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Protobuf 4%/ Protocol Buffers, €& —FiR Al I G B A7 i i =0, mTLAHI T4
Pt s ep AT AL, ARE S A A7 i 2 RPC i A2 #ekg 2o Protobuf W TE IR ML Edifr
i U RS 5K BT R W RIS Sk Bl 20, H it 7 C++. Java. Python.
CHEZMTE T APL. Protobuf J& Google JFUs P I S P HAG T H, 22211 W 2% i X )
HEE R o AT XML SCEEFRI Json SCAF, "ETERERELF, R &, MG hitp://code.
google.com/p/protobuf/downloads/list I 1] LA~ %k Protobuf HIYEACHY, & iS04 X EL.proto A4~
J&t o A TABET RS i BRAR AT AT J5 8, 1 Tt i o 255 22490 1) 5 208 KK UF

4.1 Protobuf iH B Z#KENX

] Protobuf 7€ SUiH B 45 M RIS B S 22 0] B HAB L4 K . Protobuf i€ ST R B 20 —A
FBAGML, BT CHEFTMEN, BB —E Mg, e B required. optional.
repeated —MEMIFF
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4.2

required BT R — AT BL o WA T RIETT, FERIRT B2 AT s EAZ T
BUOME, X7, DR N T BN R RIE A WA required FHBEL
F IR required BN S 5 R mBIE R, SEWHEHES.

optional EIMIFFR/R—NATIEF Bre WA T RIETT, ERIEH RN, AU e £
(R0 B AN EZ T B o R T80T S A SR R4S VU3 ) G S Bt A T A N R AL B
WRTCE], W 2% B T AL T BOEH AL B . BT optional 7 B IR,
TR 22 B VE THRRAS A4 5 RS I ) 7 B e — WL optional “FB, IXFEZRICA TG
IR Al v] LS B ATl A, AN B i A B om &, BEA IFAS & 4
AN AR TR EERTI DI RE, DR n] DU 4 T R

repeated KN IZT- BT LA 0~N AN oo s . HAFPEAT optional —#F, {H&SRF— X0 LIy
T EZME. EA LB AE AL N (B List SR EH . TR SRR, 2
W8 SO AR, XL A M R AR % ) i A IR 85 h o FH 3, i DA 25
— B AT Bl T o ILAERE Bl RS F P ERAEAE ) Unity 513 TF R, It LU S Sk R 22
e CHES o N IS MR SOFIR IR o

‘%5 Protobuf &5#{k

WA 26831 JEL PR s SOEL RS A Json SCPF L ZEISCPF B F € iRk . BLLEAEH] Protobuf
58 SH B GRIRIN 2 wlBOROB S , &8 B ST AE U3, Xt 2K Google $4H
T IR IR P A TR o AT LLSE R0 H TR I B4 KR A 24— T ISR B 45
VAR RE SCo AT AT L o0 28 3 XA i L PR S, DR P SE A (I B A (] JE A
REMEtE, & XA PR, Hrh message AR BT .
/IR B

message msgcharinfo

{

optional uint32 uaid = 1; //HF 1D
optional uint32 charid = 2; / /it ID
optional uint32 kind = 3; / /R
optional string name = 4; /T
optional string head = 5; //3:% 1D
optional uint32 level = 6; / /R
optional uint32 exp = 7; /1AL
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optional uint32 phypower = 8; //#BHi¥ih
optional uint32 leadership = 9; //4FHsic
optional uint32 friendnum = 10; //MA%ECE
optional uint32 gamecoin = 11; //UifAkEEi
optional uint32 diamond = 12; //Hifi%E

PA_Fo P kb se R M 0 e S, B idy SRR AR 1 id SRR R . eI SO
JE&44 4 proto. SRR IR REHR /E optional, WmtE LI, AT LLAHIA{E. protobuf H £
SE S ST JESOAR ST, IR %S F H RIS Unity TARE, Unity SEASVUNR, Rt %
R HAC R Unity o] YUSN I BIA CHSCPE . 25— M e gl 7, AW MR,

/ IR A BRI E S

enum enumGetCharRewardResult

{

Success = 0; [/ IRE A
SystemError = 1; /| BRGR
NewChar = 2; / /B G2

LG FIRIE LD enum EUHIM2ZESEIY, BLIEAG =00, M O CHa53 Java & SR,
Mg s SR 38 B AN T BAT A A58 i (B LA B 2542 common.proto SCAFE 1), ik,
fI1F 58 L— proto XA, W RFTR.

