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var d = Managers.Data.ObjectDic|[index];
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ObjectData data;

=T O
data = new ObjectData(); n . L.
data.MoveableThrewhWall = d.MoveableThrewWall; AlSET = O] —
ot Tobiaded  folee: &5, FEFRI0]| RuleBook, ItemInventory S0| ID2
data.ObjectType = d.ObjectType; [—llOlE—I% _7F_§_|'('5|-O:| %&IIQE 7-”('3:! Q I:IJﬂ! E% )él;l)cgi

data.BaseObjectType = GetBaseType(data.ObjectType);

data.Damage = d.Damage;
data.Movelnterval = d.Movelnterval;
data.RotationDir = Vector2Int.zero;
data.TempValuel d.TempValuel;
data.TempValue?2 d.TempValue2;
data.TempValue3 d.TempValue3;
data.IsDestroyThis = false;

return SpawnObject (d.ObjectType, data);




o= 1489 Addressables 2lAA 2]

PreLoad, InGame, CutScene 2i[0| 2 £ 2| AA S 22|5104
WEE HeotofMEtH|S7| =S

Dictionary 7|8l 74O 2 S E[AA S 2ZES K|

D E 2|AAE Addressables +.csv 2 22|51, SL|E|

QIATIE S S0 11 LISt HRIX FI1 8l H s




A File Edit Render Window Help Layout Modeling Sculpting UV Editing axture Paint. | Shading.An enderina Gombositina | Geomé jes  Sc a &5 Scene &+ ViewLayer [

@+~ W Object ~ View Select Add Node WM UseNodes v Qv Material.002 UEx < #2v (W ObjectMode v View Select Add Object 17 Global v (v 9 i v o . (i)

Sphere.001 > %7 Sphere.001 > (B Material.002 || R
< 7 (2) Collection | Sphere.001

¢




‘MOTA Of|AM O|ZEE
OHO =2 MAMSEO|= material

= H
L = —a
Soff HIAME &

Node Settings

» PathDarkColor







m
=
o
L
(o)
V)




MOTA 7| E| M

o 2ty

Zeigio) ofRisiAlE £




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

