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Abstract

The simulation management game is a kind of simulation game. Players
play the role of managers to manage the virtual real world in the game. It can
be a city, a country, a world, a company, or another group. Virtual business
games generally simulate real-world models, and the characters ’ideas are
randomly customized according to rules. Many simulation business games end
with the word "Tycoon". The goal of common games is to completely control
all resources that can be controlled in the game and achieve monopoly; or to a
certain extent (for example, enough technology to lead citizens out of the
earth). The core of the simulation management game is gameplay. In gameplay,
players play or control a character in a realistic or fictional world. The player
is responsible for playing this role and developing the role played by some
actions under a structured rule. The player's success and failure in this process
depends on a formal system of rules or guidelines.

Simulated business games also include types that can only be played offline
(offline). Players control a person or a team to complete the game goals, and
use various abilities to achieve victory. The simulation management game is
different from the role-playing game. It does not pay much attention to the
story in the game, the scenery of the virtual world, and the shaping of the
characters played; the same is that they directly simulate the virtual world
depicted in the game.

The restaurant simulation game is a branch of it. Players use the first-hand
resources to create unlimited possibilities through their own capabilities.
Players can experience the fun of entrepreneurship in the game and enjoy the
unprecedented experience of being a Hong Kong-style tea restaurant boss.

Keywords: Unity3D Simulation game Restaurant simulation
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AR E B H AR B S IR N Unity3D IR E S50 x” TOP”
PR TR B 20— B AGRET . BL Unity3D {F 9T ki R I TR,
il AT A P SOOI, RS A5 S R BT A K37 5, (M Unity3D B 7 IO
I HL9 5 BAACHS, 22 57— DT R A 1, SEBLBT S nl Rl e AT 484 o A SRR 1)
ORGSR 155, et 2R UT S, [R]I0 N30 e 0 BT ST 48 R e R s vl B A
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1.2 ERSMIZRIRAR
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L. RONE A 3D ik T R B 513k 18] te i, BT LSBT ERAR T _EFRAT
HEAERRMZR, Hk, TR SHVER, 3 BEARAG MR K]
e, WM BOR E VR 20 A F T RIS B 2 AT R BT T i SR T 5, A
ISF [ Y T Al O AN ReFE b — Rl AT A1, Ul EA E, X0 A — BN TR IR
1 = R A

4>, Android A1 10S 2 PiFh EITHERAIE RS, SOV ERBER, RAXHA
BAE R G EF R ORERIR . i, ZERFSFERRAGIACE G TENF
ML, 7SR AN RN A, TRHI 7 REE-F 6K #E, H
&, BTERN B S PR Z B K bug TEMBE, WHFRIESAR, BHEAN
S, (HRRIERIT K MIPEF, Unity3D xR 51 A A 22 H X 2 ) @, 7£ Unity3D H
iz B BANLEAR,, AL T & AT BT BE 45 R 2 — A5 e X T 3D 513 1wt
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—8F FREAR

2.1 Unity3D X4

Unity3D #& H Unity Technologies 2 7] JF & I — /> T MLk 51 % . HAF — 112
Unity3D #% = 5 EbAd G JE IR E T4 Unity3D BEBS A I TF & — 2%k, Uni ty3D AEf
BIMFIEIEE 22, Flans iR =430 . = 4EAUERR . B8 R FOU SRR,
%, BOCHENIAE Unity3D SEIL T 2P B IFRINZ E . PC. i0S 55, X4 HIRZ Nk
TERN R E .

I A e b R R BRI TR, PRI e O R AR P R SR LA IR o 4R B AL
1M Unity3D AMY AT ASR E R R0, ekiE Qe & th)s T & b, 7 T I 2 A
ATREEAR, FF H T Unity3D BRI b HAD 323 3D Wik 5| B H R 2, fE1EEE N
R 22 Vi ST R A i S AT A T R

7F Unity3D 1, K37 FF C#1E S . JavaScript. Boo X 3 FiiE S Kdw SR IIA . 332
£ Shader 95, ABTHRAMMIZES N CHES .

