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INTRODUCTION

English is not my first language, so if you do not understand what | mean, please contact me and I will try my best to assist you.

This manual was created to give the user a better understanding of ICWM. The Asset and its features will be discussed below.
ICWM consists of 94% C # code. Users who know the basics of this programming language or similar languages will easily
understand the logic of the Asset. Initially, it was planned to create only a modding system, but in the end, it became clear that it
would be difficult to implement the relationship between the inventory and the modding system, therefore, they were combined into

this single Asset.

The Asset has its own set of requirements outlined below, and not following them ban lead to bugs occurring with ICWM. In the
future, they will be simplified to automatism. This is a difficult task, because the entire logic of the system needs to be rebuilt.

The Asset code is commented in sections where it is often not clear what the code is doing. The simpler code sections are left
uncommented, as basic code knowledge is all that is required to interpret the functionality.
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BEFORE STARTING

On the second screen, you see the screen resolution that was tested.

he 3
| Maximize On Play | Mute Audio | Stats | Gizmes *

Free Aspect

5:4

4:3

3:2

16:10

16:9

Standalone (1024x768)

10x10

¥ 1920x1080
1024x1024 (1024:1024)
2048x1152 (2048x1152)
3200x1800 (3200:1800)
1024x576 (1024:576)
1600x900 (1600x900)
2880x1800 (2880x1800)
1024x768 (1024:768)
1280x720 (1280:720)
1366x768 (1366:766)
1280x760 (1280x760)
1152x768 (1152x768)
2560x1440 (2560x1440)
L)
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When you downloading an asset, you will have a folder named AssetiCWM:

. AssetiICWM
Open it:
DocumentationManual&ndLinks 16.02.2019 15:24 Manka c daidnamn
GamePrefabs 5.02.2019 18:47 Manka c gainamm
ghtmap 30.08.2018 19:33 Manka c daidnamm
Inventory 16.02.2019 1117 Manka c dainamn
Mesh 17.02.2019 14:52 Manka c gainarn
ModdingPrefabs 16.02.2019 1700 Manka c daidnamn
Resources 30.08.2018 1%:33 Manka c gainamm
SCEMESToExpore 16.02.2019 11:30 Manka c daidnamn
| | DocumentationManualAndLinks.meta 27.09.2017 22:52 ®ain "META 1 KB
| | GamePrefabs.meta 20.03.2017 20:42 ®aiin "META' 1KBE
| | ghtmap.meta 8.03.2017 1:23 Paiin "META' 1KB
< ICWM_Carfodding.unity 16.02.2019 11:10 Unity scene file 42T KB
|| ICWM_CarModding.unity.meta 19.11.2017 17:00 Maiin "META' 1KB
Q [CWM_Inv_EFT.unity 16.02.2019 17:00 Unity scene file 227 Kb
|| ICWM_Inv_EFT.unity.meta 07.11.2017 23:44 ®aiin "META' 1KB
2 [CWM_Inv_RE4_Original5tyle.unity 16.02.2019 12:08 Unity scene file 103 KE
|| ICWM_Inv_RE4_OriginalStyle.unity.meta 07.11.2017 23:44 ®aiin "META' 1 KB
Q [CWM_lnv_RE4_VooStyle.unity 16.02.201%9 12:09 Unity scene file 105 KB
| | ICWM_Inv_RE4_VooStyle.unity.meta 07.11.2017 23:44 ©aiin "META' 1 KB
| | Inventory.meta 29.04.2017 15:27 Maiin "META' 1 KB
| | Mesh.meta 28.04.2017 22:38 ®ain "META 1 KB
|| ModdingPrefabs.meta 05.02.2019 19:50 ®aiin "META' 1KB
| | Resources.meta 12.11.2017 16:28 ®ain "META 1 KB
< SampleScene.unity 16.02.201912:13 Unity scene file 160 KE
| | SampleScene.unity.meta 15.06.2018 8:58 Paiin "META' 1KE
| | SCEMESToExpore.meta 18.11.2017 1701 ©aiin "META' 1 KB
Where:
1) DocumentationManualAndLinks — documentation;
2) GamePrefabs — all game prefabs;
3) ghtmap — baking of lightmap;
4) Inventory — everything that is necessary for this asset (consider later) (scripts, icons, materials...);
5) Mesh — all game prefabs, textures, materials;
6) ModdingPrefabs — all game prefabs, with witch the inventory interacts;
7) Resources — some material for the menu in the top panel and scripts;
8) ScensToExplore — scenes to study the characteristics of the Asset individually.
Inventory:
. Effects
Prefabs
Scripts
Effects.meta
Prefabs.meta
Scripts.meta
Where:
1) Effects — here all the icons, textures, materials that are used in inventory and modding
2) Prefabs — all prefabs that are necessary for the operation of the asset

3) Scripts — scripts

HOW TO GET STARTED?

