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BAJKHO!

JlaHHBINH MepeBo/ THOUTE/TLCKHI, MOXKET COAeP)KaTh pPa3/IMYHble OINHOKH M He TOUHOCTH MepeBoja.
I[IpaBW/IBHOCTH TepeBOfia He SIB/IAETCA MCTUHHOM moc/aegHeill uHcTaHuuu. IlepeBoj caenarb /s

oOJsierueHusi MpoIecca UCMO/Ib30BaHKUs acceTa. ABTOP 3TO /ie/iaeT TOJIBKO /JJisi cedsi, HO He MPOTHUB
MO/ie/INTCS NMepeBo/ioM U C APYTUMH.
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Yacts 1: To6po nmoxasnoBarb B Cucremy coxpaHeHuu (Save
System)

Cnacubo 3a ucronp3oBanve Save System fms Opsive Character Controllers! 3rtoT asset pobasnsier
COXpaHeHue OJHOTO UrpoKa Moj/ep>KuBaeT (COXpaHeHHWe W 3arpy3Ky UIp M COXpaHeHWe W3MeHeHUMW IpU
CMeHe CLIeH) Ji/1s1 KOHTPOJJIepOB nepcoHaxxer Opsive.

3T0 asset MOAXOAUT K KOHTPOJIEPOM:

e Ultimate Character Controller

¢ First Person Controller

e Third Person Controller (version 2)

* UFPS: Ultimate First Person Shooter (version 2)
e UFPM: Ultimate First Person Melee

e UTPS: Ultimate Third Person Shooter

e UTPM: Ultimate Third Person Melee

Eciu BBl ucronb3yete crapyto Bepcuto kKoHTposiiepa (UFPS version 1) To Hy)XKHO MCMONb30BaTh Save
System for UFPS, ycTaHOBHTe 3TOT TakeT (asset).

Kak nmo/s1iyuyuth nnomMoinnb

[Mummrte Ham croga! Eciu Bl 3acTpsiid, y Bac eCTb BOIPOCHI WM Bbl XOTUTE MOIMPOCUTH (PYHKLIHMIO,
TOKaJTyMCTa CBSDKUTECh C HAMU:

Email: support@pixelcrushers.com
Forum: https://pixelcrushers.com/phpbb
Discord: https://discord.gg/Nt9dVj

[Tpumeuanue. ITOT pecypc pa3paboran u nogzaepxuBaetcs Pixel Crushers, a He Opsive.

HNemoucrpanusa (Demo)
Yro 65l 3aMyCTUTD JiEMO:

1. Wmnoprupyiite koHTposiep Opsive U CUCTeEMY COXpaHEHUM.
2. [obaBbTe cremymoliye ClieHbl B CIIUCOK ClieH (YPOBHel) B HaCTpOMKax mpoekTa (CO0pKH):
* Pixel Crushers » Save System for Opsive » Demo » DemoScenel
* Pixel Crushers » Save System for Opsive » Demo » DemoScene?2
3. OrtkpoiiTe 00e CLieHbI U TIOBTOPHO COXPAHUTE MX. JTO COXPAHUT TWUIT KOHTPOJJIepa KOTOPBIM BbI
VICTIOJIb3YeTe.
4. 3anyctvB DemoScenel. Bel MoXeTe ciefyroree:
* Haxwmure Escape, uToObI OTKDBITH [I€MOHCTPAL[MOHHOE MEHIO, COfiep’Kalllie KHOTKHU [IJist
COXpaHeHMsI U 3arpy3Ku Urpbl.
* Vcnonb3oBath nepexo/sl (opTanbl) Mexxay ypoBHsiMu DemoScenel u DemoScene?2.


https://assetstore.unity.com/packages/templates/systems/save-system-for-ufps-103884
https://assetstore.unity.com/packages/templates/systems/save-system-for-ufps-103884
https://discord.gg/Nt9dVj
https://pixelcrushers.com/phpbb
mailto:support@pixelcrushers.com

B ocraBieiics yaCTH 3TOr0 MHCTPYKLUM OMMCHIBAETCSI KaK HACTPOUTH CLIeHbl M OOBEKTHI |71 COXpaHeHUs
Urphbl. A TakXke onvcaHue Apyrux (GyHKLWN KOTOpble He BXOASAT B 1eMO CLiEHBI.



Yacts 2: HacTpouku

CrnepyiiTe 11araM OIMCaHHBIM B 3TOM rpaBe, UTOObI HACTPOUTH CUCTEMY COXPaHEeHHH B CBOEM ITPOEKTe.
BbI MoKeTe TiepeMeHsITb KOMIIOHEHThI CHCTeMbI COXpaHeHUsI K rpedabam, a Takke K 00beKTaM Ha BallieM
YPOBHe.

HacTpoiika cieHbl
IobaeeTe Ha crieHy npedabd Save System u3 Pixel Crushers » Save System for Opsive » Prefabs to your
starting scene. TTpu >KeJlaHUU Bbl TaK)Ke MOXKETe J0OABUTh €ro B JIpyrve UrpoBbie crieHbl. HO 3T0 [O/KHO

OBITh B MEPBOA CIIeHe KOTOPLIM BbI 3arpy3uTe B UTPy (HarpuMep, CIieHa IVIaBHOTO MEHIO).

