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/1 Mai nMenu. cs

using UnityEngine;
using System
using System.Collections;

public class MainMenu : MonoBehaviour

public Texture backgroundTexture;
private string instructionText =
"Instructions:\nPress Left and Right Amows tom ove.\nPress.Spacebar tofire.”;
private GJ Syl e Nornal Text;
private string User | d=" TRBEIEENS"
private string Passwi="BRASNIEERERD ;

public static AGIC agcc=nul | ;

voi d Anake() {
Nornal Text = new GJ Syl e();
Nor nal Text. font S ze = 17;
Nor nal Text . nor nal . t ext Gol or =new Gl or (1. Of , 1. Of , 1. Of, 1. Of ) ;
agcc=( A0 A nd(oj ect & Type(t ypeof (AGX));
}

void @ () {

QJ . Drawlext ure(new Rect (0, 0, Screen.w dth, Screen. hei ght), backgroundTexture);
QJ . Label (new Rect (5, 5, 250, 200), instructionText);

11 NGRS

Rect Rl=new Rect (82.0f / 300.0f * Screen.width,
70.0f / 320.0f * Screen. hei ght,
260.0f / 480.0f * Screen.wi dth,
18.0f / 320.0f * Screen. hei ght);

11 NG

Rect R2=new Rect (82.0f / 300.0f * Screen.width,
95.0f / 320.0f * Screen. hei ght,
260.0f / 480.0f * Screen.wi dth,
18.0f / 320.0f * Screen. hei ght);

11 BN

Rect R3=new Rect (82.0f / 280.0f * Screen.width,
140.0f / 320.0f * Screen. hei ght,
60. Of / 480.0f * Screen.w dth,
20.0f / 320.0f * Screen. hei ght);

Wserld

GJ . Text Aea(RL, Wserld, 24, Nornal Text);
Passwd

= @J . PasswordF el d( R2, Passwd, "*"[ 0], 24, Nornal Text);
if (QJ.Button(R3,"Sart")) {

agcc. Arcal et S art up(User | d, Passwd) ;
}
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MR EILKS % | KIZhae, WDKK S 3 0 I Or A7, T XROT AR WA 2 B ) 508
H1 UserlD 5 Passwd ZEHUIAIUGME, BUSOm AN AL BB NIRRT 77 A K 5365 1

BEARINSEW

2 Launch() fEH SPATELAEI G, ArcaletGame b 2217 1t OnCompletionsi {48 A1 K # F2 7
A RHATSE R, FrhRMIMAEZE H D% it —4> OnCompletion F /4 4 B AR )7,  F SR EUAR
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/1 agcc.cs
w( 1) ...
public void ArcaletStartup(string userid,string pas swd){
ag=new ArcaletGame(userid,passwd,gguid,sguid,geert );
this.userid=userid;
ag. onConpl et i on=nAr cal et LaunchConpl et i on;
ag.STALaunch();
ArcaletGameHasLaunched=true;
}
voi d OnAr cal et LaunchGonpl etion(int code, Arcal et Gane gane) { /1 arcal et EBlsER
if (code==0) { // HE&HIEED
Debug. Log("l ogin CK");
}
el se { 11 BRI
Debug. Log("l ogin fail, code="+code);
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Appl i cation. LoadLevel ("Logi nFail");

FATH 2 L OnCompletionZH {4 AL EE [ % XN OnArcaletLaunchCompletion() , EHRE NS
, FRAZBNZEERY), SEELN 0 R, RZBZERE, WREET, el
Application.LoadLever() O AR ) — /N Scenel LoginFaill, {HiT [LoginFaill i&AfE
12, PrUASRATEIAE ek 57X~ Scene

& Unity - LoginFail.unity - SpaceShooter2D_Online - PC and Mac Standalone [E=SEcE
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win
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’5‘5"‘15““ D] Target Texture None (Render Textur| ©
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| Clear || Collapse | Clear on play | Error pause Open Editor Log ¥ || Login Fail (Script) £,
Script LoginFail o