After running Unity scene (EFT _Inventory):
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€ Unity 20183082 Persor

nal - ICWM_Inv_EFT unity - TestDemoScene 2017 - PC, Mac & Linux Standalone <DX11>

File Edit Assets GameObject Component AssetStoreTools ICWM Window Help

(O [ S X FElZ| [ et | Sl T
= Hierarc cene

ierarchy O In:
reate =|  GAT

spector

All Prefabs

¥ il Assets
v

» @ Documentatio

nManualAnd

M Activate Rays

g < & < -

-

& ghtmap
» & Inventory
» i Mesh

SCENESToExpore ICWM_CarModdi.  ICWM_Inv_EFT  ICWM_Inv_RE4_. ICWM_Inv.RE4_.  SampleScene Switcher

» & ModdingPrefabs
& Resources

& Resource:
S8 SCENESToFxn

ore. b

Consider in more detail the window with a hierarchy:

Where:

1)
2)
3)
4)
5)
6)
7)
inventory.

v & ICWM_Inv_EFT -
I Directional Light
1 EwventSystemn
> PP_RenderScene
b UnlockArea
¥ & Inventory_EFT
b WeaponMaodding
b EFT_Inventory
B Menu
» [ JHUD
P 1st
[ 2 3rd
b b Rootltems

The elements PP_RenderScene u UnlockArea described in the Unlock System documentation;
WeaponModding — here everything happens that is connected with the modding of weapons;
EFT_Inventory — here everything happens that is connected with the inventory;

Menu — base menu (Press “Esc” to activate);

HUD - simple version HUD;

Player (1st — 3rd) — our player(FPS and TPS);

— o X
[Gcotab - J{ © [ Account - | {Layers -] [Layout -]
lghting B Occlusion 2.

Rootltems — all the items that are in the scene, and also there will spawn all the items that were thrown out of the
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Directional Light
EventSystem
» WeaponModding
» Menu
¥ EFT_Inventory
¥ Root
¥ Canvas
» Background
Camera
» TopMenu
» PageGear
PageHealth
PageSkills
PageMap
PageNote
» PageShop
» Hotbar
b Active
» RootSpawnMenu
RootSpawnStash
» Description
StartStuff
» HUD
> 1st
» 3rd
» Rootltems

WeaponModding:

Where:

1) WeaponViewModding — here our weapons will spawn and icons will be created there
2) WeaponRenderScreen — here is rendered images for the weapon icon

3) PlayerInspectWindow — render for the inspect (Inspect)

4) Root... - here our attachments and weapons will spawn

Inventory:

Where:

1) Background — background,;

2) TopMenu — button bar at the top of the screen (inventory);

3) PageGear — the backpack area, player icons, another player's menu and so on;

4) PageShop — store menu;

5) Hotbar — .. ;

6) Active — all active buttons, images, etc., which will be visible in the modding mode;
7) Root... — — also, to spawn in them the necessary components.
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HOW TO ADD IT TO A NEW SCENE?

1) Create a new scene or open an old scene.

File Edit Assets GameObject A Tools ICWM Window Help

> © Inspector
llzof[% @il |Gumest|@AT ]

Yy

- *

« b

2) Set the appropriate screen resolution. Remove Free Aspect or Aspect Ratio and put Fixed Resolution, otherwise some

items of inventory will not fit on the screen.

2019

Voo




3)

File Edit Assets

EX

= Hierarchy
| Create | (@&ATl

GameObject Component PlayMaker Asset Store Tools ICWM  Window Help

o8 pivot | @ Local |
Jol o] @

.| # Scene

| Shaded -||20

| <) | e

Add the necessary inventory from the Inventory folder to the scene.

o e v
| Gizmos ~| (@Al

v & untitled*

1l

Directional Light
Plane

» WeaponModding
» Menu

» EFT_Inventory
» HUD

P 1st

»3rd

@3 Project
‘ Create 'I

= \

[T

Inspector

[Inventory_EFT

| [ static ¥

Tag | Untagged

4+ Layer | Items Y|

Prefab | Select

| Revert | Apply J

'3@ Rect Transform

¥ Anchors
Pivot

Rotation
Scale

Pos Z
0 0 o |

xjo.s  lvjos
x[o 1[0 1zjo I
X1 Y 121

LS

» & D

1And ~

Assets » AssetICWM » Inventory »

