the

connection to the server.




if (PhotonNetwork.IsConnectedAndReady)

{
Debug.Log(PhotonNetwork.IsConnectedAndReady

+ " " + PhotonNetwork.IsConnected);
// #Critical we need at this point to attempt joining a Random Room. If it
fails, we'll get notified in OnJoinRandomFailed() and we'll create one.

PhotonNetwork.JoinRoom(ID);

}

else

{
// #Critical, we must first and foremost connect to Photon Online Server.
PhotonNetwork.ConnectUsingSettings():

}

public void JoinOrCreateRoom(string ID)

{

Debug.Log(PhotonNetwork.IsConnectedAndReady
+ " " + PhotonNetwork.IsConnected);

if (PhotonNetwork.IsConnectedAndReady)

{
// #Critical we need at this point to attempt joining a Random Room. If it

fails, we'll get notified in OnJoinRandomFailed() and we'll create one.
PhotonNetwork.JoinOrCreateRoom(ID,
new RoomOptions { MaxPlayers = 6 }, null);

PhotonNetwork.LoadLevel('Loading");

print("87} % 2RH5 7] 4 3

}

else

{
// #Critical, we must first and foremost connect to Photon Online Server.
PhotonNetwork.ConnectUsingSettings():
RoomPlace = 1;

}

public void JoinPlaza()
{
if (PhotonNetwork.IsConnectedAndReady)
{
// #Critical we need at this point to attempt joining a Random Room. If it
fails, we'll get notified in OnJoinRandomFailed() and we'll create one.
PhotonNetwork.JoinOrCreateRoom("Plaza",
new RoomOptions { MaxPlayers = 100 }, null);
PhotonNetwork.LoadLevel("Plaza");




print(W A S-S E S B );

}

else

{
// #Critical, we must first and foremost connect to Photon Online Server.
PhotonNetwork.ConnectUsingSettings():
RoomPlace = 2;

}

public void JoinRandomRoom() => PhotonNetwork.JoinRandomRoom();

public void LeaveRoom()

{

PhotonNetwork.LeaveRoom();
print(" U717] 43

public override void OnCreatedRoom() => print("4¢r=7]122");
public override void OnJoinedRoom()
{

print("Y A7 E"):;
PhotonNetwork.Instantiate("Player”, Vector3.zero, Quaternion.identity);

public override void OnCreateRoomFailed(short returnCode, string message)

=> print("YeHE7] A Tf");

public override void OnJoinRoomFailed(short returnCode, string message)
=> print("gA7HIIH):;

public override void OnJoinRandomFailed(short returnCode, string message)
=> print("YHG A7)

public void CurrentRoom()

{
if (PhotonNetwork.InRoom)
{
print("" + PhotonNetwork.CurrentRoom.Name);
}
}

void Instans()




void OnPhotonInst(PhotonMessagelnfo info)

{
info.Sender.TagObject = this.gameObject;
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using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

public class UlSetting : MonoBehaviour

{
[Header("d737")]
[SerializeField]
GameObject Set_Cvs;

[Header ("84 5]
[SerializeField]

Slider BGM_Slider;
[SerializeField]

AudioSource Great_Audio;
[SerializeField]
AudioSource Calm_Audio;
[SerializeField]
AudioSource Sorrow_Audio;

[Header("A] AE1")]
[SerializeField]

Slider Sys_Slider:
[SerializeField]
AudioSource Sys_Audio;

private float Vol = 1f:
private float Vol_BGM,;
private float Vol_Sys;

private void Start()




Vol = PlayerPrefs.GetFloat("Vol");

Vol_BGM = PlayerPrefs.GetFloat("BGM");
Vol_Sys = PlayerPrefs.GetFloat("Sys"):

Vol _BGM;

BGM_Slider.value

Great_Audio.volume = BGM_Slider.value:
Calm_Audio.volume = BGM_Slider.value;
Sorrow_Audio.volume = BGM_Slider.value;

Sys_Slider.value = Vol_Sys:
Sys_Audio.volume = Sys_Slider.value:

void Update()

{
BGM_Bar():

System _Bar();
}

// Start is called before the first frame update

public void Setting_Exit()

{
if (Set_Cvs.activeSelf == true)
{
Set_Cvs.SetActive(false):
}
else
{
Set_Cvs.SetActive(true);
}
}

public void BGM_Bar()

{
Great_Audio.volume = BGM_Slider.value;
Calm_Audio.volume = BGM_Slider.value;
Sorrow_Audio.volume = BGM_Slider.value;

Vol_BGM = BGM_Slider.value:
PlayerPrefs.SetFloat('BGM", Vol _BGM);




public void System_Bar()