Background Texture [ SpaceShooter o

— ~ B .4°N [LoginFaill 1] Scene

-~ FH [LoginFail.cs A, A EIEES [Main Camerd, IAH L GUI E7Rx— [Try
Again) BfEH, xR NS EE] [TMainMenu) Scene  SEXE A IR

/1 LoginFail.cs

using UnityEngine;
using System.Collections;
public class LoginFail : MonoBehaviour {
private string instructionText="Login Fail!";
private GUIStyle NormalText;
publicTexture backgroundTexture; Ithas bee nassignedin UNITY3D's IDE.
void Awake()
NormalText = new GUIStyle();
NomalTextfontSize =32,

NomalTextnormal.textColor=new Color(1.0f,1.0f,1 (0f1.0);
}

void OnGUI()
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GUI.DrawTexture(new Rect(0, O, Screen.width, Scre en.height),backgroundTexture);
/' Label
Rect R1=new Rect(53/480.0f * Screenwidth, 72.0 /320.0f * Screen.height,
260.0f/ 480.0f* Screen.width,
80.0f/ 320.0f * Screen.height);

GUILabel(R1, instructionText,NormalText);

I'bution

Rect R2=new Rect(82.0f/ 480.0f * Screenwidth,
130.0f/ 320.0f * Screen.height,
100.0f/ 480.0f* Screenwicth,
50.0f/ 320.0f * Screen.height);

if (GUI.Button(R2, Try Again?){
Application.LoadL evel("MainMenu");

=~ NP R A HAF B background Texturds e BIRY, 72 b FATIS 1H 45 -5 = 1 i AH 7] 10 5 5 &
[ SpaceShooter

/g~ £ [T ] — [Build Settingd ik [Add Current, & [LoginFaill Scenelll\ [Build In
Scend H.

[LoginFail] Scene it 7e k.
BARSRETIE

BAEFRAT AR W N5 R AT b2 1, At T i iiE — R E R EEE, N
TAEFRA TR AR Y B 1 50 F 4 H AT 5 RS IHLIIRES . ArcaletGame 23 7R i3 i i
OnStateChangedif, T & # 1] LME i ArcaletGamesf % H1 i onStateChanged  J& P 5 345 & F4t
ACFRRRRE, AR E T € OnStateChangedi {45 ) agee IS :
/'l agcc.cs

.

public void ArcaletStartup(string userid,string pas swd)
{

ag=new ArcaletGame(userid,passwd,gguid,sguid,geert );
this.userid=userid;
ag.onCompletion=OnArcaletl aunchCompletion;
ag. onS at eChanged=nAr cal et S at eChanged;
ag.STALaunch();
ArcaletGameHaslaunched=true;
}

voi d OnArcal et SateChanged(int state,int code, A cal et Gane gane)

11 FREEE SRR
Debug. Log("Sate: " + state. Toring());

}
OnStateChangedt] state 2% FH Sk 45 75 Ui 3R 5 Rk 55 28 2 AL BOAR A, FRATT W] DAAE & 0
ArcaletGamet} R FPIRAS, TEHFAR IEH 8 213 BN FIFR R 55 23 L F2 4, ArcaletGameT ) iRA <

6
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ARAAZ K 6001, [FII 2 fil . OnCompletions £}

Note
DUG QR EATHEE [ArcaletGamer RS |, #RIHZ OnStateChange@i 4 (FPRAAAS, B AR DIRA 1L THE
BUIRES 1, 3533 BAT AL SCrp

PLF /& state S8 :

state (IRZSCHL) Tt

0 NN

100 TEZEEHL

200 CUERAL

300 O 58 AR T

400 oEAN

500 kAR NI 5t

600 L HE N X 1) T 1 3 5

901 FESCEAR I R AE AR ZE, 240 code N RGUHTIRTY
902 FEIRHAR I R AL RTTIZE, S0 code N RGH IR
903 ST WX 28 Jo B R AR BRI T 2R, 30 code N R GiAE RS
904 BRI A 2 S A B R

905 FEIR R I R A 2R e 2 B R R
906~999 RAELEHR, 28 code NEHUHERID

112k OnStateChanegedi il & I PR ZACHD A OXX, FRom 5 IR AL A E R 1, AEHRAL
PRt s g5 i, BATRAZIE AR AR BN U R A BT K Pk
B RHLRIR

BB AL R Ot & RGN AR TR AL FE Aok AR 55, RIS N 1003 500, BEALAR
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TE, EERRTIES LR, REEE T I RIE, EBSE T [ERERL 4%
Hl.

