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BBEAEHUE

Ecnu yT0-1u00 HEMOHATHO, BBl MOXKETE CBA3AThCSI CO MHOM U 33J1aTh MHTEPECYIOLIUECS BOIIPOCHI.

JlaHHas MHCTPYKIMS CO3/IaHa ISl TOTO, YTOOBI TaTh MOJIB30BATENIO MPEACTABICHNE O TAHHOM aKThBE. YTO 3TO 3a aKTUB U €ro
ocoOeHHocTu O paccMoTpeHbl B gokyMeHTanuu. ICWM cocrout Ha 94% u3 kona (C#). Ilonap3oBaTensiM, KOTOpbIE 3HAIOT a3bl
ATOTO SI3BbIKA MMPOTPAMMHUPOBAHUS WU MOAOOHBIX S3BIKOB, OYIET JIETKO Pa300paThCsl C JIOTHKOW akThBa. M3HaYaapHO TIIAaHUPOBAIOCH
cO3/aTh TOJBKO CUCTEMY MOJJIMHTA, HO B UTOTE CTAJIO SICHO, YTO TPYIHO OBUIO ObI OCYIIECTBUTH B3aMMOCBSI3b MEXKIY HHBEHTAPEM U
CUCTEMOU MOJJIMHTA. BBIIO PEIEHO COBMECTUTH HX.

BeposiTHelt Bcero, 4yTo MOJIb30BaTeb OYACT HAXOauTh OMMOKK. Ha maHHBI MOMEHT y aKTHBa €CTh CBOM TPeOOBaHHMS 1O padboTe
C HUM, WX BBl HaljeTe B npuwioxeHuu. He coOmroneHne HTUX TpeOOBaHWM MOXKET NMPUBECTH K ONMIMOKAM WM Tporpamma OyaeT
paboTaTh HE AOKHBIM oOpa3oMm. B Oyaymiem oHu OyAyT ympomiarkcs O aBTOMaTU3Ma. JTO CJIOXKHas 3ajada, T.K. HYKHO
nepectpauBath BCro Joruky ICWM.

Kon ICWM npokoMMEHTHPOBaH B TE€X MECTax, IJIe HEMOHSATEH CMBICI, KOTOPBIM HECET JaHHbIM pa3jen ckpunta. S He cran
KOMMEHTUPOBATh 3JIEMEHTApHBIE OIepaluy Koja.
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IO 3AITYCKA

BrIcTaBUTh COOTBETCTBYIOIIEE pa3pelieHue 3kpana. Yoparb Free Aspect wim Aspect Ration u mocraButh Fixed Resolution, B
NPOTHBHOM CJIy4ae HEKOTOPHIC JIEMEHTHI MHBEHTAps OyayT HE MOMEINAThCS Ha dKpaHe, Kak IMOKa3aHO Ha MepBOM H300pakenuu. Ha
BTOPOM H300paKCHUH MIPUBECH CITUCOK pa3pelieHnii 3KpaHa, KOTOPbIE ObLIH MPOTECTHPOBAHBI.

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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KAK HAYATH?

[Ipu ckaunmBaHWUK aKTHBA y Bac nosBUTCS namnka ¢ umeneM AssetiCWM:

. AssetiICWM
OTKpBIB ero:
DocumentationManual&ndLinks 16.02.2019 15:24 Manka c dainammn
GamePrefabs 15.02.2019 18:47 Manka c gainamm
ghtmap 30.08.2013 19:33 Manka c daiinamu
Inventory 16.02.201911:17 Manka c dainammn
Mesh 17.02.201% 14:52 Manka c gainamn
ModdingPrefabs 16.02.2019 17:00 Manka c dainamm
Resources 30.08.2018 19%:33 Manka c drainanm
SCEMESToExpore 16.02.2019 11:30 Manka c gainamn
| | DocumentationManual&ndLinks.meta 27.09.2017 22:52 Maiin "META" 1KBE
| | GamePrefabs.meta 20.05.2017 20:48 Paiin "META" 1KE
| | ghtmap.meta 18.03.2017 1:23 ®aiin "META" 1KE
Q [CWM_CarMedding.unity 16.02.2019 11:10 Unity scene file 427 KB
| | 1ICWM_CarModding.unity.meta 19,11.2017 17:00 aiin "META" 1KE
Q [CWM_le_EFT unity 16.02.201917:00 Unity scene file 22T KR
|| TCWM_Inv_EFT.unity.meta 07.11.2017 23:44 @aiin "META" 1KE
< [CWM_le_RE4_CriginalStyle.unity 16.02.2019 12:08 Unity scene file 105 KB
|| ICWIM_Inv_RE4_OriginalStyle.unity.meta 07.11.2017 23:44 @aiin "META" 1KE
Q [CWM_Inv_RE4_VooStyle.unity 16.02.2019 12:09 Unity scene file 105 Kb
|| ICWM_Inv_RE4_YooStyle.unity.meta 07.11.2017 23:44 @aiin "META" 1KE
| | Inventory.meta 20.04.2017 15:27 ®ain "META" 1KE
|| Mesh.meta 28,04, 2017 22:38 ®aiin "META" 1KBE
|| ModdingPrefabs.meta 05.02.2019 19:50 Maiin "META" 1KE
| | Resources.meta 12.11.2017 16:28 ®ain "META" 1KBE
Q SampleScene.unity 16.02.2019 12:13 Unity scene file 160 Kb
| | SampleScene.unity.meta 5.06.2013 8:58 ®ain "META" 1KE
| | SCEMESToExpore.meta 18.11.2017 17:1 ®aiin "META" 1KBE
I'ne:
1) DocumentationManual AndLinks — TexcToBast JOKyMeHTAIIHS;
2) GamePrefabs — Bce urpossie npedadsr;
3) ghtmap — eé moseTe yaanuTh, 3T0 Kaprta ocBemenus baking of lightmap;
4) Inventory — Bce, 4To HEOOXOAMMO JIJISI 3TOT'0 aKTUBA (CKPHUIITHI, UKOHKH, MaTePUaJIbl U T.1I.);
5) Mesh — Bce urpoBbie MOJIEIH, TEKCTYPbI, MATCPHAIIBI;
6) ModdingPrefabs — Bce urpossie mpedadbl, ¢ KOTOPBHIMH B3aUMOICHCTBYET HHBEHTAPb;
7) Resources — HeKOTOpBIM MaTepuall 1Jis MEHIO B BEpXHEW MaHEIU U CKPUIITOB,;
8) ScensToEXxplore — cuens! a1t u3ydeHust 0COOEHHOCTEH aKTHBA 0 OTAEIBHOCTH.
Inventory:
. Effects
Prefabs
Scripts
|| Effects.meta
|| Prefabs.meta
|| Scripts.meta
I'ne:
1) Effects — TyT Bce MKOHKH, TEKCTYpPBI, MAaTEPUAITbI, KOTOPBIC UCITOJIB3YIOTCS B MHBEHTApE U MOJIJTUHTE;
2) Prefabs — Bce npedadsb1, kKoTOpBIe HEOOXOAUMBI JJT PabOTHI acceTa,
3) Scripts — ckpunTsl, s mocTapaics pacopMUpOBATh BCE 110 TANKaM, YTO K YeMY OTHOCHTCSI.

