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Bendikas; projektas i$ Kipro Melnikovo (@sarpik).
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FinishScene GameScene

ChA] 37] 1

.l L E

1 Main Camera
v ] Canvas
f) Text
v ) Button
) Text
] GameObject
1 EventSystem

On Click ()
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Runtime Only

¢ GameObject (Sta @
StartScene

Game Start

Build Sattings

Scenes In Build

~ Scenes/GameScene
« Scenes/StariScene
+ Scenes{FinlshScene

using UnityEngine.SceneManagement ;

{
}

public void LoadGame()

SceneManager .LoadScene( "GameScene") ;
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v [{] Canvas

) Text

f11 Background
» (71 Fill Area
» (1] Handle Slide Area oid Undate()
: if (Input.GetKeyDown(KeyCode.A))
{
> ui - sliderS AF28H0] hpE L i (e > 0
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}

private void HandleHp()
{
hpbar .value = Mathf.Lerp(hpbar .value,
(float)curHp / (float)maxHp, Time.deltaTime*10);
}
}
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¥ (7] Inventory
¥ (7 InventoryUl
¥ [{) TextPanel
[7] Text (TMP)
¥ [ Scroll View
» (7] Viewport
» (1) Button

i f( Input.GetKeyDown(KeyCode. 1))
{

activelnventory
= lactivelnventory,

inventoryPanel .SetActive(active
Inventory);

}
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* # +~ Item Database (Script) e 3 !

public List<|tem> itemDB = new

Script temDatabase
1100 25 List<ltem>();
Size 3
¥ Element 0 [Space( 20) ] .
ttem Type Equipment public GameObject
Item Name Small fieldltemPrefab;
Item Image [lbutton_set07_b pUb | c VeC tor 3[ ] pos ;
¥ Element 1
Item Type Equipment
Item Name Middle private void Start()
Item Image [s]button_set07 _c {
@ " 2 for(int i = 0;
Q Item Type Equipment
i - {
Item Name Big
Item Image [fbutton_set07_d GameObj ect go =
@-— Field Item Prefab @Fielditem @ lnStant late( f le!dl temprefab’ E
. - pos[i], Quaternion.identity):;
Size 6
- =) Element 0 X|-5 Yo 3 go.GetComponent<Fieldltems>().Se
) Element 1 X -3 Y2 Z2 t | tem( i temDB[Random.Range(0,
Element 2 X1 il 15 Z\5 3)]) ;
@ Element 3 X 5 Y 20 22 }
g Element 4 X -1 Y 8 z-5
Element 5 X1 Y 20 & 5 }
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