Ecu BBl XOTHTE [00aBUTH IEMOHCTPALMOHHOE MEHIO B Ballly COOCTBEHHYHO ClieHY, nobaBbTe Tipedad
Save System Test Menu.

HUrpok

MNob6asere UCC Saver K CBoeMy UTDOKY.

v @ ¥ ucc saver (Script) E‘ L
Script JCCSaver o]
Key

Append Saver Type To Key &
Save Across Scene Changes |
Restore State On Start
Save Position

Save Attributes

Save Inventory

Save Perspective

NNNK K

Debug

OTO COXpaHUT CTAaTUCTHMKYy WrpOKa, WHBEHTapb, MO3ULMI0 M TeKyLUd BHJ, €CId HCIO0/Ib30BaTh
KOHTPOJUIEP, KOTOPbIM MOXKeT NepeK/Io4uaThCsl MeX/1y BUAaMU OT NePBOr0 U TPeThero JvLa.

[laHHBIe B COXpaHEHHBIX MrpaxX XPaHSATCS I0j KiodaMu. Bbl Mo)keTe yka3aTh 3HaueHue B Tone Kirou
(Key) wiM mpocTo OCTaBUThb ero IycTbiM Mo ymonuaHuto ums GameObject (nampumep, Nolan).
Yb6enutech, uro rasouka CoxpaHUTb H3MeHeHUs Mex[y cleHamu (Save Across Scene Changes)
yCTaHOBJ/IEHa.

YToObI 3amucarh 0T/IaZl0uHyI0 HH(GOPMALMIO B KOHCO/Tb, ycTaHOBUTe ¢iakok OTnagka (Debug).
Ecnu BBI 3aMHTEpeCcOBaHbI TOJIBKO B COXpaHeHWH WHGopMaruy 00 Urpoke, BOT U Bce. OcTanbHasi 4acTh

WHCTPYKLMHU OOBSICHSIET, KaK HaCTpauBaTh Apyrve (QYHKLWH, TaKhe KakK MOpTajbl CMeHbI CLIeH, 3aCTaBKU
JJ1s1 IPYTHX TUTIOB 0OBEKTOB, KOHTPOJIbHBIE TOUKH COXPaHseT U CKpUNTOBbIi APIL.



CoxpaHeHHA U K/IIOUU

CucteMa coxpaHeHMs MCI0/Ib3yeT KOMIIOHEHThI, Ha3bIBaeMble «XpaHUTeISIMU» (Savers), [/isi COXpaHeHUs
u BoccTraHoBneHus nHpopMaruu. UCC Urpoka KOMIIOHEHT «XpaHHeT/b» (Saver) sIB/sIeTCSl OFHUM W3
nprMepoB. CUCTeMa COXpaHeHUs TaKKe BK/IH0UaeT HeCKOJIBKO IPYTUX THIIOB.

Kax/iplii KOMIIOHEHT HY>KJ,aeTCsl B YHUKa/IbHOM KJ/IFOue /i/1s1 3aliCH CBOUX JIJaHHBIX B COXPaHEHHbIX Urpax.
Eciu kmou (Key) rosnie mycroe, oHo OyzeT ucrosb3oBath uMsi GameObject (Harpumep, «Orc»). Eciu Bb
ycraHoBute (Grakok [106aBUTH TWM 3amucy K K/IHOUY, K/IHOU Takke OyZeT MCIOMb30BaTh THIT 3alHCH
(manpumep, «Orc_PositionSaver»). 3to none3Ho, eciu GameObject vMeeT HeCKOTbKO KOMITOHEHThI
3aCTaBKHU.

Ecrn GameObjects uMeroT ogMHaKOBOe WMsl, BaM HY)XHO OyZeT Ha3HauWTh YHUKalbHbIe KIOuu. B
NPOTUBHOM CJiyuyae OHM Bce OyAyT TBITAaTbCsl 3alvChiBaTh CBOU JlaHHbIE [0, OJHUM KJ/THOUOM,
riepe3anychiBasi Jpyr Apyra. UToObl aBTOMAaTHUeCKH Ha3HayaTh YHUKAJIbHbIE KITFOUM KaK/bl XpaHUTENb
(saver) B cijeHe, BeiOeprTe MyHKT MeHt0 Tools > Pixel Crushers > Common > Save System > Assign
Unique Keys....

BbI Takke MO)KeTe HarmMcaTh CBOM COOCTBEHHbIE KOMITOHEHTHI Saver. CKPUNT CTapTOBOTrO I1ab/ioHa B
Plugins / Pixel Crushers /Common / Templates comep)kaT KOMMEHTapuW, KOTOpbie OOBSICHSIOT, Kak
HarucaTh CBOW COOCTBEHHbIE BK/IAJUUKH.