& ghtmap
| ~ventory |
» Gl Effects ‘
» Gl Prefabs
» & Scripts
» & Loot
» i Props
» &l Resources
(& SCENESToExpore
» Gl AssetStoreTools
& Gizmos
» Gl iTween [
& Materials

- . g

Effects Prefabs Scripts

—C)

Add Component ]

4)
collider;
5)

inventory (see image) and drag your created GameQbject to the location indicated in the image;

File
3

= Hierarchy

| create | (@A

onent PlayMaker Asset Store Tools ICWM Window Help
=

[ w0 pivot | @ Local |

# Scene
| Shaded

“lizo|] ¥ <) | @

Gizmos v | (arAl

v € untitled*

Directional Light
Plane

¥ Inventory_EFT
» WeaponModding
» Menu

EFT_Inventory |

» HUD

> 1st

»3rd
RootSpawnInWorld

(=] Projct
‘ Create |

»&ED

d“~ Assets » AssetICWM » Inventory »

& ghtmap
[ “Ioventory
» & Effects
» i Prefabs
» & Scripts
» & Loot
> Props
» & Resources
SCENESToExpore
» & AssetStoreTools
Gizmos
» &l iTween
Materials

6)

Ol E e
Prefabs

Scripts Inventory EFT

the scene (it's added in the same way as GameObject).

2019

NO_PLACE_PLANE + ‘

| Text (Text)
W UI

w,
W 1ist
i 3rd

s Stash

' Active

‘s ToggleAll
\#TogagleRay

\# SpawnPontItems
' NoPlace

None (Game Object)

‘#RootSpawnWeaponModding
\#RootSpawnltemsAttachments
' RootAttachNotVisible

‘s RootSpawnStash

s Canvas
“#RootSpawnInWorld

Adjust the position of the player (1st or 3rd), so that it does not fall through the ground, add to the scene a plane with a

Create a GameObject and place it anywhere in the hierarchy to any place, then open the InventoryBase script in the

Play (if you did everything correctly, then there should be no errors). Oh yeah, do not forget to add the EventSystem to
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HOW TO ACTIVATE THE STASH?

Very useful for testing.

€Q Unity 5.5.2f1 Personal (64bit) - FFF.unity - TestDemoScene - PC, Mac & Linux Standalone” <DX11> =
File Edit Assets GameObject Component Asset Store Tools Window Help
= [51 ) wf Pivot | @ Local 1 » | @ collab ~ || & || Account ~ | |Layers - ||Layout - |
Hierarchy | .= #¥Scene # Scene & Profiler | € Game v= | ©lnspector | ZLighting M Occlusion @ -=
Create * A i Display 1 $#  1920x1080 3| Scale (— 4 2 Maximize On Play Mute Audio | Stats | Gizmos ~ \ ‘ & [Inventory | Static ¥ :
v & FFF* -= | .' T ] d 2L 4
Directional Light ag | Untagge ayer s
EventSystem Prefab Select | Revert | Apply
r.':— A ¥ Rect Transform @ o
= Pos X Pos Y Pos Z
0 0 o
» :'UD Width  Height
» Player o o |::E R |
\d Sp:lwnltems ¥ Anchors
L Mn X0 Yo
Max xXo Yo
Pivot xXo vyo
Rotation X0 Y0 zo
Scale X1 Y1 Z1
 Inventory Base (Script) [ &,
™ mvenmoryoase  ©
ATTRIBUTES
Hide Stash ¥4
Taxt Cova Bocl Ta (Text) [}
HUD_uI wuI o
Player wPlayer =)
INVENTORY
Inventory Root WwRoot o
- - g | b Passive GO 8
& Project | [ console | == | Passive Stash GO | sStash °
Clear | | Collapse | Clear on Play | Error Pause Dol /A1 @o Active GO [@Actve °
Toggle Visible Icons wToggle -}
Spawn Point Item: Sp;;nPontlte °
AUDIO CONTROL
A_Audio Selected  « Select (]
RENDER ICONS CONTROL
Weapon Render S« . WeaponRend: ©
Cam » Camera (Cam ©
ROOT - SPAWN root
Root Spawn Weap: v RootSpawnW¢ ©
Root Icon Spawn Pla s RootSpawnStas ©
Root Icon wRootlconAttach ©
Canvas Root wCanvas 0 v
— g M o 0 a1 — Tl
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HOW TO ADD A NEW BACKPACK SIZE?

first that you have to do create the grid the required size, for example, create a size5x20.
You can use the examples common\Photoshop\lconltemsV35x6 and change it. | save in the format .png.