[Tocne 3anmycka Unity Hy»HO OTKpBITh JI00010 CcrieHy. [lociie Toro, Kak BbI OTKPOETE €To:
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< Unity 2018.3.0f2 Personal - ICWM _Inv_EFT.unity - TestDemoScene 2017 - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component AssetStoreTools ICWM Window Help

(O [&[S = [ w8 pivot | @Local |
= Hierarchy © Inspector @-= Scene | Scene Scene € Game £ Asset Store.
Create | (G7AT || shaded =20 || % |<4) | &
v € 1ICWM_Inv_EFT =
Directional Light

» & UnlockaAre,

¥ & Inventory_EFT >
» | WeaponModding

EFT_Inventory

Menu W Hide all

T:(D [l Activate Rays

3rd

>
>
>
>
| T
» & Rootltems

@ Project | O console

Create -

¥ {/Favorites 4| Assets > AssetICWM
©\ Al materials
CLAIl Models
(©LAll Prefabs

¥ & Assets - i -
__* AssetiCl

» (& DocumentationManualAnd|

& 2 ghtmap Inventory Mesh ModdingPrefabs Resources SCENESToExpore  ICWM_CarModdi.

&l ghtmap
» & Inventory
» & Mesh
» i ModdingPrefabs
» & Resources

55 SCENFSToFxnore. b

ICWM_Inv_EFT  ICWM_Inv_RE4_.

mmm g Q<K<K

ICWM_Inv_RE4_.

SampleScene Suitcher

-=| O Inspector

PaccMoTpumM nmoapoOHel OKHO HepapXHu:

v < ICWM_Inv_EFT
_ Directional Light
 EventSystem
> PP_RenderScene
P o Unlockarea
¥ o Inventory_EFT
_WeaponModding
. EFT_Inventory
L Menu
IHUD
J1st
3rd
b 0 Rootltems

YYYYYY

I'ne:

1) DOnementsl PP_RenderScene u UnlockArea pacemotpenst B jokymenTtaruu mo Unlock System;

1
I

=

X

[ & Collab - | { & | | Account

-]

[Layers - | Layout

3 Lighting

B Occlusion

2) WeaponModding — TyT IpoHCXOAHT BCE, YTO CBSI3aHO C MOAIUHIOM OPYKHUS (3TO MOJOTHO CO CBOMMH OCOOCHHOCTSIMHU);

3) EFT_Inventory — namr nuHBeHTaph,
4) Menu - 3To MeHto may3sl (1o HaxaTuio Ha ESC);

5) HUD — camplit mpocTo#i, TAM HUYETO CJIOKHOTO HET;
6) Player (1st — 3rd) — mamr urpokx FPS u TPS;

7) Rootltems — Bce Bemu KOTOphIE €CTh B CIIEHE, a TAK)KE TyJa CIIABHSITCS BCE MPEIMETHI, KOTOPbIE OBLIN BHIOPOIICHBI U3

VHBEHTAaps.
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WeaponModding:

I'ne:

1) WMRoot — Tyna cnaBHUTCS Hallle Opy>KHE M TaM K€ CO3/]al0TCs UKOHKH;

2) WeaponRenderScreen — TyT npoMCXOAUT PEHICP U300PAKCHHUS IS UKOHKH OPYKHUS;
3) PlayerinspectWindow — pennep kapTuHKH [T OKHa u3y4deHus (Inspect);

4) Root... - Tyna cnaBHsTCS aTTauu, opyxus. T.K. HAM HE HY>)KHO BHJICTh UX.
Inventory:

I'ne:

1) Background — 3aauwmii Gon (caMblii 3aHANH KOTOPBIH);

2) TopMenu — naHens KHOIIOK B BEpXHEH YacTH IKPaHa;

3) PageGear — Tyt u 001acTh prok3aka, HKOHOK HTPOKa, MEHIO APYroro UTPOKa U T1I;

4) PageShop — meHIo MarasuHa;

5) Hotbar — manens GpIcTPOro AOCTyMa K MPEAMETaM;

6) Active — Bce aKTHBHBIC KHOIIKH, U300pa)XKCHUS U TJI, KOTOPbIC OYAYT BUIHBI B PEKUME MOJIJINHTA;
7) Root... — Takke, U1 claBHA B HUX HEOOXOIUMBIX KOMIIOHEHTOB.