{
Sys_Audio.volume = Sys_Slider.value:
Vol_Sys = Sys_Slider.value:
PlayerPrefs.SetFloat("Sys", Vol_Sys);

t
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using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.EventSystems:
using UnityEngine.SceneManagement;

public class UIMainMenu @ MonoBehaviour

{
public GameObject profile;
public GameObject bgmEditor;
public GameObject mainMenu.
public InputField statelnput;
public Text NickNameText;
public Text NickNameMessage;
public Text stateMessage:
public Text BGMMessage:
public Text BGMMainMenu;
private bool UlCanvas = true;
public bool MainSetUl = true:
public Button UlCanvasBool:
public Sprite Open:
public Sprite Close;
public GameObject Main:

[Header("AF2-&")]

public AudioSource Great:
public AudioSource Calm:
public AudioSource Sorrow;

public Network network;

void Awake()

{
Screen.SetResolution(3840, 2160, true);
if (Loading.BGM == "Great")




Great.Play();

}
else if (Loading.BGM == "Calm")
{
Calm.Play();
}
else if (Loading.BGM == "Sorrow")
{
Sorrow.Play();
}

BGMMessage.text = Loading.BGM;
BGMMainMenu.text = Loading.BGM:

void Start()
{

NickNameMessage.text = GoogleLoginManager.NickName:
NickNameText.text = NickNameMessage.text;

public void OpenProfile()

{
MainSetUI = false;
statelnput.text = stateMessage.text:
profile.SetActive(true);
bgmEditor.SetActive(false);
Main.SetActive(false);

t

public void OpenMainMenu()

{
MainSetUI = true:
Main.SetActive(true);
profile.SetActive(false);
bgmEditor.SetActive(false):
}

public void OpenAvatar()
{

SceneManager.LoadScene("Avatar");




public void OpenGuestBook()
{

SceneManager.LoadScene('Guest");

public void OpenMapAdditor()
{

SceneManager.LoadScene("Map");

public void OpenPlazal()
{

network.LeaveRoom();
Load();

public void Load()
{

network.JoinPlazal():

public void StateSave()
{

stateMessage.text = statelnput.text;

public void BGMEditor()

{
MainSetUI = false;
MainSetUI = false;
Main.SetActive(false);
profile.SetActive(false);
bgmEditor.SetActive(true);
}

public void BGMSetting1()
{
MainSetUI = false;
BGMMessage.text = EventSystem.current.currentSelectedGameObject.name;
BGMMainMenu.text = BGMMessage.text;
OpenProfile();




public void UlCanvasOpenAndDelete()

{
UlCanvas = !UlCanvas;
if (UICanvas)
{
mainMenu.SetActive(true):
UlCanvasBool.image.sprite
}
else
{
mainMenu.SetActive(false);
UlCanvasBool.image.sprite
}
}

public void Great_Sound()

{
Great.Play();
Calm.Stop();
Sorrow.Stop();

public void Calm_Sound()
{
Great.Stop():
Calm.Play();
Sorrow.Stop():

public void Sorrow_Sound()
{
Great.Stop();
Calm.Stop();
Sorrow.Play();

Close:

Open:
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using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using Photon.Pun;




using Photon.Realtime:
using UnityEngine.UT;
using UnityEngine.SceneManagement;

public class Moving : MonoBehaviour

{
[SerializeField]
public float Speed: // &Ao]l= AnE,
public Animator Animator;
public PhotonView PhotonView;
private Transform Vec; // 7t e} g,
private Vector3 MovePos; // Zdfo]o] 2A1lof tfst ¥

void Init()
{

MovePos = Vector3.zero;

void Start()

{
Vec = GameObject.Find("CameraVector").transform;
Init();

void Update()
{

if (PhotonView.IsMine == false) { return; }

var a = Vector3.forward * Speed * ((Input.GetAxis("Vertical")
* [nput.GetAxis("Vertical")) + (Input.GetAxis("Horizontal")
* Input.GetAxis("Horizontal"))):

Animator.SetFloat('Speed", a.magnitude);

Run();

int ButtonDown = 0;
if (Input.GetKey("a")) ButtonDown = 1;
Input.GetKey("d")) ButtonDown = 1;
("w")) ButtonDown = 1;

("s" 1;

if (
if (Input.GetKey!
if (Input.GetKey("s

)) ButtonDown =




// Z&]oloj7F &A1Y < 1} Horizontal, Verticalo] 002 Zo}7to g2
// Zdolo19] A E7E Al DBl R Fo7EA] A sH7] SsiA].
if (ButtonDown != 0)

Rotation();

T
Flm
=
R
rp-
o
2

else
return;
transform.Translate(Vector3.forward * Time.deltaTime * Speed * ButtonDown);

// &de1o oAl

void Rotation()

{
MovePos.Set(Input.GetAxis("Horizontal"), 0, Input.GetAxis("Vertical")); // HIE] A&,
Quaternion q = Quaternion.LookRotation(Vec.TransformDirection(MovePos)):
// R
Debug.Log(q);
if (MovePos != Vector3.zero)
{ transform.rotation = q; }
t
t
EER

using System.Collections;
using System.Collections.Generic:
using UnityEngine;

public class CameraMan : MonoBehaviour //7tH 2} et =4

{
public float MoveSpeed; // Zdo]o]& wete = Fiy2t tie] AnjE.
public Transform[] Target:

// 8l&7h
// Zdoloje] ERHA F.
private Vector3 Pos: // RHA1Q] 9JX].