Now we have to create a grid prefab, for this we make use of the available prefab and change it slightly. Do not forget to change
the size, the formula on the screen.

@ Unity 5.5.261 Personal (64bit) - FFF.unity - TestDemoScene - PC, Mac & Linux Standalone* <DXI1>

File Edit Assets GameObject Component AssetStore Tools Window Help
| S 3 1) empivot | ®Local | > 1> [ @ collab - [{ & | {Account - | [ Layers - [{Layout -
= Hierarchy W= # Scene # Scene & Profiler € Game == Olnspector | FLighting M Occlusion & .=
Create | & = } Shaded 2l 2 <) | &2 - Gizmes * W @ G Static v &
Tag [Untagged ] Layer f
Prefab |__Selsct | _Revert | _Apply
¥ Canvas
» Background v Rect Transform [FER
Camera lefe Pos X Pos Y Pos Z
» Active ' -107
» stash £ [ width
¥ Backpack 240
¥ Seroll View ¥ Anchors
¥ Viewport Min X0 Y1
¥ Content Max X0 Y1
¥ Root Pivot X0 Y1
» TacticalRIG
¥ Pockets Rotation X 0 Yo zo
> TitleBox Scale 10,9999/ Y 0.9999 Z/0.9999
v ;i::::cl Canvas Renderer Qo
» TitleBox  Image (Script) _ We,
¥ Root Source Image sGnddxs °
» Backpack Color L 12
¥ Root Material None (Matenal) | ©
» Rootlcons Raycast Target 4
¥ RootSpawnlcons Image Type Simple
Preserve Aspect
» Scrollbar Horizontal e
» Scrollbar Vertical
Background Add Component e
» Player =
5 project Oconsole -
Create = IS
¥ G Inventor &' Assets - AssetiCWM » Inventory » Prefabs » Inventory » Backpack » Grid
& Slots
¥ @ Modding
& Button
& Line
Wl Point
G particle
&l SpriteDescy
@ WeaponRer| Gridaxs Grid4x6 GridSx6 GridS«8 GridS«10
¥ G Prefabs
¥ &l Inventory
¥ (@l Backpack
= — T = =
€0 Unity 55.2f1 Personal (64bit) - FFF.unity - TestDemoScene - PC, Mac & Linux Standalone” <DX11> = =

File Edit Assets GameObject Component AssetStore Tools Window Help

Bl S [ =Bl [ eapvet | Siocal ] > 1 » 9 Collab - | [ & | [ Account - | [Layers - [ Layout - |

€ Game

@] #scene #Scene *Profiler © Inspector | 2 Lighting M Occlusion & =
Shaded =1|20 <) | & - VR = -
o : e Tag [Untagged ¢] Layer :
v
('m;:r::w Prefab [_Select | Reverr | _Apply
¥ Canvas v Rect Transform [FES
¥ Background It PosX PosY PosZ
Camera T Q
» Active 80O
» Stash —
¥ Backpack ¥ Anchors
¥ Scroll View Min X0 Y1
¥ Viewport Max X0 Y1
Y. 5":"‘(“ Pivot X0 Y1
oof
» TacticalR1G Rotation X 0 Y zo
¥ Pockets Scale
» TitleBo
> Rlo:t o Canvas Renderer Q &,
¥ Backpack ¥ " ¥ Image (Script) [FE-S
» TitleBox Source Image Grid5x20 ;
¥ Root Caolor ]
» Backpack Maf None (Material) | ©
¥ Root t Target v
rename aycast Targ i«
» Rootlcons Image Type Simple s
¥ RootSpawnlcons Hrakarye Aksect
Set Native Si
» Scrollbar Harizontal et
B Scrotlbar Vertical Add Component
Background
» Player -
Pl s Gridsx20 ¢
@ Project O console
Create =
E—

¥ G Textures 4 Assets » AssetICWM » Inventory » Effects » Textures » Icons » Grid

» @ Backgrounc
¥ & Icons

o o [[/le o ()

new image
&l Point.
i Particle
&l SpriteDesci
Wl WeaponRer v P—
e —_— —

 Unity 5.5.2f1 Personal (64bit) - FFF.unity - TestDemoScene - PC, Mac & Linux Standalone” <DX11> ]
File Edit Assets GameObject Component AssetStore Tools Window Help