2. 1.1 Unity B dp JE H#A

Unity T2 /7 U AA — 22 LU 835 10 A i J U, 751> D\ R 588 R 250 38106 555 R 500 1 2
JESA, A5 —E 20, IR A A 2 38 A H £ 1) Unity MONO A i J& AL
THIAE Unity A AT B RSN B S AR B 7

(1) void Awake () {} : IARWIGEALIN R B, K RIAMEL, HE#ETYIHM TE, #
Mono EHIX & RGHATIEE — DIk, I B RBHAT — IRAE A B A A A

(2) void OnEnable () {} : JHH, ¥t )a H B4 H -

(3)void Start() {} : JFERALHE, JFEHEHE, X T XATTERVEA TR 2 7€ OnEnanle
Awake () 77752 J5 Update () J7iEZ HIHAT, 1 H R BEREPAT —IRIZ A 72

(4) void Update () {} : XN J7 572 IR BRI 40, 78 3 X v () 4 ot #4024 3R AT A 3L
XN 2 AP X RE T — K.

(5) void LateUpdate () {} : IX M7 2R B, AT Rath <R HS—hl, (HL
AE Update O) JTEHAT 5 fE, MITEA R RG LT

(6) void FixedUpdate () {} : [l & SE 7, Mo oc, M EA KR [EE 5T
2 SR A S5 1A
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(T)void OnGUI() {} : LTV T2 SR R G, AT AT el A2 1 FH 2 7 i, AT
| RGP T, AL PR

(8) void OnDisable () {} : ZEFH I I A, 1 Active (false) , IABEZE I -

(9) void OnDestroy () {} : 845, 1 OnDestroy (gameobject) 1 FH , i F i 25 15 /& B A 4
BHEREIN

HRHE Unity3D A B AR a8 10, Qe A ITVER, B ewIaatemy, FHkasr
t Unity JUAS A= s 8 772508 FH I AR U B an 1 2-1 s

GameObject

AWP

Start

|

Update >  FixedUpdate
OnGUI fe———— LateUpdate

|

Reset

|

OnDisable

|

OnDestory

2-1 Unity JHIAAE @iy 5 5 5 v 8 G R 1]

2. 1.2 Unity BE A

Unity3D JLFs2 i3 BT BliEs I & 51 % 1, H# Unity Technology (LA f&#5
UT) AFJFR, Er T Windows il Mac OS X &4t (Linux REESLIARE KA - &
FHEMZ, LA LLSHEMEE TG, Unity & —/MEFH RS %, Unity X 5-F
BHIFIEA IR 2-1 Unity 557 & ARG FELFIR:

% 2-1 Unity B F S H ARG FH L

B2 Ui 1]

UNITY EDITOR 5 XM RRARTS 1 ] Unity g 85 4
UNITY ANDROID 9 Android - & ¥ & & LA

UNITY IPHONE 79 Iphone ~F- & % P/ $HAT KIS I F & &
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XA
UNITY STANDALONE WIN N Windows JH 57 1R R FH AR 7 4 18/ $RAT AR
B st A5 FH 1 B A
UNITY_STANDALONE_OSX L THT MacOS (f#F Universal. PPC
and Intel ZE4)) R BEEHAT MRS H)F &

2.2 ¥ES|E

£ 3D PRI ER G N 2, B T8 EAALL S 3D S IR RO, B
SIS N AT D RIAEDIRE . AEHSE 3D A, WA SR 2 T AE AT AT
SYIEMA . TR RIS, AR TSRS, AR R R Y EE s, fln
e R RS Bl RS, X R DOE I AR Rk 5 B AR IR AT G R B S LA
LIRS . BT R AR T A BB, ke, 13l Ak, BRAESENCR
I, bengm R R R SR TR R, Xt 58 TR B EFE. 18 3D Jifk
PRETH, AP ER 5 SR STRF BE R % T LS 3D SR B BEAR AL .

VB S| BE I BEAR BN 73 A, Rl Al S ) B A A 2-1 P

YR R
|
PP 5| 5 R4t Tl A B B

K 2-1 Y3 5| e R B

= 3D R A MR AL BLAE B BRI 5O B B35 B S B I AR S AR R, e A\ B
VB S| B gl sz, MBS BRI AR AR R RIS T AV B ACR o DR AT AN R,
TR R AR, BT SGRARR . Rl A AR A R A S A
Fisth i PR SRR S5 2 MR S AR R L. Rl RS s R A
Ry D RS, WE S Bt E WA 2.3 Frs.