package clientmsg;

import "common.proto";

message C2SNameRepetition

{
optional msgcharinfo charinfo = 1; / /B
optional uint32 mapid = 2;
optional uint32 cityid = 3;

YR RRE— NS . 51T package clientmsg; %7 [ HR 30, HA SR CH+if
& CH#If) namespace 7y 44 % [H] . 25 — 47T import "common.proto"; %7 IRE 51 FZ S, H A& 75 22
FHENZSCPE e SR ZE AR, 140, message C2SNameRepetition 52 S A 25 17 1) optional
msgcharinfo charinfo = 1;5| F )& common.proto SCf4H € X 1) msgcharinfo [¥]45 1444, Protobuf
MRFIEFGI KRR, WA EUE H Protobuf i 5 & LUA ARG 1), SCAR5 SO )& w] LLH AR
SR, R ORIFAR AN 454 T R
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4__3 Protobuf %4 T ELHI{E

JEXIF T proto SCAFJE, W EFLIE] Unity & BERAE A SCARSCA, XA IT R A
L, DN EAERE R A SR AR i, B BRI s CHIA SO TR T 1
HVRRS B2 TH AT ZOR e T e T RG2S T DLFE R R 33, w2 O

GFETRE, EEARWE 4-1 s,

I

=

& common.xslt

& csharpaslt

|| descriptor.proto

| Licence.txt

%] protobuf-net.dll

%) protobuf-net.Extensions.dll
& protobuf-net Extensions.pdb
=] protobuf-net.Extensions. XML
& protobuf-netpdb

2| protobuf-netxml

=] protoc.exe

| protoc-license.txt

¥ protogen.exe

& protogen.pdb

& vb.slt

' xmlxslt

2

XSLT Stylesheet
HSLT Stylesheet
PROTO 3044

HREFTE

Program Debug...
BaiduBrowser H...

Program Debug...

BaiduBrowser H...
RAEE

Program Debug..

HSLT Stylesheet
HSLT Stylesheet

Fh

6 KB

36 KB
16 KB
1KB
137 KB
14 KB
28 KB

5 KB
426 KB
87 KB
1,573 KB
2 KB
1743 KB
82 KB
42 KB
1KB

@echo off
set tool=..\3Party\protobuf-net\net

T AERFR

PP R E S — MBS HAT proto HEEHHERAE . s BRI SRR SR AT
3Party\protobuf-net\net FIfl, fHlIER L HICAMT A 4 bat, HEALIE LA 523N 2500 R TR

rem
rem Support
set proto=common.proto

$tool%\protogen.exe -1i:%proto% -o:%proto%.cs -q

set proto=login.proto

$tool%\protogen.exe -1i:%proto% -o:%proto%.cs -q

set proto=begingame.proto
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$tool%\protogen.exe -1i:%proto% -o:%proto%.cs -q
pause

L5 4] set tool=..\3Party\protobuf-net\net 7 ¥ 42 7 SCAF T 7E H 3% set proto=common.
proto F R K& B proto SXAFE4 T %tool%\protogen.exe-i:%proto%-0:%proto%.cs-q 7% 7~ i
R ER H R T RE, K common.proto # 4k i common.proto.cs SCAF, MK HE. M FAT
€ X commo.cs J& A HISCHE, FHFISCHASS S RNZ ORI N ZE, R BHE proto STHEE
B 5 R4 A bat AHE RSO R 1. HPAT BRI 4-2 s .

=

£ EMHE =H Fh

|| begingame.proto 2014/11/5 14:49 PROTO 304% 3KB
#] begingame.proto.cs 2016/3/26 10:37 Visual C¥# Sourc... 28 KB
|| common.proto PROTO =044 19 KB
] common.prota.cs Visual C# Sourc... 132 KB
|| login.proto PROTO =044 4 KB
#] login.proto.cs Visual C# Sourc... 32KB
make-protobuf.bat 2016/3/26 10:28 Windows JAHE... 1KB

B42 HHEIHFEBD

make-protobuf.bat B PAT IHLACEEFEST, AT IR 25 a2 2L B 1) es SO, SRJEHF cs
SCAFHERLE] Unity 1 H > F 0. LA login.proto.cs SCAE A, AR cs SCA AWK 4-3 Fios.