Directional Light
EventSystem
» WeaponModding
» Menu
¥ EFT_Inventory
¥ Root
¥ Canvas
b Background
Camera
» TopMenu
» PageGear
PageHealth
PageSkills
PageMap
PageNote
» PageShop
» Hotbar
b Active
» RootSpawnMenu
RootSpawnStash
» Description
StartStuff
» HUD
> 1st
» 3rd
» Rootltems

2019

Voo




KAK IOBABHUTH 3TO HA HOBYIO CHHEHY?

1) Cozaaum HOBYIO CIIEHY WJIM OTKPOEM FOTOBYIO CIICHY.

File Edit Assets GameObject A Tools ICWM Window Help

= © Inspector
| Gizmos-| GrAl |

2) BbicTaBUTh COOTBETCTBYIOIIEE paspelicHHe dkpaHa. YOpare Free Aspect mnmm Aspect Ration u mocrtaBute Fixed
Resolution, B mpoTUBHOM cilyyae HEKOTOpBIC JIEMEHTHI MHBEHTApsl OyAyT HE MOMEIAThcs Ha SKpaHe. Ha BTOpoMm H300pakeHHH s

MIPUBEIT CIICOK pa3pelieHuid, KOTOPbIE s TECTUPOBAJ.
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3) Jlo0aBUTH B CLIEHY HY>KHBI MHBEHTaph U3 namnku Inventory.

File Edit Assets GameObject Component PlayMaker AssetStore Tools ICWM Window Help

_© EIEIEANIR EETecre)

= Hierarchy % /i s

| Create ~| (@Al =
|_| Static ¥

¥ € untitled* Y

Directional Light ‘7 Tag | Untagged 4| Layer | Items 1]

Plane »ﬂ ‘e Prefab | Select | Revert | Apply |

Inspector

| Shaded | Gizmos *| (GAT =

¥ [Inventory_|

1l

0 _ v5©  Rect Transform %
» WeaponModding Pos X Pos Y Pos Z
» Menu [

0 o o |
» EFT_Inventory Width Height
» HUD | [100 1[100 ]
: ;'sg ¥ Anchors
Pivot x05  vyos5
Rotation X0 Yo zo |
Scale X1 ¥ [2 1z[1 ]

Add Component ]

@3 Project
| .reate 7] [ ) (4% [*
,g,« 3 |And 4 Assets » AssetICWM » Inventory -
& ghtmap !
» Gl Effects > <o
o O e
» G Scripts
» &l Loot
: Izl'eos::rcel Effects Prefabs Scripts
(& SCENESToExpore
» Gl AssetStoreTools
& Gizmos
» & iTween
& Materials

4) Hactpoiite nmo3unuto urpoka (1st miu 3rd), Tak, 4ToOBI OH HE MPOBAIKIICS CKBO3b 3€MJTI0, J00ABLTE B CIICHY IJIOCKOCTH C
KOJUTAUJIEPOM;

5) Cosnaiite GameObject u momecTuTe ero Kyjaa B MepapxuH B JIt000e MeCTo, 3aTeM OTKpoiTe ckpunt InventoryBase B
UHBEHTape (CM. H300pakeHKEe) U epeMecTHTe Balll co3nanubiii GameObject B MecTo ykazaHHOE Ha M300paKeHUH;

# Scene
| create -| @A ) ||| shaded | |20]] 2 [ <) | & |7
v € untitled* -= SR -
Directional Light
Plane
¥ Inventory_EFT
» WeaponModding
» Menu
» HUD
> 1st
»3rd
RootSpawnInWorld

NO_PLACE_PLANE

_ Text (Text)
W UI

w,

W 1ist

i 3rd

' Root

s Stash

‘s Active

‘s ToggleAll
‘s TogagleRay
\# SpawnPontItems
& Projct ‘s NoPlace
| Create;j
»&iD o lAnd 4 Assets » AssetICWM » Inventory -
&5 ghtmap [
::::::tb; - v 9 None (Game Object)
bﬁLoot
> & Props e atabe, vy o \#RootSpawnWeaponModdin
’:::’ET;‘Er;eTiE = e e ' il vRootS:awnIteml:Attachme:ts
N=) AuetstoreToorspure ' RootAttachNotVisible
& Gizmos h ' RootSpawnStash
» G iTween | s Canvas
Materials ’\v — ‘#RootSpawnInWorld
6) Play (eciu BBI clienayii Bce MPaBUIIBHO TO HE JTOJDKHO OBITH omnO0K). O 1a, He 3a0yapTe 100aBUTH B cricHy EventSystem

(mobaBmsieTcs TakuM ke oOpa3om, kak 1 GameObject).
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KAK AKTUBHUPOBATD STASH?

Ouenb nose3eH it TectupoBanus. [locTaBuTh ranouxy!