//ﬁﬁﬁﬁ
REX

K 2-2 WIS e B
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2.2.1  Unity 25

(1) Scene ¥y5t, FAMTAT LA E H/E—H Il i T SRR, #4755
WA JE SR A4 /2 Unity. 25 FIBIAS {8 ] Scene 28K

(2) Game Object JiERXT 5, A LEHA NP5, EH ., MOEEREE I
fPE . ARS8 B GameObject FE KRR

(3) Light TJ%6, v CAARAE RRSZIAT SR 1 2%, 80 A L mT DR 2 R 4 AN SR 4L T 5
G . AR Light 28587R, Light 467K H Component, [FIFEH S0 ATERXT &
HTEAERL

(4) Prefab Ffilf 72Xt 5 H & K — AP R, TFRESWSEEE, BE WA
HALE, Wl ZRKRESE, RIS R — 8Bk fF8E
FHIRANEEARRE,  BEAT B3R A 0 R A0 2 — I Ul AR SR % DL

(5) Asset %, Unity HHIRZHIE, GameObject. Component HSL#R &I, (H
R, FATFRE WP TIEIERZ: WS, s, SR B, S8 B

AR,
R IR R TR R TR 22, IR 2568 B () SR AN ] 4
* 22
AR PR
M H%: Mesh fbx. obj &
Z1H : Animation anim %%
NG : Texture psd. tif. png. jpeg ¥
#4J5: Material mat
H i AudioClip ogg. wav. mp3 %
“F4k: Font ttf, fnt 25

FEFFRILFET, UnityEngine 744 2% 16 75 1) Object 5 #& kY IE BT dhik, &S
CSharp RN 23 [8]H1 (1] Object A~
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3.1 RGA{TMSR
3. 1.1 FARFITHD

AN — ST AR AT 1S g Ty AR 2 2 Rk, WBLSE &
i B RENS A L O P L 2 A 2R T R 2 E U 3 2 PR T AR 65 THI 1) /2 Windows,
i B B AT Bk A B B AT AL SR, RIS B R T ORI 18T B
FEOR, AEBOR ERE ] Unity3D BERSTT A X AR B i3k, EDIRE R K Bl DA
WL HUA FI AR R B 5 7 5 S B FIR 25 SEB s D e . I R A i Tl _E AR AUl 228 SR il
KRR ARAEERAE S RENE R E BEARIT B 5 AU R R BOREER, AR BU S AE 3 32 SR SR i ik
RN

3.1.2 XA T4E ot

AR IET Unity3D FF A& IR AL E IR AN 7 BATAR 28 2 A, Ik A A 1R 3 5%
B W28 G B TR, DRI AR 2 RS AS ) 28 A4 T BE A% B KPR A T A bRk [R) SF AS 3 Rk,
P a5 IR S R, TR e NI 53 as, RUA ik I B RS, B
DL 55 BT R AR & FT AT 1
3.1.3 REFITHD

AR ALJE N NIF KA E MR E. B FRERIIES) . BE RS F S,
R, ZEFFH 28 1 R 2 h SR a0 2644 T T K L i xR I 12 Bt AR %, BIANAEFEA
EVEAT N TEIEE BRI & AT .
3.2 RGINgEE KN h
3.2.1 sk IhgeEX]H

MRAE RN ZE i Xk TOP I BLih e R 5k (I Biss, KB Thfekl 7 4 A~H8 77,
AR AR FEDIRE. R RIIEE. T ERIRE I 3-1 IR DD REA R E TR
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Rz L TIEE
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== mETRY 00 iTEEThEE
)
& 5

3-1 Pk DI RERL g 73

3.2.2 M TNREEIL

MOIEHIDIRE: BusIT et ATk )E,  BEUS A SRR A2 IR 55 A AT R 3 58 T
R . A AR AR T 2 5y BT, TR E B ik iR e o

PR DO RE:  AEDRR G o BAGA 1IE B R G RN RS e, e iR B
2, TEE AR I (REINDRAR 55 53 IS S 5 » 1T N7 BV el (RIBEALAZ R 5 i
B LIRSS LS (R INAR S5 AR « &M ARG E RN 1 IS RSEREW M SLHL,
FEWRRE PR SE R — T B, UGN 10 4x 1, 4 ml - rs 5w L i e 3K

KARDIgE: kb —ILE =ARR, BT R T BT R S R e R OR, B AE
T E I 8] A 58 BAT: 55 T 13 R B m] EN R — 9%, 75 AL A 13 50 R

WHIIRE T AR TAE . R OHE, TR T SR SRR TR
BARBRITHEK, PR k. w2, BRSRIUFD , — IS AR R — AT 5,
IR 55 % H A AT BT SR IF BRI 45 AR BT F A B SE A

3.3 RGMHEEERD
3.3.1 FERAE

RS T o I DT S BRI, (RVERC T SC PR 15 AP0, X
R IR T P O
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3.3.2 EE4F4

P % A B BT D7) 45 (R B TRDAE 0. 1-0. 3 FR PN, N8 U T XN Al 1 14 v 7 P [
0.5-1 FbWy, s RCR S M Rl iH SR BOR K B2 [R)£E 0. 2-0. 5 AP N .