// Z2olojg mattid.
void Update()
{

Pos = transform.position;
transform.position += (Target[Loading.Animal].position - Pos) * MoveSpeed;

| 7t} Alof g]A




using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using Photon.Pun;

public class Axis : MonoBehaviour // stH 3]A
{

public Quaternion TargetRotation: // Z|&A 02 ZHAE (Gapo] o] ¥Ha4of XA,

public Transform CameraVector;

public float RotationSpeed; //3™ Ane
public GameObject Camera;
public Transform MainCamera: // 712} ZHIZHE.

public float ZoomSpeed;

public float Distance; // 7to2kete] e,
public PhotonView PhotonView;

// 81570

private Vector3 AxisVec; // =9] ¥lE],

private Vector3 Gap;

void Start()

{

if (PhotonView.IsMine)

{1}

else

{

Camera.SetActive(false):

}

MainCamera = Camera.transform;
}

void Update()

{
if (PhotonView.IsMine == false) return;
Zoom();
CameraRotation():

t

void Zoom()

{
Distance += Input.GetAxis("Mouse ScrollWheel") * ZoomSpeed * -1;

Distance = Mathf.Clamp(Distance, 1f, 3f);

AxisVec = transform.forward * -1;




AxisVec *= Distance;
MainCamera.position = transform.position + AxisVec;

void CameraRotation()

{
if (transform.rotation != TargetRotation)
transform.rotation = Quaternion.Slerp(transform.rotation,
TargetRotation, RotationSpeed * Time.deltaTime);

if (Input.GetMouseButton(1))
{

Gap.x += Input.GetAxis("Mouse Y") * RotationSpeed * -1;
Gap.y += Input.GetAxis("Mouse X") * RotationSpeed;

// Ztulet e Algh.
Gap.x = Mathf.Clamp(Gap.x, -5f, 85f):
// R g "ol A4

TargetRotation = Quaternion.Euler(Gap):

// ZtdtHE] ZBRof AxisZHA9] x,z2] A 2= Alelet yutthE
Quaternion q = TargetRotation;

qx =q.z =0

CameraVector.transform.rotation = q:

obutel, W AzE o]

ofule} 7| AEUlo]Al A HMEt

using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

public class UlAvatar : MonoBehaviour

{
public Text ID;

// Start is called before the first frame update
private void Awake()

{




Screen.SetResolution(3840, 2160, true):

void Start()

{
ID.text = GoogleLoginManager.NickName;

public void OpenMainMenu()
{

SceneManager.LoadScene('Loading");

ofetet & % A~Eutold (24, £73)

using System.Collections;
using System.Collections.Generic:
using UnityEngine;

public class Mat : MonoBehaviour

{
[SerializeField]
Material[] materials;
[SerializeField]
Renderer rend:;
// Start is called before the first frame update
void Start()
{
rend = GetComponent<Renderer>():
rend.enabled = true;
}
public void Mat_(int i)
{
Debug.Log(i);
rend.material = materials|i];
}
}

ofufer A~Eutol g (AE. & AL o2 &)

using System.Collections;
using System.Collections.Generic:
using UnityEngine;




public class Acc_Hand : MonoBehaviour

{
[SerializeField]
GameObject acc;

public void Acc()
{

if (this.gameObject.activeSelf == false)
{

for (int i = 0; i < acc.transform.childCount; i++)

{

acc.transform.GetChild(i).gameObject.SetActive(false);

t
gameObject.SetActive(true):

W ALEOol Y A Ag

using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.SceneManagement;

public class UIMap : MonoBehaviour

{
public void OpenMainMenu()

{

SceneManager.LoadScene("Loading"):

- Eyolole] AR A L Be e
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using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleData?