S | 2 | [T ][ e8 pivot | @Local |

| @ collab » | & || Account {Layers - |{Layout - |
w=| ©Insp
Gizmos * e All ¥ Anchors

cene | # Scene O Profiler € Game
D & e

= Lighting ™ Occlusion & -=

Min
M
¥ Root . :'
¥ Canvas L
» Background Rotation
Camera
Scale
» Active -
» Stash » ¢/ ¥ Inventory Base (Script) [VES
¥ Backpack » o ¥ stash System (Script) [WEXE
¥ Seroll View 4
¥ Viewport v = ¥ Backpack (Script)
¥ Content 7 (TR
¥ Root
» TacticalR1G ATTRIBUTES
¥ Pockets Root Backpack JBackpack
» TitleBox Root Spawm Items 4 wRootSpawniter
» Root Root Tactic Rig sPackage
V.Backpack Root Pockets JRoot
> L Ll —
% ;‘::f“ Tactical Rig Spawn | w TacticalRigSpay
& i kanck Backpack Spawn | wBackpackSpaw
¥ Root Root Icon Spawn Att
» Rootlcons Root Attach Not Visit
RootSpawnicons Root Backpack Slot | wRootlcons
» Scrollbar Horizontal
» Scrollbar Vertical CONTENT
Content Backpack | Root (Rect Trar
Background e
» Player Content Scroll View ~ Content (Rect 1
RootSpawnMenu 1CONS
S project (Rl o 1con tems 4 Tconitems
P s Items Icon 1x1 J Itemslconixl
R —
v 3 Textures 4| Assets » AssetICWM » Inventory » Prefabs » Inventory » Backpack » Grid BACKPACK GRID SPRITE
» & Backgrounc ¥ Icon Item Grid |
» & Tcons 1 size 6 I
 Particle Element 0 4 Gridaxs
& SpriteDescy 1 [UGridaxe |
@8 Weaporna create prefab Sements  [SGrdine
- emen v Gridsx
: ?:elhbs t Element 3 Y Gridsx8
VSN, Gridaxs Grid4xs Gridsxe Gridsxe GridSx10
v @ Backpack E:emen(4 ,Gn:suo
= Element 5 2 Grid5x20
i slot ¥ S Audio source (K 3
i Effects
3 {cons . Add.Componant, o
& Inspect v — v
— L o

How to create a thing | already showed in the video.
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€0 Unity 5.5.2f1 Personal (64bit) - FFF.unity - TestDemoScene - PC, Mac & Linux Standalone” <DX11> =R <)
File Edit Assets GameObject Component AssetStore Tools Window Help
°

= Hierarchy i  Gan = © Inspector
| Create = A . -

¥ Items

v QFFFEr = : ¥\ ¥ Box Collider @
Directional Light b , €dit Collider
EventSystem 1s Tri o

» WeaponModding s Trigger .

» Inventory Material ‘None (Physic Maty ©

» Menu Center

» HUD X -0.02271 ¥ -0.1024% ZIO.DOCSZIV‘.

» Player Size

¥ Spawnltems = s X 0.143020 ¥ 0.136561 2 0.144941
» Weapons C reate ltem y ¥ ¥ Items Drop (Script) @

Seript ItemsDrop o

Item Tag HONE s
» Plane Size Tag —m
Item Modding [None (Game Obj¢ ©

[None (Game Obje ©

(W]

Item Drop
1s Lock Rotate

WEAPONS ONLY
Weapon Player Rig None (Game Obje ©
1D_Weapon 0

ATTACHMENTS ONLY

¥ ID_Attachments
0

ITEMS ONLY
Attach Tag NONE 3

Sprite Texture Item None (Sprite) | ©
Sprite Texture Item None (Sprite) | ©

BACKPACK ONLY

@ Project
| Create -
& Audio PRCIES SR CICRE B estite

&l ghtmap 1s Backpack
vianventory size Backpack
il BackpackTactice
cts TACTICAL ONLY

Is Tactical Rig o
Is Spawn From Inve (]

Backpack [ Add Component J

» i TestWeapon
> @ Weapons

» & AssetStoreTools
(& save

» & Unityvs

Now we will edit the script.

Open the script ClassL.ist.

public enum SizeBackpack

{

Size4x5,
Sizedx6,
Sizebx6,
Sizebx8,
Size5x10,
Size5x20,
NONE,

1
public VVector2 GetSizeBackpack()

{
if (TagSizeBackpack == ClassList.SizeBackpack.Size4x5)

{ return new Vector2(4, 5);

(}alse if (TagSizeBackpack == ClassList.SizeBackpack.Size4x6)
return new Vector2(4, 6);

(}alse if (TagSizeBackpack == ClassList.SizeBackpack.Size5x6)
return new Vector2(5, 6);

else if (TagSizeBackpack == ClassL ist.SizeBackpack.Size5x8)
return new Vector2(5, 8);