€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 - |
ierarchy .= #¥Scene # Scene & Profiler | € Game v= | ©lnspector | ZLighting M Occlusion @ -=
Create * ‘i Display 1 $#  1920x1080 3| Scale (— 4 2 Maximize On Play Mute Audio | Stats | Gizmos ~ ‘ & [Inventory | Static ¥ :
yQere = " Tag(u 43 L D
Directional Light ag | Untagge ayer s
EventSystem Prefab Select | Revert | Apply
ity ¥ Rect Transform We.
_— Pos X Pos Y Pos Z
0 0 o
” :'UD Width  Height
» Player o Jo  |[ii[Rr]
¥ Spawnltems ¥ Anchors lJ—
Plane Min X0 Yo
Max xXo Yo
Pivot xXo vyo
Rotation X0 Y0 zo
Scale X1 Y1 Z1
¥ || Inventory Base (Script) [ #
™ mvemoryoase  ©
ATTRIBUTES
g U
Hide Stash ¥4
Taxt cove Bacl ——ttad (Text) | ©
HUD_UI wur e
Player ‘“Player  ©
INVENTORY
Inventory Root WwRoot o
- - g | b Passive GO 8
& Project | [ console | == | Passive Stash GO s Stash °
Clear | | Collapse | Clear on Play | Error Pause Dol AL @0 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 «sRootSpawnStas ©
Root Icon wRootlconAttach ©
Canvas Root wCanvas 0 v
— g M o 0 a1 — Tl
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KAK JIOBABUTH HOBBIH PASMEP JIJIS1 PIOK3AKA?

[TepBoe, 4TO HYKHO CJIEJIaTh, 3TO CO3/IaTh CETKY HEOOXOAMMOTO pa3Mepa, co3aaauM pasmep 5x20.

Bb1 MoskeTe Bocmosib3oBaThes mpumepoB common\Photoshop\lconltemsV35x6 u usmenuts ero. S coxpansito B ¢popmate .png. B

Unity HeoOXoaumo mpeoOpa3oBaTh €ro B CIPANT.

ITocne HaM HYXHO co3znaTh mpedaM CETKH, JUIsl ITOr0 BOCIOJIB3yeMCs UMEIMMces Ipedadom U HEMHOro usmeHum ero. He

3a0ybTe MOMEHSTh pa3Mep, (popMyIia Ha CKpUHE.

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

b S = Bl| [ snpivet | ®iocal |

ierarchy W= # scene # scene @ Profiler € Game
Create * e Al Shaded =} 20 <) \
¥ Inventory 2
¥ Root
¥ Canvas
» Background
Camera
» Active
» Stash
¥ Backpack
¥ Scroll View
¥ Viewport
¥ Content
¥ Root
» TacticalR1G
¥ Pockets
» TitleBox
» Root
¥ Backpack
> TitleBox
¥ Root
» Backpack
¥ Root
» Rootlcons
¥ RootSpawnlcons

» Scrollbar Horizontal
» Scrollbar Vertical
Background
» Player
& project O console
Create =

¥ Inventor 4 Assets » AssetICWM » Inventory
& Slots

¥ @ Modding
& Button

i Line
W Point
a Particle

& SpriteDesci|
&l WeaponRert Gridaxs Grid4xe Gridsxe Gridsx8 Gridsx10
Prefabs

Prefabs » Inventory » Backpack

Grid

&l Inventory
¥ &l Backpack

| @ collab - | & || Account - " Layers - || Layout -

= | ©Inspector | S Lighting 1 Occlusion & -=

o @ [Gridaxs Static v =
Tag | Untagged ¢ | Layer +
Prefab | Select | Revert | Apply
v Rect Transform [WEX
lefe Pos X Pos Y Pos Z
T -107 32 0
£ [] | width  meight
240 300
¥ Anchors
Min X0 ¥
Max X0 Y
Pivot xo Y1
Rotation X 0 Yo zo
Scale %0.9989] v [0.9999 2[0.9959]
Canvas Renderer @ e
¥ " ¥/ Image (Script) ) [(PE
Source Image HIGri °
Color [ 174
Material [None (Material)  ©
Raycast Target o
Image Type Simple

Preserve Aspect

Add Component

€0 Unity 55.2f1 Personal (64bit) - FFF.unity - TestDemoScene - PC, Mac & Linux Standalone” <DX11>
File Edit Assets GameObject Component AssetStore Tools Window Help

"o IR |
= - Scene #Scene

Pivot | @Local |

< | shaded

& profiler € Game
1.6 S <) | &
¥ Inventory =
¥ Root
¥ Canvas
» Background
Camera
» Active
» Stash
¥ Backpack
¥ Scroll View
¥ Viewport
¥ Content
¥ Root
» TacticalRIG
¥ Pockets
» TitleBox
» Root
¥ Backpack
» TitleBox
¥ Root
» Backpack
rename "5
» Rootlcons
¥ RootSpawnlcons

» Scrollbar Horizontal
» Scrollbar Vertical
Background
» Player
@ Project O console

Create -
-

¥ G Textures
» @ Backgrounc
¥ & Icons

i@ 1con o o [[/le o ()

¥ & Invento

4 Assets » AssetICWM » Inventory » Effects »

Textures » Icons »

Grid

Gridaxs Gridax Gridsx6 Gridsx8 Gridsx10

& Line

& Point.
& Particle
& SpriteDesci
& WeaponRer v

new image

=

@ coliab - | { & J [ Account_- ][ Layers - [ Layout -]

== | © Inspector

Lighting  ® Ocelusion 3 -=

Tag [Untagged ] Layer :
Prefab [ Select Revert Apply

v Rect Transform [FES
It PosX  Pos Pos 2

¥ Anchors
Min
Max
Pivot
Rotation X 0
Scale 999 20,9999
Canvas Renderer @ &
¥ "4 ¥ Image (Script) [FE-S
e . .Grid5x20 o
14
None (Matenial) °
GycastTarget W
Image Type Simple :