{

public string order, result, msg, value:




public class State : MonoBehaviour

{

const string URL = "G12 AT EAE F4
public GoogleData?2 GD:;

",
Qe

public InputField IDInput, Passinput, Valuelnput;

public Text ID;
string id, pass:

bool SetIDPass()

{
id = ID.text.Trim();
if (id == " || pass == ") return false;
else return true;

}

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form));

}

public void SetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue");
form.AddField("value", Valuelnput.text);
StartCoroutine(Post(form));

}

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");
StartCoroutine(Post(form));

t

[Enumerator PostWWWForm form)

{




using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// SFEA|] using& M ofgith

{
yield return www.SendWebRequest();
if (www.isDone) Response(www.downloadHandler.text);
else print("¢¥2] &o] gFHH."):

t

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return;

GD = JsonUtility.FromJson<GoogleData2>(json):

if (GD.result == "ERROR")
{

print(GD.order + "& Al 2 QlgUct. of2] tjAlA] " + GD.msg):

return;

print(GD.order + "& Alsigi&uUcth HA]X] @ " + GD.msg):
if (GD.order == "getValue")
{

Valuelnput.text = GD.value;

=0l =8 A AY (GF2 LY EAE)

using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleData3
{

public string order, result, msg, value;

public class GetStateValue : MonoBehaviour




const string URL = "J13 AZYTEA|E A Qlady
public GoogleData3 GD:;

public InputField [DInput, Passinput:

public Text ID, Valuelnput, ValueBGMInput:
string id, pass;

void Awake()

{
GetValue();

bool SetIDPass()

{
id = ID.text.Trim();
pass = Passlnput.text.Trim();
if (id == " || pass == ") return false;
else return true:
}

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form)):

}

public void SetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue")
form.AddField("value", Valuelnput.text);
StartCoroutine(Post(form));

}

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");

StartCoroutine(Post(form)):




public void GetBGMValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getBGMValue");
StartCoroutine(Post(form));

}

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// StEA] usingZ A ofgtth
{
yield return www.SendWebRequest();
if (www.isDone) Response(www.downloadHandler.text);
else print("¥°] g3Fo] 54"
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return;

GD = JsonUtility.FromJson<GoogleData3>(json):

if (GD.result == "ERROR")
{

print(GD.order + "& Al 2 QlgUct. of2] tJAlA] " + GD.msg):

return;

print(GD.order + "& Alsigi&uUcth HA]X] @ " + GD.msg):

if (GD.order == "getValue")

{

Valuelnput.text = GD.value;

ofule} Zte L2 AT A E AA (=22)

using System.Collections;




using System.Collections.Generic:
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleData6b
{

public string order, result, msg, value;

public class AvatarAnimalState : MonoBehaviour
{
const string URL = "J13 AZYTEA|E A Qlady
public GoogleData6 GD:;
//  public InputField IDInput, Passinput, Valuelnput;
public Text ID;
string id, pass;

bool SetIDPass()

{
id = ID.text.Trim();
if (id =="" || pass == ") return false;
else return true;

t

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form));

t

public void SetValue(string Animal)

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue");
form.AddField("value", Animal);
StartCoroutine(Post(form)):

t

public void GetValue()




WWWForm form = new WWWForm();
form.AddField("order”, "getValue");

StartCoroutine(Post(form)):

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// BFEA] usings M ofettt
{
yield return www.SendWebRequest();
if (www.isDone) Response(www.downloadHandler.text);
else print("g°] 3ol SHH):
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return:
GD = JsonUtility.FromJson<GoogleData6>(json);
if (GD.result == "ERROR")
{
print(GD.order + "& A 4 glEUct ol tAlA] @ " + GD.msg):;
return;
t
print(GD.order + "& Alsigi&uUcth HA]X] @ " + GD.msg):
}

OtulE} IS L2 AmI TA|E0] AR (EAR)

using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleData8
{

public string order, result, msg, value;




public class AvatarClrState : MonoBehaviour
{
const string URL = "G12 AT EAE 4 dA"
public GoogleData8 GD:;
//  public InputField IDInput, Passinput, Valuelnput:
public Text ID;
string id, pass:

bool SetIDPass()

{
id = ID.text.Trim();
if (id == " || pass == ") return false;
else return true;

}

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form));

}

public void SetValue(string Animal)

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue");
form.AddField("value", Animal);
StartCoroutine(Post(form));

t

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");
StartCoroutine(Post(form));

t

[Enumerator PostWWWForm form)

{




using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// SFEA|] using& M ofgith

{
yield return www.SendWebRequest();
if (www.isDone) Response(www.downloadHandler.text);
else print("¢¥2] &o] gFHH."):

t

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return;
GD = JsonUtility.FromJson<GoogleData8>(json):
if (GD.result == "ERROR")
{
print(GD.order + "& Al 2 QlgUct. of2] tjAlA] " + GD.msg):
return;
}
print(GD.order + "& Alsigi&uUcth HA]X] @ " + GD.msg):
t

ofufet 3 72 AmACAEN AR (LA)

using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleDatal0
{

public string order, result, msg, value:

public class AvatarFaceState : MonoBehaviour

{
const string URL = "312 AT EAE 4 dA"
public GoogleDatalO GD:;
//  public InputField IDInput, Passinput, Valuelnput:
public Text ID;
string id, pass:




bool SetIDPass()