(}else if (TagSizeBackpack == ClassList.SizeBackpack.Size5x10)

return new Vector2(5, 10);

}
else if (TagSizeBackpack == ClassL.ist.SizeBackpack.Size5x20)

{
return new Vector2(5, 20);
}
else
{
return new Vector2(0, 0);
}
}
public int GetIndexSizeBackpack()
{
if (TagSizeBackpack == SizeBackpack.Size4x5)
return 0;
else if (TagSizeBackpack == SizeBackpack.Size4x6)
return 1;
else if (TagSizeBackpack == SizeBackpack.Size5x6)
return 2;
else if (TagSizeBackpack == SizeBackpack.Size5x8)
return 3;
else if (TagSizeBackpack == SizeBackpack.Size5x10)
return 4;
else if (TagSizeBackpack == SizeBackpack.Size5x20)
return 5;
else
return 0;

}
public int GetMasSizeBackpack()
{
if (TagSizeBackpack == SizeBackpack.Size4x5)
return 20; // 4 * 5
else if (TagSizeBackpack == SizeBackpack.Size4x6)
return 24;
else if (TagSizeBackpack == SizeBackpack.Size5x6)
return 30;
else if (TagSizeBackpack == SizeBackpack.Size5x8)
return 40;
else if (TagSizeBackpack == SizeBackpack.Size5x10)
return 50;
else if (TagSizeBackpack == SizeBackpack.Size5x20)
return 100;
else
return O;
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After that, you need to adjust your item.

€ Unit€ Unity 5.5.2f1 Personal (64bit) - FFF.unity - - PC, Mac & Linux <DX11>
File E File Edit Assets GameObject Component AssetStoreTools Window Help
o | S| 20| 51| o8 rivot | @Local |

@em i Scene | #scene & Profiler € Game
Shaded 20 <) | -

v S FFv QFFF* =
Dir  Directional Light
Eve  EventSystem

» We > WeaponModding
»Inv > Inventory
»Me > Menu
»HU  »HUD
»Pla P Player
¥Sp. ¥ Spawnitems
>\ > Weapons
V] vitems

vi
Backpack
»i »Plane
@ Proj @ Project O cansole

| 9 Coliab - | [ & | [ Account - | [ Layers - || Layout

— 3 R T i 1 g
Prefab Select Revert Apply
¥~ Transform |

Position X329 Y1.189 Z1
Rotation X0 Yo zo
Scale X1 YT zfi
» A Rigidbody |
¥ i o/ Box Collider |

[ & | edit collider
Is Trigger i

Material [None (Physic Material)
Center X -0.022 ¥ -0.102 Z 0.(
Size X 0.1430 Y 0.136! 2 0.

¥[G:) & Ttems Drop (Script) |

Seript TtemsDrop

BASE

Item Tag | BODYBACKPACK
Size Tag [

Item Modding w1

Item Drop w1

Is Lock Rotate "4

WEAPONS ONLY
Weapon Player Rig |None (Game Object)
ID_Weapon 0

ATTACHMENTS ONLY

® +m » ID_Attachments

Create Create ~
— - DaCKpaUE T acute

| ¥ &l Effects
i » (Gl Mater

V] ¥ @l Textures
» @l Backgrounc
o o °
(@l Grid
& Icon
R k _12..

4 Assets » AssetiCWM » Inventory » Effects » Textures » Icons » Inventory »

g8 ¢

12 BodyArmor3x3_0 0

> i

slots

ITEMS ONLY

Attach Tag [1onE

Sprite Texture Ite . Backpack5x6_120x1
Sprite Texture Item [None (Sprite)

BACKPACK ONLY
Is Backpack
size Backpack

e i Slots
L] ¥ & Modding

o Sine” ° .o avo 1 B.c K-

> - Particle ¥

TACTICAL ONLY
Is Tactical Rig (
1s Spawn From Inve |

( Add Component |

Ready!

Q) Unity 5.5.2f1 Personal (64bit) - FFF.unity - PC, Mac & Linux <DX1>
File Edit Assets GameObject Component AssetStore Tools Window ~Help

n‘i'l S| oo g o0 Pivot | & Local

€ Game
Display 1__¢|| 1920x1080
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HOW TO ADD A NEW BUTTON IN THE MINI-MENU?

Now we need to decide which class this button will belong to. All classes have different count of buttons in the menu. For
example, add a new button to the backpack, body armor, helmet etc, because they all refer to the player | made them as one class.

Open the script PointEnterMenuRightClick.