HO3I/II_[I/IH, AKTI/IB, BbIK/ITIOYATE¢/IM U COXPdHEHUE dHUMALIUHN
Yrobrl coxpanuTs no3uiiuto GameObject, mobassre Position Saver.
Yrobbl COXpaHUTB COCTOsIHUE aHuMaropa B GameObject, 7o6aBbTe Animator Saver.

YTtoObl COXpaHMTh aKTWBHOe / HeakTWBHOe cocTossHue GameObject, mo6aBbTe Active Saver. Uto0bi
COXPaHUTh BK/TIFOUEHHOE COCTOsTHUe KOMITOHeHTa, Jo6aBuTh Enabled Saver. B o6oux ciydasx nmomecture
3acTaBKy Ha 00bekT GameObject, KOTOpBIii TrapaHTHMPOBAaHHO OyneT aKTWBHBIM. [l COXpaHeHUs
COCTOSIHUS TIHKara (rofbrupaeMbIX TMPeAMeTOB) WM Pa3pyllaeMoro o0beKTa, MCIO/b3yiTe WHCTPYKLUU
HIDKE.

IMTukanel (mogdupaeMbie 00beKThI) H pa3pylleHHsI

Yto OBl COXpaHWUTh MUKAIl UM pa3pylliaeMblii 00beKT, [o0aBbTe K Hemy Destructible Saver. HekoTtopbie
00BeKThI TaKhe KaK Typear MOTYT He TPaBU/IbHO 00pabaThiBaThCsl WM 0TOOPaXkaTbCsi, B 3TOM C/IydaeT
ycraHoBute Destroy Mode Ha 1eakTHBUPOBAaHO BMECTO aKTHBHO.

Ecnu pa3py1iaemblii 00beKT OCTaBIsIeT 1Moc/ie cebst CBOIO pa3pallleHHYI0 Bepcuio, Ha3HaubTe prefab c 3tum
BapuaHTOM B Destroyed Version Prefab. O0bruHO Takoii >xe BapuaHT ripedaba ncrnonb3yroT B Spawned

Objects On Death B xommnoHeHnTe Health.

YcraHoBute (hiakok Save Across Scene Changes, uToObI 3aITOMHUTE U3MEHEHUs TIPH BbIXO/Ie U3 CIIE€HbI
Y BO3BpallleHuH K Heli. OOpaTTe BHUMaHHUe, UTO 3TO YBEJUUUT pa3Mep COXPAaHEHHOTO UTPOBOro daiina.

CKpHHIIIOT HUKe TI0Ka3bIBaeT HACTPOUMKU /1JIsl pa3pylliaeMoro sliKa B KaueCcTBe IpuMepa.



@ Inspector | S

[« Crate [ Static =
Tag | Untagged # | Layer  Default o
Prefab | Select | Revert { Apply |
b .~ Transform L %
b Crate (Mesh Filter) L %
b | ¥ Mesh Renderer Ll #%
b iy ¥ Box Collider @&
b % Rigidbody M
bl Attribute Manager (Script) M
|l Health (Script) (L #,
» @ Surface Identifier (Script) G #,
¥ | ¥ Destructible Saver (Script) ﬁ &,
Seript DestructibleSaver o]
Key Crate001 |
Append Saver Type To Key ||
Save Across Scene Changes &
Restore State On Start -
Mode [ On Destroy A ]
Destroy Mode | Destroy ™
Destroyed Version Prefab W CrateDestruchble J (o]

CnaBH 00bexkTOB (Spawned Objects)
B sTom pa3fesie OIIMChIBAETCA, KaK HACTPOUTH CIIdBH 00LEeKTOB JJIA UX COXPpAHEHMHS.

OOBeKTbI KOTOpble CO37IAlOTCS BOBPEMSI WIPbl KOHTPOJMPYIOTCS Tak HasbiBaeMbiM Spawned Object
Manager. XoTb U4 B €r0 Ha3BaHHe eCTh CJIOBO Spawned «IIOPOXK/IEHHBIN» OH He UMeeT Heuero o01ero ¢
komrioHeHTOM Opsive’s Respawner. Spawned «OpOXK/IeHHBIM» B 3TOM cilyuae 0003HauaeT, YTo 0OBEKT
OB CO37,aH BO BpeMsi UIPbl [10C/Ie YHUUTOXKEHUsI YHUUTO)KaeMoro o0beKTa Harprmep siiyka. Spawned
Object Manager oTc/ie)xiBaeT 00beKThI KOTOPbIe MOTYT ObITh pa3palrieHsl. Korjja BbI 3armyckaeTe Urpy OH
BOCCTaHAB/IMBaeT 3TH 0OBEKTHI.

Hwke omucaH riporjecc HaCTPOMKU:

1. Co3pgaiiTe koruto nipecaba 1je/ibIi / YHUUTOXKEeHHBIH U 106aBbTe Spawned Object.

2. [JlobaBere Ha cueHy Spawned Object Manager u o00aBbTe B Hero mpedab paspyiiaeMoro
oObekTa.