{
id = ID.text.Trim();
if (id == " || pass == ") return false;
else return true:

}

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form)):

}

public void SetValue(string Animal)

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue")
form.AddField("value", Animal);
StartCoroutine(Post(form));

t

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");
StartCoroutine(Post(form));

}

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))

// StEA] usingg A ofsict

{
yield return www.SendWebRequest();
if (www.isDone) Response(www.downloadHandler.text);
else print("¢¥2] o] EHH."):

t




void Response(string json)

{
if (string.IsNullOrEmpty(json)) return;
GD = JsonUtility.FromJson<GoogleDatal0>(json);
if (GD.result == "ERROR")
{
print(GD.order + "& A°¥ 2 QlgUct. of2] oAlA] :
return;
}
print(GD.order + "& Alsisi&ucth HA[A] @ " + GD.msg);
}

+ GD.msg):

ofutE} S 1T AmCAEO AA (AF)

using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleDatal?
{

public string order, result, msg, value:

public class AvatarAccHandState : MonoBehaviour

{
const string URL = "J128 AT ERE ZFA Q&Y
public GoogleDatal2 GD:;
//  public InputField IDInput, Passinput, Valuelnput;
public Text ID;
string id, pass;

bool SetIDPass()

{
id = ID.text.Trim();

if (id == "" || pass == ") return false;

else return true;




void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form)):

t

public void SetValue(string Animal)

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue")
form.AddField("value", Animal);
StartCoroutine(Post(form)):

t

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");
StartCoroutine(Post(form)):

}

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// StEA] usingZ A ofgtth
{
yield return www.SendWebRequest():
if (www.isDone) Response(www.downloadHandler.text);
else print("¥°] gFo] gl5HH."):
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return;

GD = JsonUtility.FromJson<GoogleDatal2>(json);

if (GD.result == "ERROR")
{




print(GD.order +

return;

t
print(GD.order +

2 29 & azUck o2 AA |

"o Alsigi&Uch BAIA] ;" + GD.msg);

+ GD.msg);

ofsfet ke P2 AZel=AEd AY (8 AA)

using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleDatal4
{

public string order, result, msg, value;

public class AvatarAccBodyState : MonoBehaviour

{
const string URL = "J13 AZYTEA|E A Qlady
public GoogleDatald GD:
//  public InputField IDInput, Passinput, Valuelnput;
public Text ID;
string id, pass:

bool SetIDPass()

{
id = ID.text.Trim();
if (id == "" || pass == ") return false;
else return true;

t

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form));

t

public void SetValue(string Animal)




WWWForm form = new WWWForm();
form.AddField("order”, "setValue");
form.AddField("value", Animal);

StartCoroutine(Post(form)):

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");
StartCoroutine(Post(form)):

t

[Enumerator PostWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// StEA] usingg A ofgtth
{
yield return www.SendWebRequest():
if (www.isDone) Response(www.downloadHandler.text);
else print("g2] 3Fo] gEHH."):
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return:
GD = JsonUtility.FromJson<GoogleDatal4>(json);
if (GD.result == "ERROR")
{
print(GD.order + "& Al &~ QIEUTE of2] tlAIA] " + GD.msg):
return;
}
print(GD.order + "& Alsisi&ucth HAIA] @ " + GD.msg);
}

OtutEt S = AIACAIEN MY (MY HA)

using System.Collections;




using System.Collections.Generic:

using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

[System.Serializable]

public class GoogleDatal6

{

public string order, result, msg, value;

public class AvatarAccHeadState : MonoBehaviour

{

const string URL = "12 AT EAE R4 A"
public GoogleDatal6 GD:

public Text ID;
string id, pass:

bool SetIDPass()

{
id = ID.text.Trim();
if (id =="" || pass == ") return false;
else return true;

t

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form));

t

public void SetValue(string Animal)

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue");
form.AddField("value", Animal);
StartCoroutine(Post(form)):

t

public void GetValue()




WWWForm form = new WWWForm();
form.AddField("order”, "getValue");

StartCoroutine(Post(form)):