using common;

-namespace clientmsg
{
[global::System.Serializable, global::ProtoBuf.ProtoContract(Name=@"c2s_login")]
- public partial class c2s_login : global::ProtoBuf.IExtensible
{
public ¢2s_login() {}

private string _name = "";
[global::ProtoBuf.ProtolMember(1, IsRequired = false, Name=@"name", DataFormat = global::ProtoBuf.DataFormat.Default)]
[global::System.ComponentModel.Defaultvalue(™™)]
public string name
{
get { return _name; }
set { _name = value; }

}

private string _pwd = "";

[global::ProtoBuf.ProtoMember(2, IsRequired = false, Name=@"pwd", DataFormat = global::ProtoBuf.DataFormat.Default)]
[global::System.ComponentModel.DefaultValue("")]

public string pwd

{

B 4-3 R cs IMHFTEBR

T RimE AT, AN A, AT RN 25 H common, NHIE iy 44 25 [ LA &
K, MR E AT RETE R T AN e a0 T BT partial, &8 T— AN JRiiB e,
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PSS AL VERA S — e, LRI D BULAN A, ARSI LA R IR s SCpbift, 4
KU B F partial (SRR, —RIVUBERIR, R A SCAPDS: e
il RE E1 S TRV, AR O S IR A R
L NAHEE A BUMMEBUER T partial 5. $5 F A4 F W Unity A

4.4 Protobuf 344 7E Unity FEYIZH

7t Unity "l € X1 Protobuf SCAH, 1 4 75 24 protobuf-net [ S {7% 3 Unity H3% T,
VRSO R B hl 2 . https:/github.com/mgravell/protobuf-net/tree/master/protobuf-net, 1 HJ5 3¢
PRI H R R T S0 Protobuf 75 Android Fi0S “F- & IR, AR fin] LLE A Google $2ALTT)
BB E, R Unity S RCR WK 4-4 Bk

XSG AR 58 BUS  T LA B H2 1 Protobuf YA H 1 FE R BT R SR AL T S .
PR AR es B SCPFE] Unity 1, ORI 4-5 s

licitFields

A 4-5 % pi#Y Protobuf &9 cs KA
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B RN H— T WTAE Unity "PAERE . B4R & PS5 /AR, 75 B SO A 5|
FHSK SO using clientmsg, 4R J5 2E R 1556 new — /NS, W R FioR.

clientmsg.c2s login msg = new clientmsg.c2s login();

SRJE R A A RUE, W R .

msg.name = Global.userInputName;
msg.pwd = Global.password;
messageContentlen += msg.name.Length;
messageContentlLen += msg.pwd.Length;

e ] UK 45 R A k38 B R S5 %% SendProtoBufMsg(msg, awnet); [, IXA£3A Protobuf
AT EEE R T, A B R A s

4.5 NG

—_—

Protobuf s Google JFUEI, ‘B4 T RAIACHI T HI4k . DA & SO BV A I, SR AT ) 2
HE Laittk, 3 RESRAEE RO, ARSI T, B umk s, 2% S8 Fiin
o JEWER T Protobuf WA YR TIXAN AR, Mssd w5 2E 0l B LRI AT o Protobuf
Pt T AL AN RE S 1 T H, ] DU C++. C#. Java 5. Protobuf iK)Z E&SEHL T
AR PP, TR T IEA, JEATE SsE.
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WX A R SC AR SN

JITAT TR R SR B ASTTF SCAS AT (N L, SCARSCA 22 7
S SRl BT IS R 0 R U R o v 50 AR AR U R BE VS A R 2 A
PR AR BB IR B, SRR A B AR SCA SO B PR IR SO
AR ARARE 2, WERIT A I SCIESREAT: XML 3CfFL Json TP
CHERISCAE S esv SUPFRL R E R SO SO o SUARSCPR RO I 7
SRAHCE, B S Sl AT/ RN esv SCAF IR AR,
YRR U] A PR A BN B8R S OSCA SO 1o SOAR S
&R A 5-1 s

N T B3 LB R TT A AL R SCASSCAE Rt BRg FOIN s T4 o Al
DR BT AT T B B SO IR ) zip SCPE S PR R4
Ja SCAE EAR B GEIIR 55 4%, )™ Bmds AT I L SCASCA (K0 FEAE A
R PRUIN S PR AR SCPE T RIAR L, B i AR AR e T A T R A, SRR
SCAERINAF GG, RRPARYE SO A AR U B e . BLE