3. Hactpoiite 00BeKTBI A7 yAaneHUs 3K3eMIUIIpOB 3Toro mipedaba BMecto oObuHOTO Tipedaba
Opsive.

Co3pganue Spawned object npedadam



Haiigure mpedab (Harpumep CrateDestructible) u cpenaiite koruro, HarmpuMep ¢ uMeHeM Spawned
Broken. /lobaBeTe Kk HeMy komrioHeHT Spawned Object. TToBTopuTe 3TO /711 BCEX MPeIMETOB KOTODbIe
WUTPOK MOXKeT CO3/1aTh.

[Meperaiute npedab Spawned Object Manager w3 nanku Prefabs v cospatite mocroii GameObject u
nobaeere KomroHeHT Spawned Object Manager kKak roka3aHo Hke. Kaxzas crieHa (YpoBeHb) JO/DKHBI
umeThb coocTBeHHbI Spawned Object Manager.

= HWierarchy | o= O Inspector PR
Craans = (G Al v ™ Spawned Object Manager [)static =
Directional Light Tag | Unzagged i | Layer | Default 1
* AdvancedPlayer Frefab Select Revert Apply
Flaaor + - o
b s Transform [WE-S
Spawned Objact Manager r G} :EEF'-""‘ Object Manager (Script) ﬂ &
- Script SpawnedObjectManager @
® Checkpaint Save Key
Dema Menu Save Across Scene Changes
k Scene Portal v spawned Dbject Prefabs
Spawnpeint fram DemoSce Size 1
Element 0 IS Spawned Broken Crate (SpawnedObject) ©
¥ Spawned Dbjects
Size o

IobaBeTe BCe co3maBaemble 00BekThl (Spawned Object) koTopble UTPOK MOXKeT co37aTh ( B JaHHOM
npyMepe pa3pyiinTh). Ec/ii 06BEKT OTCYTCTBYeT B CITUCKE TO MeHe/Kep He CMOXKeT Tiepe3aryCTUTh ero
TIpU 3arpy3Ke Urpbl WK BO3BpallleHWH Ha CLIeHY.

ITepexoabl Mexxy ypoBHsAMH (Scene Portals)

YTtoObl HACTPOWUTH TIepexo/, Ha APYTYIo CreHy (ypoBeHb), mepetariure nipedab Scene Portal u3 manku
Prefabs Ha cBow creHy (ypoBeHb) Wid co3zpaiite myctoii GameObject ¢ Tpurrepom u aobaBbTe
KoMIioHeHT Scene Portal Ha Hero.

v @ Scene Portal (Script) ﬁ #,
Script ScenePortal @
Required Tag Player
Destination Scene Name DemoScena2

Spawnpoint Name In Destination Scene Spawnpoint from DemoScenel

Ecmu ycraHOBUTH 00si3aTeNbHBIN Ter, TO mopran OyzeT pearrpoBaTh Toyibko Ha GameObjects ¢ 3Tum
terom. BAJKHO: KonHTponep nepcoHaxkeit Opsive nmomeuaeT 00beKT (MoJe/b) UTPOKa Kak Player HO He
ero Kojulaiiilep Ha JouepHeM OObeKTe B BUJe KarlCyJbHOTO KoOJUlaiifiepa. YCTaHOBWUTE [JISi 3TOTO
KoJinaiiiepa ter Player.

YcranoBute Destination Scene Name /i1 cIieHbI, K KOTOPOM BeIeT 3TOT IOpTal. Y0eauTech, UTo ClieHa
Ha3HaueHWs HAXOAWUTCSI B HACTPOHKH COOPKHU Balllero MpoeKTa.



B cuene HasHaueHus co3paiite myctoii GameObject, rae A0/KeH TMOSBUTHCS UTPOK. JTO Ha3bIBaeTCs
TOYKa BO3pOKJeHUs. B kommoHeHTe Scene Portal ncxopHoli cuieHbl ycraHoBUTe MMsi Spawnpoint In
Destination rose ciieHbl C UMe@HeM 3TOM TOUKU TOsIB/IEHHS.

Yb6eauTtech, UTo Ballla TOUKA BO3POXK/EHUST HAXOJUTCS IOCTAaTOYHO JaieKo OT TOPTAJIOB CIIeHHI (Tepexoja
Ha JIPyTYIO ClieHy) B ClieHe Ha3HaueHHs], yToObl He BbI3bIBaTh HEME/JIEHHBIN Mepexo/ Ha APYTYIo CLeHY.

(ITpocmo He cmasbme MOYKy NosieAeHUS U2POKA psiOOM C nepexo0oM He npeobloyuwyto cyeHy!)

Ecsu BBl He XOTHTe UCIIO/b30BaTh TPUITEPHI, BBl MOXKETe BPYUYHYIO BbI3BaTh MeTof, ScenePortal.UsePortal.

Touku coxpaHenus (Checkpoints Saves)

YTtoObI HACTPOUTH TPUTTEP TOUKHM coxpaHeHus nepetamure nipedabdb Checkpoint Save 13 nanku Prefabs B
cueny uau f1obaeete K mycromy GameObject Tpurrep u Trigger Event c Save System Methods. TTpeda6
TpeJjBapuTe/NbHO CKOH(UIYPUPOBaH [/Is1 COXpaHeHHs1 B C/oTe 1, BOCHPOU3BeJeHUS ayAuo Kiaumna M

CKPBITHA KOHTpO]'IbHOﬁ TOUKH.