D¢ TestDemoScene - Microsoft Visual Studio (Administrator) ¥ & | Quicklaunch (Ctl+Q) £ - B x
File Edit View Project Buid Debug Tesm Tools Test Amabze Window Help
@-0|B-2 WD -0 | bebug - AnycRU - P AtachtoUnity « | 51+ | 'm

I Cemen ~

PointEnterMenuRightClick.cs & X
24 TestDemosScene = #3 ICWM.PointEntertenuRightClick ~| . countChildrenGrid

Solution Explorer - =X

@ o-5Cad@|op=
int countChildrenGrid = @, lastCountChildrenGrid = @; =
s Search Solution Explerer (Ctrl+;) P~

public Rec form RT; Fa] Selution 'TestDemoScene' (L project)

4 8 TestDemoScene
b =@ References
4 Assets
cctor? newSize = new Vector2(140f, 8); 4 o AssellCWM
4 Inventory
boel IsSpawnButton; 4 Scripts

xogjo  Isiojdxg ;aisg

public t MenuButtonRightClick;
Gam MenuButtonRightClick;

Attachments
string IndexButtonClick; Background
Controller
DragAndDrop
Helper
InspectWindow
Inventory

t vspInspecthindow; Items
ItemsDetect
private enum Buttoniames|...] MainMenu

public spMenu; /7 For removing
public ootIconItem; // Link to the icon
enSpawnInkior1d;
t ItemSpawnInItems; // Inside it, the corresponding object will spawn

mIp 58 1Iojdg Wwes | Jai0jdxg uonnjos  sanadolg

Menu
void Start()[_] MenuRightClicklterns
= MenuRightClickButtong

public void FindButtonClickIndex(Gameobiect gg)[...] PointEnterMenuRightClick.cs

R MouseDetect
public void ButtonAction(bool state)[ ] PlayerWeapons

. : Point
public void OnPointerEnter (P ta eventData) | R”‘f;
ender
public void OnPointerExit(Po: a eventDsta)[ | Save
ur

void Createweapontenu()[_.] Weapon

void CreateTtemsMenu( D
void Createknifedenu()[_ |

void CreateBodybackpacksMenu()[. ]

Output Find Symbol Results

4 Publish

private enum ButtonNames

DROP,
MODDING,
PUTON

}

void CreateBodybackpacksMenu()
{

ButtonNames buttonName = ButtonNames.PUTON;

vspMenuButtonRightClick = new GameObject[2];

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

{
vspMenuButtonRightClick[i] = (GameObject)Instantiate(MenuButtonRightClick);
vspMenuButtonRightClick[i]. GetComponent<Transform>().SetParent(transform);
vspMenuButtonRightClick[i].GetComponent<Transform>().localPosition = Vector3.zero;
vspMenuButtonRightClick[i].GetComponent<Transform>().localScale = Vector3.one;

vspMenuButtonRightClick[i].name = buttonName.ToString();
vspMenuButtonRightClick[i].GetComponentInChildren<Text>().text = buttonName.ToString();

if(i==0)
buttonName -= 2;
else

buttonName--;

public void ButtonAction(bool state)
{

if(IndexButtonClick == "PUTON")

/I Action
}

IsClick = true;
IndexButtonClick = null;
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HOW TO ADD A NEW ATTACHMENTS TAG?

There is nothing difficult there. Everything is done in one action.

Open the script ClassList and add a new tag.

public enum TagAttchments

{
NONE, /I The weapon does not have a mount
ATTACH_BARREL_TOP, /I Silencer, flash hider etc
ATTACH_BOTTOM, Il
ATTACH_TOP, 1
ATTACH_TOP_PICATINNY, 1
ATTACH_MAGAZINE, 1
ATTACH_BOTTOM_PICATINNY, /I Tactic grip etc
ATTACH_BOTTOM_PICATINNY_FLASHLIGHT, Il
ATTACH_TOP_RECIVER,
ATTACH_BOTTOM_PISTOLGRIP,
ATTACH_TOP_HANDGUARD,
ATTACH_BOTTOM_STOCK,
ATTACH_BARREL,
ATTACH_SLIDER,

ATTACH_NEWTAG,

}
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Watch the video «How to add a new weaponsy». You will need to adjust the script ItemDrop. Watch the restriction 1x2 u 2x1.

HOW TO ADD A NEW PISTOL?

‘@ Unity 5.5.2f1 Personal (64bit) - Test.unity - TestDemoScene - PC, Mac & Linux Standalone <DXI1>

File Edit Assets GameObject Component AssetStore Tools Window Help
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ATTACHMENTS ONLY
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ITEMS ONLY
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Sprite Texture Ite None (Sp:

)
Sprite Texture Ite None (Sprite)

BACKPACK ONLY
Is Backpack -
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TACTICAL ONLY
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1s Spawn From In'[ |

o ol-|-

| Add Component

——r . —
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HOW TO ADD A NEW KNIFE?