R PAT LR

TEAT Gl 2L R A
At

AL RIS 2

& PUiEAT MR

& PSR IR

BRI £ A 47

(AN

SRR SCASC I, B FORE BRE ISR, gy B ARREAR
RO R B IF R Iz O LG, FlAKKEE csv LKL,
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51 BEXHHEN

csv SCIFHE excel FARFALTER M SCASCIE, BT AR RIH, K excel 3470 esv 13
HLTEHL T M excel B csv (AL, XpUREFE AT M SCAF . Bk L EEAER) Unity TREHZRA
LA, TSR LT AL esv B txt A8 o B esv SCPFA% T R .

Id,Category, PropId, PropName, CurrencyType, Price, UpgradePrice
11,1,1,%8¥,1,3300,0

1.2,1,2,%H,2,2500,0

1.3,1,3,%%,2,396000,0

14,1,4,9RN,1,2640,0

15,1,5%%K,2,369600,0

1.6,1,6,f%%,1,2970,0

1.7,1,7,$E,1,3300,0

18,1,8,KJ4,1,3300,0

AR AT REM L R, g R YE R IR BN ST BUE, ST BUEZ RIALE
SOREIT, TSI X AR B ARE . TBOTMEERE T, B ORBATERESL
PR

52 XHhnEiEN

PEFY 5 EE el I SEIL csv SO IR, AE3& L T SCASCAF (K A 22 W BE N AE IR, BT
LRI static FASERYSEILT A, W EWAIRZ R T SORSCAF R INE, R RER T —
NG TR L o SERE AR R TR

using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using System;

using System.IO;

using System.Reflection;

using System.Ling;
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/7R SO na
///Author : Jxw
///Time:2015/10/22

#if UNITY EDITOR

#pragma warning disable 0649 //FlBEikvs R

#endif

namespace BIEFramework.Manager {

public static class FileManager {

private static

/ [ESEE

private static
private static
private static
private static
private static
private static

nfo> () ;
private static
private static
private static
private static
private static
private static
private static
layerInfo>();

private static
private static
private static
private static
private static
private static
private static

/1 BAESEE

bool m bInitAssetBundle;

List<ArmorInfo> armorInfolist = new List<ArmorInfo>();
List<BumperInfo> bumperInfolist = new List<BumperInfo>();
List<CarInfo> carInfolist = new List<CarInfo>();
List<CarSkinInfo> carskinInfolist = new List<CarSkinInfo>();
List<NitroInfo> nitroInfolist = new List<NitroInfo>();
List<PerformanceInfo> performanceInfolist = new List<Performancel

List<WeaponInfo> weaponInfolist = new List<WeaponInfo>();
List<GuideGirlInfo> guideGirlInfolist = new List<GuideGirlInfo>();
List<SkillBaseInfo> skillBaseInfolList = new List<SkillBaseInfo>();
List<SkillModel> skillModelList=new List<SkillModel>();
List<SkillInfo> skillInfolList = new List<SkillInfo>();
List<NPCInfo> npcInfolist = new List<NPCInfo>();
List<DefaultPlayerInfo> defaultPlayerInfolist = new List<DefaultP

List<MapInfo> mapInfolist = new List<MapInfo>();
List<TaskInfo> taskInfolist = new List<TaskInfo>();
List<PropInfo> propInfolist = new List<PropInfo>();
List<DailyReward> dailyRewardList = new List<DailyReward>();
List<GoodInfo> goodList = new List<GoodInfo>();
List<DailyTask> dailyTaskList = new List<DailyTask>();
List<PopupInfo> popupInfollist = new List<PopupInfo>();

public const string dataFolder = "/data/";

private static bool isDataInit = false;

public static void Init() {
if (isDataInit) {

return;
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}

isDatalnit = true;
InitBundle () ;

public static void InitBundle() {
if (!m bInitAssetBundle) {
m bInitAssetBundle = true;
/ [ TRRESCA R

ParserFromTxtFile<ArmorInfo> (armorInfolist);
ParserFromTxtFile<BumperInfo> (bumperInfolist) ;
ParserFromTxtFile<CarInfo> (carInfolist);
ParserFromTxtFile<CarSkinInfo> (carskinInfolist) ;
ParserFromTxtFile<NitroInfo> (nitroInfolist);
ParserFromTxtFile<PerformanceInfo> (performanceInfolist) ;
ParserFromTxtFile<WeaponInfo> (weaponInfolist) ;
ParserFromTxtFile<GuideGirlInfo>(gquideGirlInfolist);
ParserFromTxtFile<SkillModel> (skillModellist) ;