Preserve Aspect
Set Native Size

Add Component

Gridsx20 +

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

& | 'S |l 51 [ ewrivot [ @Local |

= Hierarchy _ Bo= #Scene | #Scene
Cr | | Shaded 2l 2

O Profiler € Game
<)o

¥ Root
¥ Canvas
» Background
Camera
> Active
» Stash
¥ Backpack
¥ Scroll View
¥ Viewport
¥ Content
¥ Root
» TacticalRIG
¥ Pockets
» TitleBox
» Root
¥ Backpack
» TitleBox
¥ Root
> Backpack
¥ Root
» Rooticons
RootSpawnlcons
¥ Scrollbar Horizontal
» Scrollbar Vertical

| @ Collab + |{ & |{Account ~ | {Layers - | Layout - |

+=| ©lInspector | Lighting M Occlusion @ +=

¥ Anchors pe
Min X0 Y0
Max X0 Yo
Pivet xfo  |vloe |
Rotation X0 Yo zo
Scale X1 Y1 211

» o o Inventory Base (Script) [ &
¥/ stash System (Script)
5

v & ¥ Backpack (Script)
ot Backpa

ATTRIBUTES

Root Backpack JBackpack

Root Spawm Items £ \sRootSpawniten
Root Tactic Rig \wPackage

Root Pockets #Root

Tactical Rig Spawn  w TacticalRigSpayl
Backpack Spawn | BackpackSpaw
Root Icon Spawn Att wRootSpawnlcor,
Root Attach Not Visit R ootAttachNoty
Root Backpack Slot wRootlcons

CONTENT -
Background Content Backpack [~ Root (Rect Trar
» Player Content Scroll View | Content (Rect 1
RootSpawnMenu ICONS
& Project Dl Console Icon Items JTconttems
Create - Items Icon 1x1 # Itemslconixl
;:;f:;;um 4 Assets » AssetICWM » Inventory » Prefabs » Inventory » Backpack » Grid BACKPACK GRID SPRITE
» & Backgrounc ¥ Icon Item Grid |
» & Icons size 5 I
G Particle Element 0 4 Griddxs
& SpriteDescr SGridaxs |
& Weaporks create prefab Elament s
= emen 5 Gridsx
T Element 3 JGridsxs
2/ Gridaxs Gridaxs Gridsxs. Gridsxe GridSx10 d
v & Backpack Element 4 4 Gridsx10
Element S 2Gridsx20
7 / Audio Source [#K 3
| Add Comoonznl o
T el e

Kaxk CO31aTh BCIIb A Y’KC IIOKa3bIBaJl B BUACO.
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€ Unity 5.5.2f1 Personal (64bit) - FFF.unity - TestDemoScene - PC, Mac & Linux Standalone” <DX11>

File Edit Assets GameObject Component AssetStore Tools Window Help

L b | S o | [ wrivet | @Local]
= Hierarchy
| Create = A
v < FFF*
" Directional Light
EventSystem
» WeaponModding
» Inventory
» Menu
» HUD
» Player
¥ Spawnltems

rveos Cregte item

¥ Items

» Plane

@ project
| Create -

¥ (& ¥ Items Drop (Script) Qe

¥ ID_Attachments

& Audio PRCIES SR CICRE B estite
&l ghtmap
¥ & Inventory
| BackpackTacticz
cts

Backpack

» i TestWeapon
> @ Weapons

» & AssetStoreTools
(& save

© Inspector

¥ ¥ Box Collider L

Edit Collider
1s Trigger o

Material ‘None (Physic Mat| ©
Center
X -0.02271 ¥ -0.1024% 2 0.00452(
Size

X 0.143020 ¥ 0.136561 2 0.144941

Seript ItemsDrop o

Item Tag HONE s
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

10 i

ITEMS ONLY
Attach Tag NONE i
Sprite Texture Item [None (Sprite) | ©
Sprite Texture Item None (Sprite) | ©
BACKPACK ONLY
1s Backpack

Size Backpack (Suedxs ¢
TACTICAL ONLY

Is Tactical Rig o

Is Spawn From Inve [

» & Unityvs

Teneps Oy/ieM HEMHOTO PEAAKTUPOBATH CKPUIIT.

Bamyctute ckpunt ClassList.

[ Add Component J

B Hem MBI 100aBUM HYKHBIM HaM pa3Mep. Sl mOMeTH1 MecTa, Iie HYy’)KHO BCTaBUTb HYXKHBIN pa3Mep.

public enum SizeBackpack

{
Size4x5,

Sizedx6,

Size5x6,

Size5x8,

Size5x10,

Size5x20,

NONE,

}
public VVector2 GetSizeBackpack()
{

if (TagSizeBackpack == ClassList.SizeBackpack.Size4x5)
return new Vector2(4, 5);

}

else if (TagSizeBackpack == ClassL ist.SizeBackpack.Size4x6)
return new Vector2(4, 6);

}

else if (TagSizeBackpack == ClassL ist.SizeBackpack.Size5x6)

{
return new Vector2(5, 6);

}

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

}

else if (TagSizeBackpack == ClassL ist.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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[locnie 3TOro Hy>KHO HACTPOUTH HAIly BEIllb.

€ 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 |

T'oroBa!

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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KAK 1OBABUTH HOBYIO KHOIIKY B MUHU-MEHIO?