ML) A0 72 BN TR ATk D A0 B T, 241 FAT 1R H OnCompletiongi£F1#1 2%
HURT AW A LRI, an SRR LR WO ¥ 3 5e 4% 46 2 [ LoginFaill  Scene HILIFATH
ZLLL OnStateChang@ AR EE [IEHLRI ] HRIRSL

MR C A IR AT, WA RSS 4 C AN, XI5 R AW AR, WERAR 7L 2
FAHULE AR, FrLAIRATAE OnStateChangei{ AL BRAR 5 il E—BAR e AU, 2RSSR
T 900 R AWK G, XIS R IATE ] [Login Faill 5%, AL R C A BRI

/'l agcc.cs

(WL
public void ArcaletStartup(string userid,string pas swd)

{
ag=new ArcaletGame(userid,passwd,gguid,sguid,geert
this.userid=userid;
ag.onCompletion=OnArcaletl aunchCompletion;
ag.onStateChanged=OnArcaletStateChanged;
ag.STALaunch();
ArcaletGameHaslaunched=true;

>

}
void OnArcaletStateChanged(int state,int code, Arcal etGame game)

{
I TR A
Debug.Log("State: " + state. ToString();
if (state>=900) {
Appl i cation. LoadLevel ("Logi nFai | ");
ag. O spose() ;

BEARIN
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WURE &N T B T FE R R 7 R L 3, B CABRATT 1 B — U A 6 B RS 48

4, BEERAHSH, R4S 528 T B, 24800 [1] 558, ST
8% S 1/Z82/ - /ZH n

KRB N T R EIUE AT LUR BRI i (Parse) A <l RI T B G AL PR jS i i & 1 b £

ERES AR ZIN

R BNRIN G — a2 TR T BB R 3 K)T, BN ELIEE [HRNIKS .

74, arcalet IR 528 X TR BNFIBNLER 25 T — AME— FIFR RS, FRZ A poid. poid # 17

JAE ArcaletGamertt R (1) poid JEMEH, FTRARRATHE [FRT | BHUE E SUSIX MET

new:poid/userid

RUONBEAEGNRINE L ZNE W [3HKT | WE, FrelIRATEE OnCompletion 4 4b 2 8 5K
OnArcaletLaunchCompletion() H Ll ag.send() fLIEX MRS :

/'l agcc.cs

(.
void OnArcaletl aunchCompletion(int code ArcaletGame game)

if (code=0){ // 55l pre8)
Debug.Log(login OK');
I SR Rk T
ag. Send("new " +ag. poi d. ToS ri ng() +'/ " +useri d);
}
else{ / RIS
I BB

Debug.Log(login fail, code="+code);
Application.LoadLevel("LoginFail"),

(.

ArcaletGametf & H(#) send() B AT LK IREAEE R KT, WERNRENER S, ArCAIRA145
RS AR fRE 2.

Note

MEXBNFEIEE Tnewl f84HE, HEFWRZANREZZMA 2RI, FRATK SAER BRI A S TR .

PP ORI E P R B HEANWER L3 E R, BERIATIT 58 Ao L2 L 28 — A2t ANk 3

FPRRTEAEE, BRRIHIEENTR)E S PR —MRE B L RT, HR B E N [

reEIEE | WUREA NN, R H TS BCE TR B8, t sl DAb At br X oy F45 % 7 .