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// BFEA] usings M ofettt
{
yield return www.SendWebRequest();
if (www.isDone) Response(www.downloadHandler.text);
else print("g°] 3ol SHH):
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return:
GD = JsonUtility.FromJson<GoogleDatal6>(json);
if (GD.result == "ERROR")
{
print(GD.order + "& A 4 glEUct ol tAlA] @ " + GD.msg):;
return;
t
print(GD.order + "& Alsigi&uUcth HA]X] @ " + GD.msg):
}

ofuEto] AAE g 2o/

using System.Collections;
using System.Collections.Generic:
using UnityEngine;

public class MainMetStart : MonoBehaviour
{
int AvatarState;
int AvatarAccBodyState;
int AvatarAccHandState;
int AccHeadState;




public GameObject[] Animals;

public GameObject[] RabbitBodys;

]

public GameObject[] BearBodys;
]
] CatBodys:

public GameObject|
public GameObject[] BearHands;
public GameObject[] RabbitHands;
public GameObject[] CatHands;
public GameObject[] BearHeads:
public GameObject[] RabbitHeads;

public GameObject[] CatHeads:

void Start()

{
AvatarState = Loading.Animal:
AvatarAccBodyState = Loading.Body;
AvatarAccHandState = Loading.Hand;
AccHeadState = Loading.Head:
Animal():
Body();
Hand():
Head():

}

void Animal()

{
for (int i = 0; i < Animals.Length; i++)
{
Animals[i].SetActive(false);
}
Animals[AvatarState].SetActive(true):
}
void Body()
{

for (int i = 0; i < BearBodys.Length; i++)
{

BearBodys|i].SetActive(false):
}
for (int i = 0; i < RabbitBodys.Length: i++)
{

RabbitBodys|i].SetActive(false):

t
for (int i = 0; i < CatBodys.Length; i++)




CatBodys[i].SetActive(false):

}
if (AvatarState == 0)
{
BearBodys[AvatarAccBodyState].SetActive(true);
}
else if (AvatarState == 1)
{
RabbitBodys[AvatarAccBodyState].SetActive(true);
}
else if (AvatarState == 2)
{
CatBodys[AvatarAccBodyState].SetActive(true);
}

void Hand()
{

for (int i = 0; i < BearHands.Length: i++)

{
BearHands|[i].SetActive(false);
}
for (int i = 0; i < RabbitHands.Length; i++)
{
RabbitHands[i].SetActive(false);
}
for (int i = 0; i < CatHands.Length; i++)

{
CatHands[i].SetActive(false);

}
if (AvatarState == 0)
{
BearHands[AvatarAccHandState].SetActive(true);
}
else if (AvatarState == 1)
{
RabbitHands[AvatarAccHandState].SetActive(true):
}
else if (AvatarState == 2)
{
CatHands[AvatarAccHandState].SetActive(true);
}




void Head()

{
for (int i = 0; i < BearHeads.Length; i++)
{
BearHeads|i].SetActive(false):
}
for (int i = 0; i < RabbitHeads.Length; i++)
{
RabbitHeads|i].SetActive(false);
}
for (int i = 0; i < CatHeads.Length; i++)
{
CatHeads[i].SetActive(false):
}
if (AvatarState == 0)
{
BearHeads[AccHeadState].SetActive(true);
}
else if (AvatarState == 1)
{
RabbitHeads[AccHeadState].SetActive(true);
}
else if (AvatarState == 2)
{
CatHeads[AccHeadState].SetActive(true);
}
}

T2 Ame|cAES] AE ofulEt gk 2e97] (58)

using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleData’/

{

public string order, result, msg, value:

public class GetAvatarAnimalState : MonoBehaviour

{

const string URL = "J12 AT CAIE F4 43y




public GoogleData7 GD:

public Text ID;

string id, pass:

public Loading Loading;

public string AvatarAnimalStateNum;

private void Start()

{
GetValue();

bool SetIDPass()

{
id = ID.text.Trim();
if (id == "" || pass == ") return false;
else return true:

t

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form)):

t

public void SetValue(string Animal)

{
WWWForm form = new WWWForm();

form.AddField("order”, "setValue");
form.AddField("value", Animal);

StartCoroutine(Post(form)):

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");

StartCoroutine(Post(form)):




[Enumerator PostWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// StEA] usingZ A ofgtth
{
yield return www.SendWebRequest():
if (www.isDone) Response(www.downloadHandler.text);
else print("g2] 3&o] gEHH."):
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return:

GD = JsonUtility.FromJson<GoogleData7>(json);

if (GD.result == "ERROR")
{

print(GD.order + "& Al &~ QEUTE of2] TlAIA] " + GD.msg):
return;

t
print(GD.order + "& Alsisi&ucth HA[A] @ " + GD.msg);

if (GD.order == "getValue")
{
AvatarAnimalStateNum = GD.value;
Loading.Animal = int.Parse(AvatarAnimalStateNum.ToString())
Loading.LoadingScore += 1;
print("loading" + Loading.LoadingScore);