ParserFromTxtFile<SkillInfo>(skillInfolist);
ParserFromTxtFile<MapInfo> (mapInfolist) ;
ParserFromTxtFile<TaskInfo> (taskInfolist);
ParserFromTxtFile<NPCInfo> (npcInfolist) ;
ParserFromTxtFile<DefaultPlayerInfo> (defaultPlayerInfolist);
ParserFromTxtFile<PropInfo> (propInfolist) ;
ParserFromTxtFile<GoodInfo>(goodList) ;
ParserFromTxtFile<DailyReward>(dailyRewardList) ;
ParserFromTxtFile<DailyTask>(dailyTaskList);
ParserFromTxtFile<PopupInfo> (popupInfollist) ;

public static void ParserFromTxtFile<T> (List<T> list, bool bRefResource = false) ({
string asset = null;

/RO R

string file = ((DataPathAttribute)Attribute.GetCustomAttribute (typeof(T), ty
peof (DataPathAttribute))) .fiePath;

if (bRefResource) {

asset = ((TextAsset)Resources.Load(file, typeof (TextAsset))) .text;
} else {
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asset = File.ReadAllText (Util.DataPath + file+".txt");

StringReader reader = null;

try {
bool isHeadLine = true;
string[] headLine = null;
string stext = string.Empty;
reader = new StringReader (asset);
while ((stext = reader.ReadLine()) != null) {
if (isHeadLine) {
headlLine = stext.Split(','");
isHeadLine = false;
} else {
string[] data = stext.Split(',');
list.Add (CreateDataModule<T> (headLine.ToList (), data));

}
} catch (Exception exception) {
Debug.Log ("file:" + file + ",msg:" + exception.Message);
} finally {
if (reader !'= null) {
reader.Close() ;

private static T CreateDataModule<T>(List<string> headlLine, string[] data) {
T result = Activator.CreateInstance<T>();
FieldInfo[] fis = typeof (T).GetFields (BindingFlags.Public | BindingFlags.Ins
tance) ;
foreach (FieldInfo fi in fis) {
string column = headLine.Where (tempstr => tempstr == fi.Name) .FirstOrDef
ault();
if (!string.IsNullOrEmpty(column)) {
string baseValue = datal[headLine.IndexOf (column)];
object setValueObj = null;
Type setValueType = fi.FieldType;
if (setValueType.Equals (typeof (short))) {
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setValueObj = string.IsNullOrEmpty (baseValue.Trim())
Convert.ToIntl6 (baseValue) ;
} else if (setValueType.Equals (typeof (int))) {
setValueObj = string.IsNullOrEmpty (baseValue.Trim())
rt.ToInt32 (baseValue);
} else if (setValueType.Equals (typeof (long))) {
setValueObj = string.IsNullOrEmpty (baseValue.Trim())
rt.ToInt64 (baseValue);
} else if (setValueType.Equals (typeof (float))) {
setValueObj = string.IsNullOrEmpty (baseValue.Trim())
rt.ToSingle (baseValue) ;
} else if (setValueType.Equals (typeof (double))) {
setValueObj = string.IsNullOrEmpty (baseValue.Trim())
rt.ToDouble (baseValue) ;
} else if (setValueType.Equals (typeof (bool))) {
setValueObj = string.IsNullOrEmpty (baseValue.Trim())
onvert.ToBoolean (baseValue);
} else if (setValueType.Equals (typeof (byte))) {
setValueObj = Convert.ToByte (baseValue) ;
} else {
setValueObj = baseValue;
}
fi.SetValue (result, setValueObj);

}
return result;
}
public static ArmorInfo FindArmorInfoFromId(int id) {
ArmorInfo data = null;
data = armorInfolList.Find(x => x.Id == id);
if (data == null) {
Debugger.Log ("Error : Not Found In ArmorInfo. ID :" + id);
}

return data;

public static List<ArmorInfo> FindarmorInfoList () {
return armorInfolist;
}

///<summary>

/1R FABERRISCE

(short) 0

0 : Conve
0 : Conve
0 : Conve
0 : Conve
false : C
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///</summary>
[AttributeUsage (AttributeTargets.Class, AllowMultiple = false, Inherited = false)]
public class DataPathAttribute : Attribute {
public string fiePath { get; set; }
public DataPathAttribute(string fiePath) {
fiePath = fiePath;