Teneps Hy)XKHO OIPENENUTHCSA, @ K KAKOMY KJIacCy 3Ta KHONKY OyAET OTHOCHTHCA. Y BCEX KIIACCOB PAa3HOE KOJI-BO KHOIIOK B

MeHI0. Ha nanHbIii MOMEHT y opyskus 3 y oObIuHbIX Bemier 2 u Ta. Hanpumep, 106aBUM HOBYIO KHOIIKY K PIOK3aKy, OpoHe, IIIEMY U
TII, T.K. OHA BCE OTHOCATCS K UTPOKY S CAENAN UX KaK OJAUH KJIacc.

OTtkpoem HyxHbII HaM MeTo PointEnterMenuRightClick.

D¢ TestDemoScene - Microsoft Visual Studio (Administrator)

X & | Quick Launch (Ctr+Q) Pl B x
File Edit View Project Build Debug Team Tools Test Amalyze Window Help 1 Cemen -
@-0|B-2 WD -0 | bebug - AnycRU - P AtachtoUnity « | 51+ | 'm
£ PointEnterMenuRightClickcs & X Solution Explorer - = x
Y = TestDemoscene - “i3 ICWM.PointEnterMenuRightClick - ®. countChildrenGrid de-s¢aBm| o p -
= 17 int gountChildrenGrid = @, lastCountChildrenGrid = @;
g 15 Search Solution Explorer (Ctrl+;) P~
; 19 public RectTransform RT; fa] Solution TestDemoScene' (L project)
g 2 . ) 4 TestDemoScene
= ect MenuButtonRightClick; b = References
E ct[] vsprenuButtonRightClick;

newSize = new Vector2(148f, @f);

bool IsSpawnButton;

string IndexButtonClick;

pubLi vspienu; // For removing

public G RootTconTtem; // Link to the icon
TtenSpawnTInkorld;

ItemSpawnInltems; // Inside it, the corresponding object will spawn

vspInspecthindow;

private enum Buttoniames[.. ]

void Start()[_ |

4 Assets
4 o AssellCWM
4 Inventory
a Scripts

Attachments.
Background
Controller
DragAndDrop
Helper
InspectWindow
Inventory
Ttems.
TtemsDetect
MainMenu
Menu

MenuRight Clickltems
= MenuRightClickButtond
public void FindButtonClickIndex(Gamedbiect ge)...|

PointEnterMenuRightClick.cs
R MouseDetect
public void ButtonAction(bool state)[ ] Playerieapons
Point

ntData eventData

= Render
tData eventData)[ | Save
ur
Weapon

public void OnPointerEnter(Pointer
public void OnPointerExit(Foin
void Createleapontienu([_|

void Cresteltemstenu()[. |

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;

}

) Unity 5.5.2f1 Personal (64bit) - FFF.unity - PC, Mac & Lis <DX11> [E=R =l
File Edit Assets GameObject Component Asset StoreTools Window Help
([ & S [ R srmor | Siocr]

€ Game -=
Display 1 __¢|| 1920x1080 .68
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KAK JTOBABUTH HOBBIA TAT JJISI ATTAYER?

TyT HUYEro ci10XKHOTO HET. Jlenaercs Bce B ONHO ACHCTBUE.

OrtkpeiBaem ckpunt ClassList u qo6aBisieT HOBBIN TeT, BOT U BCE.

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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KAK JIOBABHUTH HOBGIN MUCTOJIET?

JloGaBneHne HOBOIO MUCTOJIETA MPAKTUYECKH HUYEM HE OTJIMYaeTcs oT Jo0aBiieHHust HOBOro opyxus. [locMoTrpute Buneo «Kak
n00aBUTh HOBOE OpykHe». OTIMUne 3aKII0YaeTcsl TOJIbKO B TOM, YTO HYXHO Oyner HactpauBatrh ckpunt ltemDrop unaue. ITpumep

Bbl MOXETE MOCMOTPETh B JeMo-ciieHe. He 3a0biBaeM mpo orpanmyeHus s UKOHKU 1x2 u 2x1. S nobGasmio Goiblue pa3MepoB B
CIEAYIOIMNX OOHOBICHUSX.

< Unity 5.5.2f1 Personal (64bit) - Test.unity - TestDemoScene - PC, Mac & Linux Standalone <DX11> o o[
File Edit Assets GameObject Component Asset Store Tools Window Help
& | 'S | ol | [5] | [ e#rivot | @Local | > Il M | @ Collab » | { & | { Account - | [ Layers - |{Layout -
= ﬁiél‘av’c}\y &= # Scene # Scene & Profiler € Game - o iﬁspector 35 Lighting W Occlusion - e=
Create * v A Shaded =] 20 | 4| Gizmos * 1ag ixems v Layer | beiauit U
v € Test | Prefab Select |  Revem Apply
Directional Light ¥ .~ Transform e .
EventSystem Position X-0.225 ¥ 0.568( 2 -0.794
o }"““:“M"“'"“ Rotation X0 Y90 2 90.00(
nventory
» MenulnvHudEtc Scale Lo it Sl
» HUD » 2 Rigidbody (VS
» Player v ¢ ¥Box Collider @
¥ Rootitems l 4% | Edit Collider
¥ weapon =Sy
» TheAxe | Is Trigger 7\ o
» ItemDrop 5x2 FD (1) Material None (Physic Material) (o]
» ItemDrop 5x2 FD (2) Center X 0.006¢ Y -0.013 Z -0.033
Size X 0.0301 ¥ 0.180( Z 0.310)
> =
it S‘\:Vle Q) ¥ | ¥ Items Drop (Script) @
- Script ItemsDrop o
BASE
Item Tag PISTOL 3
Size Tag Size 2x1 :
Item Modding JDW o
Item Drop /DW (]
Is Lock Rotate LJ
WEAPONS ONLY
Weapon Player Rit None (Game Object) (<)
ID_Weapon 3
ATTACHMENTS ONLY
@ project [ Console +m » ID_Attachments
Clear | | Collapse | Clear on Play | Error Pause o/ /No|@o|}
ITEMS ONLY
Attach Tag NONE 1
Sprite Texture Ite None (Sprite) o
Sprite Texture Ite None (Sprite) o
BACKPACK ONLY
Is Backpack )
Size Backpack Size 5x20
TACTICAL ONLY
| Is Tactical Rig |
Is Spawn From In'|_|
{ Add Component L
-
— ) EE— e | = ~ =
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KAK 1OBABUTH HOBOE KOJIIOIIEE OPYKHUE?