72 ~mecA o] AXE ofetel gt 2elos] (BA)

using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleData9
{




public string order, result, msg, value;

public class GetAvatarClrState : MonoBehaviour

{

const string URL = "JL&F AT ERE A

public GoogleData9 GD:;

olai":
u )

//  public InputField IDInput, Passinput, Valuelnput;

public Text ID;

string id, pass:

public Loading Loading;

public string AvatarClrStateNum:
private void Start()

{
GetValue();

bool SetIDPass()

{
id = ID.text.Trim();
if (id == " || pass == ") return false;
else return true:

}

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form)):

}

public void SetValue(string Animal)

{
WWWForm form = new WWWForm();
form.AddField("order”, "setValue")
form.AddField("value", Animal);

StartCoroutine(Post(form)):

public void GetValue()
{

WWWForm form = new WWWForm();




form.AddField("order”, "getValue");

StartCoroutine(Post(form)):

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// WEA] using2 M oFertt
{
yield return www.SendWebRequest():
if (www.isDone) Response(www.downloadHandler.text);
else print("¥°] gFo] 54"
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return;

GD = JsonUtility.FromJson<GoogleData9>(json):

if (GD.result == "ERROR")
{
print(GD.order + "& A 2 QlgUct. of2] tJAlA] " + GD.msg):

return;

print(GD.order + "2 Alsisi<&uc} HiA]X] @ " + GD.msg);
if (GD.order == "getValue")
{
AvatarClrStateNum = GD.value;
Loading.Clr = int.Parse(AvatarClrStateNum.ToString());
Loading.LoadingScore += 1;
print("loading" + Loading.LoadingScore);

T2 AT EAEC] AR ofstet g =2 e 7] (#4)

using System.Collections;
using System.Collections.Generic:
using UnityEngine;




using UnityEngine.Ul;

using UnityEngine.Networking;

[System.Serializable]

public class GoogleDatall

{

public class GetAvatarFaceState :

{

public string order, result, msg, value:

const string URL = "G12 AT EAE F4

public GoogleDatall GD:;

public Text ID;

string id, pass:

public string AvatarFaceStateNum:
public Loading Loading;

private void Start()

{
GetValue();
}
bool SetIDPass()
{
id = ID.text.Trim();
if (id == " || pass == ") return false:
else return true;
}

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form));

t

public void SetValue(string Animal)

{

WWWForm form = new WWWForm();

form.AddField("order”, "setValue");
form.AddField("value", Animal);

MonoBehaviour

olza"-
1= B




StartCoroutine(Post(form)):

public void GetValue()

{
WWWForm form = new WWWForm();
form.AddField("order”, "getValue");
StartCoroutine(Post(form));

t

[Enumerator PostWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// StEA] usingZ A ofgtth
{
yield return www.SendWebRequest():
if (www.isDone) Response(www.downloadHandler.text);
else print("g2] 3Fo] gEHH."):
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return:

GD = JsonUtility.FromJson<GoogleDatal1>(json);

if (GD.result == "ERROR")
{
print(GD.order + "& AlS#Er & glgyct of2] ojA]x] : " + GD.msg);

return;

print(GD.order + "& Alsisi&ucth HA[A] @ " + GD.msg);
if (GD.order == "getValue")
{
AvatarFaceStateNum = GD.value;
Loading.Face = int.Parse(AvatarFaceStateNum.ToString());
Loading.LoadingScore += 1;
print("loading" + Loading.LoadingScore);
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using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleData21
{

public string order, result, msg, value;

public class GetRoomState : MonoBehaviour

{
const string URL = "12 AT EAE R4 gAY
public GoogleData21 GD:

public Text ID;
string id, pass;
public string RoomNum:;:
public Loading Loading;

private void Start()

{
GetValue():

bool SetIDPass()

{
id = ID.text.Trim();
if (id =="" || pass == ") return false;
else return true;

}

void OnApplicationQuit()

{
WWWForm form = new WWWForm();

form.AddField("order”, "logout");

StartCoroutine(Post(form)):




public void SetValue(string Animal)

{

WWWForm form

form.AddField("order”, "setValue");
form.AddField('value", RoomNum);

public void GetValue()

{

{

StartCoroutine(Post(form)):

[Enumerator PostWWWForm form)

new WWWForm();

new WWWForm();

WWWForm form
form.AddField("order”, "getValue");

StartCoroutine(Post(form)):

using (UnityWebRequest www = UnityWebRequest.Post(URL, form))

// SFEA] using& M ofgith
{
yield return www.SendWebRequest();
if (www.isDone) Response(www.downloadHandler.text);

else print("#9] o] gayct")

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return:

GD = JsonUtility.FromJson<GoogleData21>(json);

if (GD.result == "ERROR")
: " + GD.msg):