3.3.3 &AM
WkodE T % K S B PC RGN, REW 2 AR EIEMT, HIUF&INE 1 LR
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FOE FRERSERT

4.1 R ARG BT

AWK ARG T PC 518171 3D 56 = AMBIHLAE KiK., KRS (QQ &
JTY JFR, DRI, xR SIS D REAE X P i Ak Bt B AT . ARIEXAME L, &4
W R KRR 4-1 BB R R Gt o

A1 RS RG]

AR i

TR ARG PRI AR5ETE AR  Ii i E . AE
TR IR H

i R G B BRI BT IE R Ak

HEGHIE R 58 PRAE RETRPE AT, I A2 2 il

Ll &5 PP AT DA 56 BT FR T SRR, A
GEISAEST)

4.2 FIRBRGHRRIET

HH T 475 0% TOP "5 S TN Re R 2, BdGsina, SO U O¢ 1) £ 8
BEINGE. WESS. Bk, N T RETIFRIZNER R 7 F 8 Bk TREIE 5
RIIBE, iR RGH R B R B —— B BT S, B R R S AN [F] D g
BEAT 3P RIEWER T KA, T R EEA D RE I 75 KRB Al B, O TR AT & 50
PRI R EIE NS, GRS R, B & o ME S A AL, A 2 (B D fe )Y
FHOR . MRIEUER ARG IR, Wi BAs 2488, PABLE NI
T G B ] 4-1
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9) AlE B
I

A-1 Jir B

4.3 HIEEEEIT
4.3.1  AN¥iTE
NVRT # o3, iR — R i E BB JA TR E i B e e, Stk FE g ix 0 A
Yse il AR A] DLRE I AT BT B AR S AE FRATHIAZ Lo AR A, R DU X 5 1) e
AHbL.
T A2EFITBE

s R BT SEIL A A
float LevelTime / /3K — & FH 2 [P [H] ;
float LevelNeedPeopleNum //3X— R TG E U B
float LevelproducePeopleTime / /7R NI ]
float LevelSHOPTime / /T8 i B 1]

4.3.2  XFHIRERKEL

RKEEHE BIA =R RRIEA R, T ARKIRSE, EHAEZHMFEE .
ULEAT A . SRR BT T LR A R R N /R EE AR SR S AT, AR S Ty
it
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® A3 RREIEER
HimRm BT SR HERAE
float CurrentTime //3&E— R FH 2PN [E]
float NeedPeopleNum /X RGBS U B
float CurrentproducePeopleTime /TR NP TA]

4.3.3 MEmBELE.

f£ Core 1, f#447 1% () MHaveltem Z5#4944, T ICRE AR BT AT T Al 0 28042 AL A7
i A AR SRS AR A T, AT RAREAT I SE o MUBR A AZ oA I O BAIAS, W] LUK i 1 S B
RO TEAESRA T A BAIA R, (R AT
® 4-4 w B

Bz | Bz 47 SEEN AR
int CurrentGold //HET 4T
int ItemSpeed //InEiE R
int ItemOver / /LRI SE RG] RIE B
int ItemAddNum / /AR 55 D20
int CurrentNpeNum | // 48] NPC H4 &
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FRE HRARGI

5.1 ULt
5.1.1 UL&HENT

UT W2 857 5 AT 04T 28 B S BB R it o R ANLAC B $%4 i Y Ul
B E R RTE . HIRATHNE — DR, T ERRMEr . AHIE, IR RE 1T
AP BRI TR, T2 F R R AN [ 78 24— AN e AL AR i, R 2
FH UL &t

% UL, Unity o H 7 UGUL AT H T UL BBcTt, (ERR 5 di k 21 8 FH 491 A 20 B T e
DIRe il 8] UL 82, T HAWA 581 UL B 3% TR

APERRAE T I BT PR T R A AR, AN 1 A S o R, F
H UGUI # 47 Al AL S ert, AT RIS &5 30 S st x84 S St g7 i, A
it AR AN A 7T AR B A, RORIR s T I R B M3 A