JloGaBiieHrEe KOJIIOIIETO OPYXKHS HUYEM HE OTIWYAeTCS OT J0OaBJICHHS aTrTadeid, BaM BCETO JIMIb HYKHO TOOaBUTH HYKHBIC
napameTpsl B ckpunte ItemDrop. [Ipumep BbI MOXKETE TOCMOTPETH B JAeMO-ciieHe. He 3a0biBaeM Mpo OrpaHWYCHUS IJI1 UKOHKHU 1X2 n
2x1. S no6asmto O0bIIE pa3MEPOB B CIEAYIOMIUX OOHOBICHUSX.

€0 Unity 5.5.2f1 Personal (64bit) - Test.unity - TestDemoScene - PC, Mac & Linux Standalone <DX11> =R =)
File Edit Assets GameObject Component Asset Store Tools Window Help

a '!’ | S | o El o§ Pivot | @ Local ] m I ¥ Collab ~ ] @ [Account - | lLayers -J [Layout . |

= Hierarchy # Scen | # Scene L OPrufilar € Game . = O Inspector | 3= Lighting B Occlusion @ -=
Create * wAll ) *||20|| % |<4) | &I Gizmos * Al | Prerao Select 1 Revert i Apply &
v € Test = | ¥ .~ Transform &,
Directional Light Position X -0.23 ¥ 0.534 2 -0.471
EventSystem Rotation xo Y 9.635 Z -90.00
» WeaponModding Scale X1 Y1 21
» Inventory
» MenuInvHudEtc >4 Rigidbody (VS
» HUD v i ¥ Box Collider (W18
» Player £ | Edit Collider
¥ Rootitems 2
¥ weapon Is Trigger \_[—
s hens iy kaisna) N
¥ ItemDrop 5x2 FD (1) | Center X -0.008 Y 0.007( 2 -0.040
» ItemDrop 5x2 FD (2) . Size X 0.062¢ Y 0.426! Z 0.224«
:Sxiii (1) ¥ || ¥ Items Drop (Script) @
i Script ItemsDrop o}
»items
BASE
Item Tag | KNIFE 3
Size Tag | Size 2x1 3
Item Modding wo 5]
Item Drop w Axe o
Is Lock Rotate (W}
WEAPONS ONLY
Weapon Player Riy None (Game Object) (=]
1D_Weapon 0
ATTACHMENTS ONLY
lv ID_Attachment
@ Project O console - | Size 0
Create ~ S EEE——— Q_ AN x
v:?:y:;:ry 4| Assets » AssetiICWM » NewAttachments - ::f::g,’::' (hoNE 5
il BackpackTacticz Sprite Texture Ite . InvKnife2x1 [}
» Gl Effects Sprite Texture Ite None (Sprite) °
» Gl Prefabs
_* NewAttachments Is Backpack J
» &l Mesh Size Backpack | Size 5x20 3
? Prefabs Mesh Prefabs Textures Icon_FlashHider.. InvFlashHider TACTICAL ONLY
2 W foxtifes Is TacticalRig (]
W Newltem ol
» G Props 1s Spawn From Inve| |
v :I:::::Tpon Add Component
S Materials Y ——"b ¥
——— | | S0 ¢ ~ T - i
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KAK IOBABUTH HOBYIO PA3I'PY3KA, BPOHIO, PIOK3AK 1 TA?

JloGaByieHue 3TUX Belllel HUYEM He OTiuuaeTcs oT go0aBiieHus Bemu B 1enoM. [locMotpute Buaeo ypok «Kak n1o6aBUTh HOBYIO
Belby. OTianuust OyayT 3aKiI04yaThbesl TOJABKO B TOM, uTo B ckpumnte ltemDrop y Bcex OyayT cBou mapamerpsl. s Gomnbliei
nHpopManuu u3ydute aeMo-cieHny. He 3a0biBaem mpo TpeOoBaHuUs, KOTOPBIE TPEABSIBISIOTCS K UKOHKaM.

KAK TIOBABUTD BEIIH B CIIUCOK JIYTA

[Ipenmet noiKeH OBITh HACTPOEH, MPEXKIE YEM MTOMEIIATh €T0 B CUCTEMY JOOBIYUH.