RATTEITER A, WARE S ER, (HR A5 & M 24 A& fa ki aB B R DL, A R BT A
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B2, WUEHRBCH BEEN Y gt Ga R RS, F TN B ARG A IO T R A
BUETTR T, KK, SRAMATIAERNTCE L BT, Stttk A, BrbUZFEr
B AR /T

BUEBATEA 21 arcalet i d5 & 10— MRFRIIAE [¥0E S EWBZOIRE |, BATHT LUEL X/ hfg
EEGRFIRSEBOY [0], BRI IRIE R B IEALA B 115, KR E RS
AERATIREEN T0) MIBZ T LT o 7, R HArsoa B8, IR g BHEE cie v T
7, MRK), EREERCEAAL, WA —BEF .

BUSCIRAS 2 i T R B AR BT AR PP A T BOE 1, Dix HAEBUE B CRPIRES, (B2 R LIRSS
WA EE M H AT & RS ER AR

RBCIRSE AW BT A] LI XS method:

ArcaletGame.FindPlayersByStatus(int datus OnCallCompletionWithData b, object token);
EHMWNZH satus 5 cb, H— NS statusE AR KPIRSE; 5 2% cb 72 callbacksi 5,
FindPlayersByStatus() /745 o WP/ s 45— B token T2 KA 3% 5 I WP
KK, EEFAZELEL cb . cb & XT:

chint code, object obj,object t oken)

24 code N EWEIR, 0K, it DB G ISENDE JF 0 Fon R (Bt 24K
AR A IR R, WK RT & HIBe 55 BIRAESE — NS4 obj; FFIY FindPlayersByStatus()
Pttt NHIZ 5 token WU R 3t AN A 1% 21 AR 55 =24 token.
obj I FLSEALAN List<HashTable> AT A5 & R A E AP S A XA List  H. HashTable
WA Key: [userid | 5 [poid |, HH userid ZItEIKS, poid ZILEXHIF N ID.
e, BATEESE AGCC Xt R I - —4> public 2 & isMaster W15 5E H AT REA L4548,
AT EAEH] setPlayerstatus() B H CHPREBOY [0), Wl k5 & & A A SN H
Wk EFEE, IR isMaster B4 true , IXFEFLSER T BN A BB E Bk EREE TAET .
DA AT 58 U agecli AR 7 AR D

/'l agcc.cs

(B

publ i c bool ishaster=false;

void OnArcaletl aunchCompletion(int code,ArcaletGame game)

if (code==0){ / R U
Debug.Log('login OK™;
I YRR Rk
ag.Send("new:"+ag.poid. ToString(+"/*+userid);

I REEENEHEE

I REEksaus A0 KRB, HGE|, mefIERE, K HH
ag. FH ndM ayer sByS at us( 0, FH ndMast er Gal | back, nul 1) ;

10
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else{ // IRHIZRI
I NPT
Debug.Log('login fail, code="+code);
Application LoadLevel("LoginFail’);
}
}

/1 st at us K0 RELF
voi d F ndMast er Gal | back(i nt code, obj ect s, obj ect token)

Bool Found;

if (code==0) {
Li st <Hasht abl e> p=(Li st <Hasht abl e>)s;
/1 FEEIILI st R, RnBeRiREl
if (p.Count=0) Found=fal se;
el se Found=tr ue;

}
el se {
Found=f al se;
}
if (Found) {
/1 BRBEEE BB st at us=0 KEER)
el se {
11 BARBREE( HRBst at us=0 KB
11 AR HRIE st at us BERO)
/1 XREFHAAEERSRTA F ndPl ayer sByS at us SRSHRIEE
ag. Set P ayerSatus(0,null,null);
| BAEERIENGSE
i shast er =t rue;
}
11 LA T

11 EEEENIRNI evel 1
Application. LoadLevel ("Level 1");

(.

Note

T IROT M, BRI AR R E Win 5%, TH18EX Projectile.cs X ATFR P AR B -
if (Player.Score>1000) Application.LoadLevel(2);

1-4 AEHE

11
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