© Inspector [ E e

[ |Checkpoint Save [ static =

Tag | Untagged 4 Layer | Default 3|
b .~ Transform i,
b i ¥ Box Collider hoid
v Trigger Event (Script) &,
Script TriggerEvent o]
Tag Mask | Player |

On Trigger Enter (GameObject)
| Runtime Cnly 4 | | SaveSystemMethods.SaveSlot $ |

i Checkpoint Save

o1 |

Runtime Cnly

ar

AudioSource.PlayOneShot

T

@ Checkpoint Save | @) <« PlayAudioEffect

| Runtime Cnly % | | TriggerEvent.enabled $ |
- Checkpoint Save | @] [

| Runtime Cnly $# | | BoxCollider.enabled ¢ |

|@ Checkpoint Save o] ]

| Runtime Cnly % | | GameObject.SetActive ¢ |

[ visualization (Car 2| [

On Trigger Exit (Game0bject)

List is Empty
+ -
b Sawve System Methods (Script) ) %,

> l:] [+ Audio Source

10



Ecnu BBl j00aBnisieTe KOMITOHEHTHI BPYyUHYI0, HacTpoiiTe cobbithe «Trigger Event’s» Ha «Trigger Enter»
Juist Bbi3oBa SaveSystemMethods.SaveSlot U ykakute Homep csiota. [1py KelaHUM OTK/IIOUMTE TPUTTEp
TI0C/Ie COXpaHeHre KOHTPOJIbHOM TOUKU TyTeM flobaB/ieHust COObITHH, KaK TIOKa3aHo BBIILIE.

Ecmu Bbl XO0TWTEe, UTOOBI WIPOK aBTOMAaTHYeCKW BO3DOJWICS HA TIOC/AeJHEM KOHTPOJILHOW TOUKe,

COXpaHWTEe ee T0C/ie CMepTH, 3aMeHuTe KomroHeHT Character Respawner mnepcoHa)ka Wrpoka Ha
Checkpoint Character Respawner.

Cucrema coxpanenus (Save System)

& Inspectar ==
‘ o Save System _| Static =
- Tag | Untagged # | Layer | Default 4 |
b .~ Transform [ =,
b | ¥ Save System (Script) Q=
> @] Json Data Serializer (Script) ﬁ 8
| @ Player Prefs Saved Game Data Storer (Script) ﬁ o,
| Erl Standard Scene Transition Manager (Script) @ i,

Cucrema coxpaHeHusi GameObject aeiicTByeT KaK TMOCTOSIHHbIA CHHIVITOH, YTO O3HauaeT, YTO OH
repe)xuBaeT U3MeHeHHs CLIeHbl M Kak IPaBUJIo, eCTb TOJIBKO OJUH 3K3eMIuIsp. EC/ii Bbl nepeKkItounTech
Ha ClieHy, KoTopasi Takxke umeeT Save System GameObject, ucxogHas cucrema coxpaHenuss GameObject
YHUUTOXXUT OOBEKT B HOBOM ClieHe, YTOObI 06eCrieunTh Haluure TOJbKO OHOTO 00beKTa Takoro BU/A.

Cucrema COXpdHEHHs OCHOBdHA Ha [IBYX THUIIdX KOMIIOHEHTOB!:

* Data Serializer: npeobpa3yeT JBoUYHbIE COXpaHEeHHbIE UT'POBbIE JlaHHbIe B COXPaHsieMblii opmar.
* Saved Game Data Storer: 3anucbiBaeT Cepua/jv30BaHHbIEe [lAHHbIe B TOCTOSIHHOE XPaHW/IMLLE,
Takoe Kak PlayerPrefs wiu ¢aiisibl 10KanbHOTO AMCKA.

[To ymosuaHuto cucteMa coxpaHeHus ucriosnb3yeT Json Data Serializer. Ecnu Bbl X0THTe MCIO/B30BaTh
JPYyTol cepuanu3arop, Bbl MoXKeTe Z00aBUTh COOCTBEHHYIO peanm3anuio kiacca DataSerializer B Save
System GameObject.

[To ymonuaHutio cucteMa coxpaHeHusi ucrionsdyet PlayerPrefs Saved Game Data Store /17151 coxpaHeHust
urp B PlayerPrefs. Crucrema coxpaHeHus Takxe nocrasnsiercs ¢ Disk Saved Game Data Storer, koTopbIii
coXpaHsieT Urpbl B 3amivpoBaHHble (ailyibl Ha JIOKAJIbHOM JIMCKe; UTOObI MCIO/Ib30BaTh €ro, yAaauTe
PlayerPrefs Saved Game Data Store (ecrii umeetcst) 1 fobaBete Disk Saved Game Data Storer. Eciu
Bbl XOTUTe XPaHUTh UTPbl JPYTUM CMocoboM, Bbl Mo)KeTe 00aBUTh COOCTBEHHYIO peanu3alivio Kjacca
SavedGameDataStorer.