AR R g S SR A B BT o NSRS, A WIS T SOR S I S R AR
PIR, SCRSCARAT RS gL — iR, n] DORIRAT (0 e s SO S5t i, M
RIGHIE SO TAAE SRS List R, FIRFMGHIRSAE T g KK, ST
IEERaI) U

private static List<ArmorInfo> armorInfolist = new List<ArmorInfo>();
private static List<BumperInfo> bumperInfolist = new List<BumperInfo>();
private static List<CarInfo> carInfolist = new List<CarInfo>();

private static List<CarSkinInfo> carskinInfolist = new List<CarSkinInfo>();

SCPEAFRR BB RE SCUF T 5 35 R B, RSO, U e K

public static void InitBundle ()

£ InitBundle() b8 £ F T WRE SCASSCAT (1 b B

ParserFromTxtFile<ArmorInfo> (armorInfolist);

ParserFromTxtFile BRALMIE R IR ECE TN N A A7 R T e SLUFrB IR

ParserFromTxtFile BRACKH T BRI E X T7 WA BW TR,

public static void ParserFromTxtFile<T> (List<T> list, bool bRefResource = false) {
string asset = null;

/ /RECCA AR
string file = ((DataPathAttribute)Attribute.GetCustomAttribute (typeof(T), ty
peof (DataPathAttribute))) .fiePath;

if (bRefResource) ({
asset = ((TextAsset)Resources.Load(file, typeof (TextAsset))) .text;

} else {
asset = File.ReadAllText (Util.DataPath + file+".txt");

StringReader reader = null;

e 58 e



B6F M BISIAX IR

try {
bool isHeadLine = true;
string[] headLine = null;
string stext = string.Empty;
reader = new StringReader (asset);
while ((stext = reader.ReadLine()) != null) ({
if (isHeadLine) {
headlLine = stext.Split(','");
isHeadLine = false;
} else {
string[] data = stext.Split(',');
list.Add (CreateDataModule<T> (headLine.ToList (), data));

}
} catch (Exception exception) {
Debug.Log ("file:" + file + ",msg:" + exception.Message);
} finally {
if (reader !'= null) {
reader.Close () ;

}
XA BB A A0 INBOFRRE csv SCIFROARS, SR It — 47— AT IO 3K
T R SO SR AR R E S

public class CombatInfo {
#region HAMEHHET
[System.Serializable]
[DataPath (FileManager.dataFolder + "weapon") ]
public class WeaponInfo {
public int Id;
public int Type;
public string Name;
public string Description;
public string Resources;
public string Quality;
public int Attack;
public int UpgradeAttack;
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public int Magazine;

public int Range;

public int Speed;

public float Rateoffire;
}

#endregion

#region PREGATEHHEIT
[System.Serializable]
[DataPath (FileManager.dataFolder + "bumper") ]
public class BumperInfo {
public int Id;
public string Name;
public string Description;
public string Resources;
public int Damage;
public int UpgradeDamage;
public int Defence;
public int UpgradeDefence;
public int ParryHurt;

#endregion
he@mn%@ﬁﬁﬁﬂ
[System.Serializable]
[DataPath (FileManager.dataFolder + "armor")]
public class ArmorInfo {
public int Id;
public string Name;
public string Description;
public string Resources;
public int Defence;
public int UpgradeDefence;

#endregion

#mgbnsMpﬁﬁﬁﬂ
[DataPath (FileManager.dataFolder+"shop") ]
public class GoodInfo({

public string Id;
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public

public

public

public

public

public
}

#endregion

string Category;
string PropId;
string PropName;
int CurrencyType;
string Price;

float UpgradePrice;

#region JRAHHHEIT
[DataPath (FileManager.dataFolder + "car")]
public class CarInfo {

public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public

public

int Id;

string Name;

string Description;
string Templat;
string Quality;
string Resources;
int Control;

int MaxRpm;

int Tire;

float TireRadius;
int Engine;

int Turbine;

int Drivetrain;
float DrivetrainRatio;
int Nitrous;

int SkinId;

string CarSkin;

int[] CarSkinIds {

get {

}
public

string[] strs = CarSkin.Split(';'");

int[] result = new int[strs.Length];

for (int i = 0; i < strs.Length; i++)
result[i] = int.Parse(strs[i]);

