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Assembly-CSharp
UnityEngine;
em.Collections;

JEngine.UI;
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Gun_AmmoUI : MonoBehaviour {

d currentfmmoField;
1d carriedAmmoField;
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UpdateAmmolT ( currentAmmo, carriedAmmo)
(currentfmmoField != )
currentAmmoField. tex currentAmmo. Tostring();
(carriedfmmoField != )

carriedfmmoField. tex carriedAmmo.ToString();
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red += UpdatefAmmoUI;
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InDisable()

ter.EventAmmoChanged -= UpdateAmmoUI;
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Transform

Rigidbody
| Box Collider
¥ Animator
¥ Item_Master (Script)
¥ Item_Animator (Script)
% Item_Colliders (Script)
¥ Item_Name (Scri
| Item_Pickup
+ Item_Rigidbodies (Script)
¥ Item_Set Layer (Script)
¥ Item_Set Position (Script)
¥ Item_Sounds (Script)
¥ Item_Tag (Script)
¥ Item_Throw (Script)
* Item_UI (Script)

Gun_Master (Script)
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¥ Gun_Standard Input (Script)
¥ Gun_Shoot (Script)

¥ Gun_Muzzle Flash (Script)
¥ Gun_Hit Effects (Script)

¥ Gun_Apply Damage (Script)
¥ Gun_Animator (Script)
¥ Gun_5o0

¥ Gun_Ammo [
¥ Gun_Ammo UI (Script)
[r]
Current Ammo Fie None (Input Field)
Carried Ammo Fie None (Input Field)
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using UnityEngine;
using System.Collections;
using UnityEngine.UI;

namespace S3

{

public class Gun_AmmoUI : MonoBehaviour {

public InputField currentAmmoField;
public InputField carriedAmmcField;

private Gun_Master gunMaster;

void OnEnable()

{
SetInitialReferences();
gunMaster.EventimmoChanged += UpdateAmmoUI;
}
void OnDisable()
{
gunMaster.EventAmmoChanged -= UpdateAmmoUI;
}
void SetInitialReferences()
{
gunMaster = GetComponent<Gun_Master>();
}

void UpdateAmmoUI(int currentammo, int carriedAmmo)

1

if (currentAmmoField != null)
{
currentAmmoField.text = currentAmmo.ToString();
if (carriedAmmoField != null)
{

carriedAmmoField.text = carriedAmmo.ToString();

}