YroObl 3arpy3uTh U COXPaHUTb WIPhI, Bbl MOXKETe BbI3BaTh METO[Ibl, OTMMCaHHbIe B pasziesie CKPUITUHT
(Scripting), uTOObI 3arpy3UTh U COXPAaHUTb UTPbI, @ TAKXKe U3MEHUTD CLIeHBI.

Ecnu BbI He XOTHWTE CO3/aBaTh Kakue-aubo creHapud, fobaBeTe KOMIOHeHT Save System Methods k

CBOMM KHOITKaM TI0JIb30BaTe/IbCKOro MHTepdeiica u Hactpoite ux cobbitusi OnClick () ans BbI30Ba
COOTBETCTBYIOI[MX MeTOZOB, TakuxX Kak LoadFrom Slot uiu Save Slot.

11



Cucrema COXpdHEHHA TaKXKe UMeeT AOHOHHHTEHBHbIﬁ AUCIIeTUep repexoda CLeHbl, OIMMCAHHBIN HIKeE.

MeHnemxep cMmeHbl cijeH (Scene Transition Manager)

Cucrema coxpaHenusi wumeer Standard Scene Transition Manager, KOTOpbili TO03BOJSIET
BOCITPOM3BO/IMTh aHUMAL[MM OUutro 1 intro v / UM oTobpakaTh ClLieHy 3arpy3KH IpU 3arpyske ciaefyroleit
(hakTUYeCcKo crieHbl. DTO HeoOs3aTesbHO. ECiy BbI He XOTHTe MCIONb30BaTh €ro, BbI MOXKeTe YaluTh
ero.

1’@ Standard Scene Transition Manager (Script) &,
Script StandardSceneTransitionManager @
Pause During Transition

¥ Leave Scene Transition

Animatar 2 Canvas (Animator) @
Trigger FadeToBlack
Animation Duration 1
Min Transition Duration 2
Loading Scene Mame LoadingScenes

¥ Enter Scene Transition
Animataor 22 Canvas (Animator) @
Trigger FadeFromBlack
Animation Duration 1

Min Transition Duration 2

Ecmm ycranosneH ¢sakok Pause During Transition, y6eaurecs, uto aHumaropy (aM) 3aZiaHO 3HaueHue
Unscaled Time.

Eciu npucytctByet Scene Transition Manager, cucrema coxpaHeHusi Oyzet:

YcranoBut Tpurrep anuMaropa Leave Scene Transitions (ec/iv ykasaHs).

3arpysur CLieHy 3arpy3ku (ec/iu yKasaHo).

ACHHXDPOHHO 3arpysuT CJle/lyIOLLyI0 aKTyaabHYIO CLIeHY.

[Tocre Toro, Kak (hakTHueckasi clieHa OyJeT 3arpykeHa, yCTaHOBUT Tpurrep Enter Scene
Transitions (ec/iu ykasaH).

bl S

CranyapTHbiii ipeab Save System BK/IFOUaeT OZHY CEeKyH/Y TOCTeTNIeHHOTO 3aTyXaHHs TIPU BLIXOZe U3
CTapoM CLieHbl U OJHY CeKyHJly MOCTelleHHOTO HMCUe3HOBEeHUs UepHOrO TMpPU BXOZle B HOBYIO CLieHY. JTO
TI03BOJIsSIeT CUCTEMe COXpaHeHUsi repeMecTuTh 00bekThl GameObject B HOBYIO CLieHY, I0Ka OHa MOKpPbITa
YepHbIM.

Ecmu Bel XOTWTE WCMO/MB30BaTh pasHble 3(G¢eKTbl MeXAy CleHaMH, Bbl MO)KeTe HarmcaTb CBOM
cobcTBeHHbIN nogkaacc Scene Transitions Manager 1 106aBbTe ero B CBOIO CUCTeMY COXPaHEeHUSI.

12



Cucrema coxpaneHus co0bITHii (Save Systeam Events)
KomrmonenTs! Save System Events 03Bo/sSIFOT IOAK/IF0YATh COOBITHS B MIHCIIEKTOPE.

¥ iz ¥ Save System Events (Script) 5 .

Script SaveSystemEvents
On Save Start ()
List is Empty

On Save End ()
List is Empty

oOn Load Start ()
List is Ermpty

on Load End ()
List is Emnpty

On Scene Load ()
List is Empty

ABTO COXpaHeHHUA U 3arpy3kKa

MoOubHbIE UTPBI OOBIYHO aBTOMATHUeCKHW COXPAHSIOTCS, KOT/la UTPOK 3aKPhIBAeT UTPY, U aBTOMATHUe CKH
3arpy’karoTcsl, KOrZia UTPOK BO300HOB/IsIET Urpy. UToOBI ZO0OABUTEL 3TO TIOBEJeHHe B Ballly UIPY, AOOaBbTe
KoMIioHeHT Auto Save Load B cuctemy Save System:

¥ | b Auto Save Load (Script) e

Script AutoSaveload

save Slot Number 1
Load On Start s
Save On Quit [
Save On Pause [
Save On Lose Focus | |