}

return result;

int WheelSkin;

E5F
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public int HP;
public int NPCHP;
}
#endregion
[DataPath (FileManager.dataFolder + "performance")]
public class PerformanceInfo {
public int Id;
public int Type;
public string Name;
public string Description;
public string Resources;
public int AddMaxRpm;
public string Resources?2;
public string Resources3;

& ) [DataPath(FileManager.dataFolder + "weapon")] & 7~ B J& 3C A 3C 14 T 46 % 12,
FileManager.dataFolder nJ D& SOl A7k, 642 T 2 a5 R i A B, 7Eqd I nT
PIH 1S FileManager A H CL B 3807 4 TR AT SEEL,  Hedn List<ArmorInfo>=FileManager.
FindarmorInfoList() iJ LSRR SCAF 2, n] Dol i 3 1d sRECEI S —F00AE, 75 Lh i ey
ArmorInfo info=FileManager.Find ArmorInfoFromlId(id) °] LASREX 23— 1T H){E, @EAEFRHAE
WO, SCRSCAF NI GE . #h78— T, DataPath ¥ 1% w SCRARYE O I R BT,
R s

[AttributeUsage (AttributeTargets.Class, AllowMultiple = false, Inherited = false)]
public class DataPathAttribute : Attribute ({
public string fiePath { get; set; }
public DataPathAttribute(string fiePath) {
fiePath = fiePath;
t
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/ /OBFS M5
private static string OBFS (string str)
{
int length = str.Length;
var array = new char[length];
for (int i = 0; i < array.lLength; i++)
{
char ¢ = str[i];
var b = (byte) (c * length - 1i);
var b2 = (byte) ((c >> 8) ~ i);
array[i] = (char) (b2 << 8 | b);
}

return new string(array);

//SHA512 fnassays:

public static string GetSHA512Password (string password)

{

byte[] bytes = Encoding.UTF7.GetBytes (password) ;

byte[] result;
SHA512 shaM = new SHA512Managed();
result = shaM.ComputeHash (bytes) ;
StringBuilder sb = new StringBuilder();
foreach (byte num in result)
{

sb.AppendFormat ("{0:x2}", num);
}
return sb.ToString();

}

DA PSSR SEIN T SCARSTAT N, BREI S EUR I R # B o XINFrr R, RETEZ
A H ISR F e SN A AR OB A R R TR AR SO . N T G S, I HO
il OBFS M%E#E SHAS12 RO SCHRHT N, R Bl 23 I 1t 74 |, R 8 FH R 4
SaveConfigXMLTOZip % SCAFREAT 4 ins o %5 Y. 1 e B0E A) W R s

private const string configurationFile = "config.txt";
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private const string localizationFile = "translations.txt";
private /*const*/ string configurationZipPwd = OBES ("~0; ol (wl0");
private /*const*/ string configurationZipPwd = GetSHA512Password ("5l 54 BH X — VLwi
nEgen);
#if UNITY EDITOR
protected void SaveConfigXMLToZip ()
{
using (ZipFile zipFile = new ZipFile (Encoding.UTE8))
{
zipFile.Password = configurationZipPwd;
zipFile.AddEntry (configurationFile, configuration.bytes);
zipFile.AddEntry (localizationFile, localization.bytes);
string zipPath = Path.Combine (Application.persistentDataPath,
configurationZipFile) ;
LogTool.Log ("Saving configuration in \"" + zipPath + "\"");
zipFile.Save (zipPath) ;

}
#endif

SCPER ISR AE g AR T, RIS AT I 2 SOR SO AR, (RN L0 8 1 S A A 2
FEREJA BN , SEIE BRI 5548 N BOCAFIARAS 5 B AL RRA S 0 B, oo T B 2K SOA
A

#region Coroutines
IEnumerator DownloadVersionFile ()
{
Asserts.Assert (!downloadingVersionFile) ;
downloadingVersionFile = true;

WWW versionLoader = new WWW(configurationZipURL + versionFile + "?nocache=" +
Environment.TickCount) ;

while (!versionLoader.isDone)
{

yield return new WaitForEndOfFrame () ;

if (versionLoader.isDone && string.IsNullOrEmpty (versionLoader.error))
{

versionString = versionLoader.text;
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}

else
versionString = version.text;

versionLoader.Dispose () ;