{
"o Asial A oot o2 AR

print(GD.order + " Al
return;

}
1598 &1tk BlA]A] © " + GD.msg);

"o

print(GD.order + "&

if (GD.order == "getValue")




RoomNum = GD.value;

Loading.Room = int.Parse(RoomNum);
Debug.Log(Loading.Room);
Loading.LoadingScore += 1:
print("loading" + Loading.LoadingScore);

+2 Ao A Eo] A4E BGM 3t 28 Q7]

using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.Networking;

[System.Serializable]
public class GoogleDatab

{

public string order, result, msg, value;

public class GetBGMStateValue : MonoBehaviour
{

const string URL = "312 AT EAE 4 dA"
public GoogleDatab GD:;

public string BGM,;

public Loading Loading;

private void Start()

{
GetBGMValue():

void OnApplicationQuit()

{
WWWForm form = new WWWForm();
form.AddField("order”, "logout");
StartCoroutine(Post(form));

}

public void GetBGMValue()
{




WWWForm form = new WWWForm();
form.AddField("order”, "getValue");

StartCoroutine(Post(form)):

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(URL, form))
// StEA] usingZ A ofghth
{
yield return www.SendWebRequest();
if (www.isDone) Response(www.downloadHandler.text);
else print("¥°] g3Fo] 54"
}
}

void Response(string json)

{
if (string.IsNullOrEmpty(json)) return;
GD = JsonUtility.FromJson<GoogleData5>(json):
if (GD.result == "ERROR")
{
print(GD.order + "& Al 2 QlgUct. of2] tjAlA] " + GD.msg):
return;
t
print(GD.order + "& Alsigi&uUcth HA]X] @ " + GD.msg):
if (GD.order == "getValue")
{
BGM = GD.value;
Loading.BGM = BGM;
Loading.LoadingScore += 1;
print("loading" + Loading.LoadingScore);
t
t

Get(-)Stateo|A] 3t Hro}Q 7]

using System.Collections;
using System.Collections.Generic:




using UnityEngine;
using UnityEngine.SceneManagement;

public class Loading : MonoBehaviour

{
public int LoadingScore;
public static int Animal;
public static int Face;
public static int Clr:
public static int Head:
public static int Hand:
public static int Body;
public static int Room;
public static string BGM;

void Start()

{
LoadingScore = 0;
Animal = 0;
Face = 0;
Clr = 0;
Head = 0;
Hand = 0;
Body = 0:
Room = 0;
BGM = "Great":
}

void Update()

{
if (LoadingScore == 8)
{
Debug.Log(Room);
SceneManager.LoadScene("MainMenu");
}
}

- WEJA ¥ (Photon)

- 3% (B4THL)

BRI




using System.Collections:

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

public class UlPlaza : MonoBehaviour
{
public GameObject MainCanvas:
private bool UlCanvas = true;
public Button UlCanvasBool:
public Sprite Open:
public Sprite Close:
public Network network;
string NickName;
private void Awake()

{
Screen.SetResolution(3840, 2160, true);
t
void Start()
{
NickName = GoogleLoginManager.NickName;
t

public void OpenMainMenu()

{
network.LeaveRoom():
Loading():
}
public void Loading()
{
network.JoinOrCreateRoom(NickName);
}
public void OpenSetting()
{
SceneManager.LoadScene("Setting");
}

public void UlCanvasOpenAndDelete()
{

UlCanvas = !UlCanvas;




if (UICanvas)

{
MainCanvas.SetActive(true);
UlCanvasBool.image.sprite = Close;
}
else
{
MainCanvas.SetActive(false):
UlCanvasBool.image.sprite = Open;
}
}
t
A 7S

using System.Collections;

using System.Collections.Generic:
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.Networking;

public class GoogleChatManager : MonoBehaviour

{
const string URL = "&|& 712 A& FA"
const string WebURL = "1 AL EAIE Fa Q"

public Text ChatText;
public InputField Nicknamelnput, Chatlnput;

void Start()
{
#it TUNITY_ANDROID
Screen.SetResolution(960, 540, false);
#endif
StartCoroutine(Get());

[Enumerator Get()

{
UnityWebRequest www = UnityWebRequest.Get(URL):
yield return www.SendWebRequest():

string data = www.downloadHandler.text;
ChatText.text = data;

StartCoroutine(Get()):




public void ChatPost()
{

WWWForm form = new WWWForm();
form.AddField("nickname", GoogleLoginManager.NickName);
form.AddField('chat", Chatlnput.text);

StartCoroutine(Post(form)):

[Enumerator PosttWWWForm form)

{
using (UnityWebRequest www = UnityWebRequest.Post(WebURL, form))

{ // BtEA] using& M ofstt}
yield return www.SendWebRequest():
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