Watch the video «How to add a new items». You will need to adjust the script IltemDrop. Watch the restriction 1x2 u 2x1.

Q Unitys521 ) - Testunity - TestDemoScene - PC, Mac & L ot == =

File Edit Assets GameObject Component AssetStore Tools Window Help
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Item Drop UAxe e
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ATTACHMENTS ONLY
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ITEMS ONLY
ey & Assets  AssetICWM - NewAttachments - Al T —
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> G Effects Sprite Texture Ite None (Sprite) o
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Textures
& Newitem Is Tactical Rig [
» (i Props. 1s Spawn From Inve [ |
Testite
'E il . B Add Component ]

2019 Voo




HOW TO ADD NEW BODY ARMOR, TACTICAL RIG, BACKPACK, GOGGLES AND ETC?

Watch the video «How to add a new items». You will need to adjust the script ItemDrop. Watch the restriction.

HOW TO ADD ITEMS TO THE LOOT LIST
The item must be adjusted before placing it in the loot list.

o Tnspecto ing M Occlusio
3 DR o i e S

= Hierarchy | @ -= #scene | F Scene & Profiler € Game 5 Asset Store
o @A) ) | & -

ate AT Shaded =20 || # | Gizmos * 1 g > a
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EventSystem
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» Inventory Item Tag [1TEMS s
» Menu Size Tag s
» HUD Item Modding E0 o
P Player Item Drop FE) o
iR utiere Is Lock Rotate 3
House
Floor
» weapon WEAPON
¥ items
» Attachments attributes
» Body Weapon Player Rig [None (Game Obje ©
¥ Stack 1D_Weapon 0
v
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» CondensedMik (1) BTN
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All the items that appear randomly in the loot box in the Loot array. You just need to add the item to the list.
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Element 12 [@WGoggleszx2 | ©
Element 13 sHeadset | ©
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Element 15 [Wironsight | ©
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Icon Sizes:

Icons that can be rotated:

1)
2)
3)
4)
5)
6)
7)
8)
9)
10)

Size of the icon under the pistol:

1)
2)

The size of the icons for the weapons:

1)
2)
3)
4)
5)
6)
7)
8)

Size of the icon under the body armor:

1)
2)

Size of the icon for tactical rig:

1)

Size of the icon under the glasses or headset:

1)
2)
3)

Size of the icon under the helmet:

1)

Size of the icon for the backpack:

2x1
1x2
5x2
2x5
4x1 (New Update 2.0)
1x4 (New Update 2.0)
4x2 (New Update 2.0)
2x4 (New Update 2.0)
3x2 (New Update 2.0)
2x3 (New Update 2.0)

2x1
1x2

5x2

2x5

4x1 (New Update 2.0)
1x4 (New Update 2.0)
4x2 (New Update 2.0)
2x4 (New Update 2.0)
3x2 (New Update 2.0)
2x3 (New Update 2.0)

3x3
3x4

3x3

1x2
2x1
2x2

2x2

APPLICATION

TACTICAL OMNLY
Is Tactical Rig -

Te €Snawn Fram Trol |

2019

BASE
Item Tag | WEAPCHM
Size Tag [ Size 5x2
Item Modding Size Txl
Item Drop Size 26
Is Lock Rotate
Size 1x2
WEAPONS ONLY .
Weapon Player Riy B
ID_Weapon Size 15
ATTACHMENTS ONI Size 33
¥ ID_Attachments Size 2x2
Size Size 3xd
Attach Tag Size 43
ITEMS ONLY Size 4y
Sprite Texture Ite Size 2xd
Sprite Texture Ite
Size 4wl
SEPARATE? .
Separate Prefab S
Size 3
BACKPACK OMLY )
Is Backpack Size 23
Size Backpack MOME
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1)
2)
3)
4)

3x3
3x4
2x2 (New Update 2.0)
4x3 (New Update 2.0)

Icon size under the knife:

1)
2)

1x2
2x1

Size of the Loot Box (New Update 2.0)

Backpack sizes that cannot applied to EFT inventory: (New Update 6.0)

1)
2)
3)

15x8
11x7
10x6

v |G| ¥ Loot Box (Sci

Script

ATTRIBUTES
Root

SIZE LOOT
Is Random

LOOT

Size Loot
Is Open
F Loot [tems

Size 42
Size G
Size dxd
Size Gud
Size 4x5
Size dxb
Size 5ub
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