= Hierarchy_| @ .= #Scene # Scene profiler € Game 5 Asset Store Lighting W Ocelusion & -
Create = (@A Shaded -l 120 || % |4 | @ L —— - : i o
v Test = Items Drop (Script) [WE-S
Directional Light | Hide looma TtemsDrop o
EventSystem
» WeaponModding BASE PARAMETERS
» Inventory Item Tag [1TEMS s
» Menu Size Tag [ Size L1 :
» HUD Item Modding wo = e
SRIATAY Item Drop CE )
VAERE Is Lock Rotate 3
House
Floor
» weapon WEAPON
¥ items
» Attachments attributes
» Body Weapon Player Rig [None (Game Obje ©
¥ Stack 1D_Weapon R
¥ Bullg
STATISTICS
¥ Bulletods (1) » Stat List
» Bulleto4s (2)
» CondensedMilk
» CondensedMilk (1) ATTACHMENTS
» Bottle » ID_Attachments
Cube (4) Attach Tag [wone &)
» LooT
» Sprite
STACK
1s Stack
@ Project | Oconsole
Create *
B 4 Assets » AssetICWM » Loot
¥l Assets
¥ il AssetICWM e
& Audio |
» i@ DocumentationManual »
& ghtmap
» & Inventory

» G Items
7 Props
» (@l TestWeapon
» G Weapons

» @l AssetStoreTools
i save | \# Bulleto4s.orefab

Backpack Backpack (1) Backpack (2) BodyArmor3«3 56

Bce BCHIIN, KOTOPBIC PAHIOMHO ITOABJIAIOTCS B AIIUKAX, XPAHATCS B MACCHBC Loot. Bam HY>XHO BCCT'O JIMIIb 2106aBI/ITL npeamMeT B
CITMCOK.

Create ol Min xo Yo -
v Qrest Max X0 Yo
Directional Light Pivot xo Yo
EventSystem e ey
X Rotation X 0 Yo zZo0

Scale X1 Y1 Z1
Audio Source @e.

» HUD

entory Base (Script) [ &
» Player M_,_ﬁt
» Rootltems e
yer System (Script) ([ @,
Backpack (Script) @e.
Loot Manager (Scri [FES
Size 24
Element 0 \w TheAxe e
Element 1 W TacticRig )
Element 2 [@Backpack | @
Element 3 WBackpack (1) | ©
Element 4 wBackpack (2) | ©
Element 5 wBodyArmor3x3| O
Element 6 wBodyArmor3xd| ©
Element 7 s Bullet04s o
Element 8 w CondensedMilk| ©
Element 9 W TacticGrip )
Element 10 W Stock °
Element 11 [WGoggles2x1 | ©
Element 12 WGoggleszxz | ©
Element 13 wHeadset o
Element 14 & Helmet °
Element 15 W Ironsight °
Element 16 @ Ironsight 1 °
Element 17 & Magazine °
Element 18 [ WPicatinny °
Element 19 [WPicatinny (1) | ©
@ Project | O console ] Element 20 W PistolGrip o
Clear || Collapse | Clear on Play | Error Pause Do A1 @F Element 21 \ PistolGrip 1 o
Element 22 W Scope )
L Element 23 [WSilencer )
| Add Component U
-
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Pa3zmepbl HKOHOK:

I/IKOHKI/I, KOTOPbI€ MOKHO BpallaTh:

1) 2x1
2) 1x2
3) 5x2
4) 2x5

5) 4x1 (New Update 2.0)
6) 1x4 (New Update 2.0)
7) 4x2 (New Update 2.0)
8) 2x4 (New Update 2.0)
9) 3x2 (New Update 2.0)
10) 2x3 (New Update 2.0)

Pa3Mep HKOHKH IMOA NMUCTOJICT:

1) 2x1
2) 1x2

Pa3zmep UKOHKH MO/ OpyXKHUe:

1) 5x2

2) 2x5

3) 4x1 (New Update 2.0)
4) 1x4 (New Update 2.0)
5) 4x2 (New Update 2.0)
6) 2x4 (New Update 2.0)
7) 3x2 (New Update 2.0)
8) 2x3 (New Update 2.0)

Pa3zmep nkonku nox OpoH1o:

1) 3x3
2) 3x4

PazMep HKOHKH MO PasrpysKy:
1) 3x3

Pazmep UKOHKM MO 0YKHU WU FAPHUTYPY:

1) 1x2
2) 2x1
3) 2x2

Pa3mep nKkoHKH moj miem:
1) 2x2

Pa3mep HKOHKH NOA PIOK3AK:

HNPUJIOKEHHUE

BASE
Item Tag | WEAPCHM
Size Tag [ Size 5x2
Item Modding Size Txl
Item Drop Size 26
Is Lock Rotate
Size 1x
WEAPONS ONLY .
Weapon Player Ri V| Size5a
ID_Weapon Size 15
ATTACHMENTS ONI fEESE
¥ ID_Attachments Size 2x2
Size Size 3wl
Attach Tag Size 43
ITEMS ONLY Size 4y
Sprite Texture Ite Size 2xd
Sprite Texture Ite
Size 4l
SEPARATE? .
Separate Prefab S
Size 3xd
BACKPACK OMLY )
Is Backpack Size 23
Size Backpack MOME

TACTICAL OMNLY
Is Tactical Rig -

Te €Snawn Fram Trol |
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1) 3x3
2) 3x4
3) 2x2 (New Update 2.0)
4)  4x3 (New Update 2.0)

Pasmep HKOHKH IO HOXK:

1) 1x2
2) 2x1

Pa3meps! simuka ¢ xoobryeit (New Update 2.0)

Pa3zmep prok3aka, KOTOPbIii HeJib3si cTaBUTHL B mHBeHTape EFT: (New Update 6.0)

1) 15x8
2) 11x7
3) 10x6

"@ [« Loot Box (Sci

Script

ATTRIBUTES

Root

SIZE LOOT
Is Random

LOOT
Size Loot

Is Qpen
F Loot [tems

Size 42
Size Gxd
Size dxd
Size Bud
Size 425
Size 4x6
Size 5xb
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