YcranoBute ¢raxok Load On Start, urtoObl 3arpy3uTh COXpaHEeHHYIO UTPY (€C/IM OHA CYILeCTBYeT) TIPH
3arycke, 1 Save On Quit, uToObI COXPAHUTDb UTPY MPH BEIXOZE U3 NpUIoKeHUs. [TocTaBbTe rajiouky Save
On Pause, yToOBl TakKe COXPaHWUTH WIPY, KOIZla WIPOK JesiaeT Tay3y / MHUHAMH3UpyeT ee. Takum
obpa3om, urpa OyzeT coxpaHeHa MPaBU/IbHO, eC/TH UTPOK MPUOCTAHOBUT NPUIOXKEHHE U 3aTeM YObeT ero,
BMECTO TOTO, UTOOBI HOPMA/ILHO BBIXOZIWTh M3 HETO B CaMOM TIPUJIOXKEHUH. YCTaHOBUTe (hiakok Save On
Lose Focus, uToObl COXpaHUTh UrPY, KOT/ia TIPUIOXKeHHe TepsieT (OKYC.

Eciu B Ballleil urpe ucrosb3yeTcsi 3acTaBKa, BO3MOXKHO, Bbl He 3aXOTUTe BK/touaTh Auto Save Load g0
TeX TOp, TNOKA IepBas ClieHa (pakTUYecKu He 3arpys3uTrcs. B MpoTMBHOM cCiyuae, ec/ld UTPOK CBEpHET
TIpUIOKeHHe BO BpeMsi 3acTaBKW, KOMIIOHeHT Auto Save Load MoXeT COXpaHWUTb WUIPY B MCXOZHOM
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COCTOSIHUM /IO 3arpy3Kd paHee COXpaHEHHbIX [JaHHbIX. YTOObI HACTPOUTH 3TO, OTK/IFOUHTE
aBTOCOXpaHeHHe 3arpy3ku 1 ucronb3yite komrnoHeHT Timed Event, yToObl BK/TFOUNTH €T0 TIPH 3aITyCKe:

“OnTime Reacheatr )

T — T ————rT— —
i Save Systermn | O
e+ -~ |
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Yactb 3: CkpuntuHr (Scripting)

Cucrema coxpaHeHUsI IMeeT OUeHb TIPOCTON UHTepQelic CLieHapyeB.

OTU MEeTO/bI JOCTYIHBI B Kj1acce SaveSystem:

public static void LoadFromSlot(int slotNumber)
3arpy’kaeT paHee COXPaHEHHYO UTPY U3 C/I0Ta.

public static void SaveToSlot(int slotNumber)
CoxpaHsieT TeKyL Y0 UTPY B CJIOT.

public static void DeleteSavedGamelnSlot(int slotNumber)
YianseT faHHble B COXPaHEHHOM MIPOBOM CJIOTe.

public static void LoadScene(string sceneNameAndSpawnpoint)
3arpy»kaeT CLieHy, OMLMOHA/IBLHO MO3ULIMOHUPYS UTPOKA B YKa3aHHOM Touke rosiByieHus. [TapameTp
SIBJIIETCSl CTPOKA, COZepKalljasi WMMs CLieHbl [ 3arpy3Kd, 3a KOTOPOW MOXKeT CJiefloBaTh
"@spawnpoint", rme «spawnpoint» - 3To umsa GameObject B 3ol cijeHe. VIrpok OyzeT mopoxaeH
ripu 3ToM ITo3uiusa GameObject. 3ToT MeToz, HesiBHO BbI3biBaeT RecordSavedGameData () mepef,
BBLIXOZIOM M3 TeKyIlel ciieHbl U Bbi3biBaeT ApplySavedGameData () mocse 3arpy3ky HOBOU CLiEHBI.

public static SavedGameData RecordSavedGameData()
Bosspaiijaetr 06bekT SavedGameData, coepskaiiyii COxpaHeHHbIe JaHHbIe U3 TeKYILel UrPhbI.

public static void ApplySavedGameData( SavedGameData savedGameData)
[Tpumensier 06bekT SavedGameData K TeKylIriel urpe.

public static void LoadGame( SavedGameData savedGameData)
3arpy»aeT Urpy, paHee coxpaHeHHYHO B 00bekTe SavedGameData

public static void LoadScene(string sceneName, string spawnpointName = null)
3arpy»kaeT CIieHy, OII[MOHATLHO TOMelljasi UTPOKa B TOUKY TOSIBJIeHUsI B HOBOU ClLieHe.

public static void RestartGame(string startingSceneName)
Ynansiet TeKyllve coOXpaHeHHble UTPOBbIe JJaHHbIe U Mepe3aryckaeT UrPy C YKa3aHHOU CLIeHBI.

public static void LoadAdditiveScene(string sceneName)
AJAUTUBHO 3arpy’kaeT CIieHy B TeKYII[YIO Cpe/ly U TOBOPUT ee Savers MPUMeHSITb UX  COCTOSTHUS

N3 TEKYIINX COXPAHEHHBIX UT'PDOBLIX JdHHbIX.