LogTool.Log ("VERSION NUMBER: " + versionString);
downloadingVersionFile = false;

PlayerPrefs.SetInt ("last vn", lastVersionNumber);

EOR I WWW R, e BEBIRSS & T REOSCASC T, B OR MBS AR, PR
ARRSETR 7R o

IEnumerator DownloadZip ()

{

Asserts.Assert (!downloadingZip) ;

downloadingZip = true;
WWW zipLoader = new WWW (configurationZipURL + configurationZipFile + "?nocache=" +

Environment.TickCount) ;

while (!zipLoader.isDone)

{
if (stopDownloading)

{

downloadingZip = false;
stopDownloading = false;

LogTool.Log ("Download configuration STOPPED!");
yield return new WaitForEndOfFrame () ;

if (zipLoader.isDone && string.IsNullOrEmpty (zipLoader.error))

{
LogTool.Log ("**** PELLE: DOWNLOADING ZIP COMPLETED! Duration: " +

(Time.realtimeSinceStartup - startTime));
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using (FileStream fs = new FileStream (Path.Combine (Application.persistentDataPath,
configurationZipFile), FileMode.Create))

{
fs.Seek (0, SeekOrigin.Begin);
fs.Write (zipLoader.bytes, 0, zipLoader.bytes.Length);
fs.Flush();

zipLoader.Dispose () ;

if (!downloadingZip)

{
LogTool.Log ("Download configuration OK!");
yield break;

}

else
LogTool.Log ("Download configuration OK, configurations will be loaded from new
zip!");
}

else

{
zipLoader.Dispose () ;
downloadingZip = false;

stopDownloading = false;
yield break;

if (!dataloaded && !stopDownloading)
this.TryLoadingXMLsFromZip () ;

downloadingZip = false;
stopDownloading = false;

B Ji U R R A SO I LR SO SCIE, s BRI R s

protected void TryLoadingXMLsFromZip ()

{
string zipPath = Path.Combine (Application.persistentDataPath, configurationZipFile) ;
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if (!File.Exists(zipPath))

{
LogTool.Log ("Configuration not found!");
this.ParseConfigXML (configuration.text, false);
this.ParseLocalizationXML (localization.text, false);

return;

using (ZipFile zipFile = new ZipFile(zipPath, Encoding.UTF8))
{

zipFile.Password = configurationZipPwd;

ZipEntry xmlConfEntry = zipFile[configurationFile],
xmlLocaleEntry = zipFile[localizationFile];
if (null == xmlConfEntry || null == xmlLocaleEntry)
{
LogTool.Log ("Downloaded configuration INVALID!");
this.ParseConfigXML (configuration.text, false);
this.ParselocalizationXML (localization.text, false);

return;

using (MemoryStream ms = new MemoryStream())

{
xmlConfEntry.Extract (ms) ;
string xmlText = Encoding.UTF8.GetString (ms.GetBuffer(), O,
ms.GetBuffer () .Length) ;

this.ParseConfigXML (xmlText, true);

ms.Seek (0, SeekOrigin.Begin);
xmlLocaleEntry.Extract (ms) ;

xmlText = Encoding.UTF8.GetString (ms.GetBuffer(), 0, ms.GetBuffer().Length);

this.ParselocalizationXML (xmlText, true);

PP SCRSCAE NE S 55 1, ORI I 5-2 P
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Default

1

52 IAHEE

SN A S B %, SRData Loader B2 FE /7 1 INEUHA, SXFERETE)E 8)
o MBI S5 4% N8 ARJE RS A7, e RS R s

new void Awake ()

{

SRDataloader.Instance = this;

#if UNITY EDITOR && !UNITY WEBPLAYER
this.SaveConfigXMLToZip () ;
#endif
dataloaded = false;
downloadingZip = false;
stopDownloading = false;

startTime = Time.realtimeSinceStartup;
lastVersionNumber = PlayerPrefs.GetInt ("last vn", 0);

this.TryLoadingXMLsFromZip () ;

#elif !UNITY EDITOR
if (Application.internetReachability != NetworkReachability.NotReachable)
{

this.StartCoroutine (this.DownloadVersionFile());

this.StartCoroutine (this.DownloadZip()) ;

}
#endif

DontDestroyOnLoad (gameObject) ;
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