public static void UnloadAdditiveScene(string sceneName)
BrIrpy>kaeT paHee 3arpy>keHHYIO CLI€HY.
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Saver - 3T0 6a30BbIN Kacc /s TFOObIX KOMIIOHEHTOB, KOTOPbIe 3alyChIBAOT JlaHHbIe /ISl COXpPaHeHHbIX
urp. Bel MoXeTe co371aBaTh MMOAKI/IACCHI [J1 PACILIVMPeHUs [JaHHbIX, COXPaHseMbIX CUCTEMOM COXpPaHEeHMUs.
HavasnbHblii 111a0/10H C MOAPOOHBIMUA KOMMEHTapHsiMu TipefoctaBisieTcss B Plugins » Pixel Crushers »
Common » Templates » SaverTemplate.cs. KommeHnTapuu copepykat moApoOHble MHCTPYKLUWHU. Bbl
TaKXKe MOKeTe CCbUIAThCsl Ha JIpyrye MOJK/Iacchl, Takve Kak DestructibleSaver.cs u PositionSaver.cs fas
rpumepa.

DataSerializer - 3170 6a30BbIif Kacc /i CepyUan3aToOpPOB IaHHbIX, KOTOPBIM CHCTeMa COXpaHeHHsI MOXKeT
VICTIO/Ib30BaTh [y Cepualv3alii U Jiecepranmsalid COXPaHeHHBbIX WrpoBbIX JaHHbIX. [lopkmacc mo
ymosyanuto — JsonDataSerializer.

SavedGameDataStorer siBnsieTcst 6a30BbIM K/IaCCOM [I7Isi XpaHeHUs JAHHBIX. XPAHU/IHILE JaHHBIX TTHIIIET U
yuraeT SavedGameData 00beKT M3 HEKOTOPOro MecTa XxpaHeHus, Harpumep PlayerPrefs wmu daiin Ha
nucke. Tlogknacc o ymomuyanuto - PlayerPrefsSavedGameDataStorer, HO cucTema cOXpaHeHUs TaKKe
BkmouaeT DiskSavedGameDataStorer, KOTOpbIM cOoXpaHsieT B  3allv@poBaHHble (ailbl  Ha
TIOZI/Iep)KUBaeMbIX T1aTdopMax (Harpumep, Ha pabouem crorne).

BbI MOXKeTe 3aperucTpUpoBaTh Cylarened s 3tux cobbithii C # B Kiacce SaveSystem:

public static event SceneLoadedDelegate sceneL.oaded = delegate { };
public static event System.Action saveStarted = delegate { };
public static event System.Action saveEnded = delegate { };
public static event System.Action loadStarted = delegate { };
public static event System.Action loadEnded = delegate { };

METO}]BI CUCTEMbI COXPpAaHEHUA

YTtoObI MOMYYUTh JOCTYI K MeToZiaM SaveSystem 0e3 MCITO/b30BaHMs CLieHapyeB, HalpuMep, B COOBITUH
OnClick () xHOmMKM TOMb30BaTeNLCKOTO HHTepdeiica, A006aBbTe B ClieHYy KOMIIOHEHT Save System
Methods. DTOT KOMIIOHEHT TpeiOCTaB/sieT MeTo/bl SaveSystem Kjacc /17151 UHCIIeKTOopa.
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Yactsb 4: Cepuanu3aropsnl (Serializers )

CepuanusaropoM 1o ymosuaHuro ssisieTcss Cepuanusarop gaHHbIXx JSON. OfHako Bbl MOXKeTe yAalIUTh
3TO U A00aBUTH CepUanu3aTop JBOUYHBIX JAHHBIX, €CJIM XOTUTe Cepuai30BaTh B JBOMUHBIA (hOopMar.
Ecnmu Bamm Savers WCIOJB3YIOT TUITbI, KOTOPbIe HE CepHaM3yeMbl, Bbl MIOTpeOdyeTcsi co3/aTh MOAK/IAcC
Bial Data Serializer u mo6aBuTh cypporarsl cepuanu3aiud. [ljif MPHUMEpOB, CMOTPHUTE ClieHapuu
BinaryDataSerializer.cs, Vector3SerializationSurrogate.cs 1 QuaternionSerializationSurrogate.cs.

Ecsu BBl XOTUTe cepranni30BaTh B pyroil popMat, Bbl MOXKeTe HarvcaTb HOBbIH nogkaacc DataSerializer.

Yacts 5: CoxpaHeHHe UT'POBBIX JAHHBIX

[To ymosruanuto urpel coxpaHsitoTcs B PlayerPrefs Saved Game Data Store. OiHako BbI MOXKeTe ZI00aBUTh
Disk Saved Game Data Store, ec/ii Bbl XOTUTe COXPaHSATh UIPbI Ha JIOKA/IbHBIX JUCKOBBIX (paiiiax.

Ec/mu BBl XOTHTE COXpaHWUTH APYTHUM CIOCOOOM, Harpumep, B 0Oa3e JaHHBIX WM TI0 CETH, Bbl MOXKETe
HarvcaTh HOBBIH TofiKnacc SavedGameDataStorer.
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