SERLAT G T R AT RERS I S, JF HA A UT SEB 1 il aki AR5 {8, B
Gy TR . [RIIN 0 REREE G FH P AR AR LR IS IR R AT 2, PR ) A% SR B e
AT R P BT . SN, UL S st ae g SOl P @R, JEARITK
NGB RN . PR BB A2 DU RS0 9 s, B BT B R R8I0 B
CUH R ARAIAE F 792 ST E U, R AR IXUA 5 7 it 8 Ak sy
5.1.2 A Ul 13T
A% UGUI # 2D UI 44, 7E Hierarchy #f Bl F Ul Root #' Camera 1] & %} % [fi #iz Canvas .
Canvas, Canvas [HRH TAAETF RIS AZH, 8 H M B E 1441 Panel2 HACN LS (E B

YETHIAR, TESbAR b, Do nl DN Bus(E BT e . MIFR. B slE. SIFmiekizdd, fk
Y E A, M Panel MMV #: 2 Panel2 THIAR, ACADSEHLANT:

public StartUI m_StartUI;
[System. Serializable]
public struct StartUI
{
public Button DesGameBtn;
public Button StartGameBtn;
public Button QuitGameBtn;

public GameObject DesObj;

12
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public Button DesQuitBtn;
}

private void Start ()

{

m_StartUI. DesGameBtn. onClick. AddListener (delegate

{ m_StartUL DesObj. gameObject. SetActive (true) ; }) ;
m_StartUI. DesQuitBtn. onClick. AddListener (delegate

{ m_StartUL DesObj. gameObject. SetActive (false) ; }) ;

if (Core. Instance)

{

m_StartUL. StartGameBtn. onClick. AddListener (delegate
{ Core. Instance. LoadScene (“027) ; }):

m_StartUI. QuitGameBtn. onClick. AddListener (delegate { Application. Quit(); });
}

}
}

’-:
> O

K 4-1 ﬂﬁ“ﬁﬁmﬁ
AT A, @i S nEk, M E Start IIE R H Menu. IEEEH Menu

AU SEIL N T -
Application.LoadLevel(“Menu”);

13
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5.1.3 382 %Mm| Ul it

SPGB A ThEE UL B al LU RIS 1L R Ei, FFEEusR R Hk, X =
N RGBT B e A EHES, R B SO AT BB A TR AE ;. 2. ok
RAGS5HAMMIIEE, RERRFEW T NEEITE R R AR — &, EadhRE
MNEERS, AR NI RR, il NAZE S AF . SRS R+ UL i 05 Ttem Fl1S¢
R ARGk UL InPLVELI R, HAMA AT .

UGUI 2845 KR HER Bonia FH B4 Scroll View 4L4E AT Grid 4114 . Scroll
View HAAEFH B E — R m XK, 7F Grid 2044 T i 156 S i v 40 X 38k I 18
SRR, FHA RS G AERAHES . 585 sk 4E g FIn A ifE, % UL i
rm i Ttem RE 7RSI VR sl T A, @i AR N # R Grid B4 FERNFXE, FHmEk
e B SRR . i 4-1

SRR BT an i 4-2.

AR E A 4-3.

startcameBtn;
Quitcamedtn;

Desob];
sQuitetn;

()

m_startur.pescamegtn.onClick.AddListener( { m_startul.Dpesobj.gameobject.setAactive(

m_startul.pesQuitetn.onClick.AddListener( { m_startul.Dpesobj.gameobject.setAactive(

if (Core.Instance)

r

L
m_Startul.startcameBtn.onClick. AddListener(
m_StartuI.QuitcameBtn.onClick. AddListener(

K 4-1 SRS
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- *2 MenuPanel

H

Closepesetn;

icslider:
Slide

n ChangeMusicBtn;
t Musichame;

m_MenuPanelUI. m_MenuPane1UI.Menuob: 3
enuPanelur. { m_MenuPanelul.DesPanelob]. gameob:

m_MenuPanelur. 5 { m_MenurPanelul.Menuob]j.gameob]
enupanelUI. CloseDesBtn.onclick stene { m_MenuPanelUI.DesPanelobj.gameobject. set

m_MenuPanelUI.QuitBtn.onClick. AddL

nstanc

ener

m_MenuPanelul. r.Instance.Returnmi

m_MenuPanelUT.
m_MenuPanelul.

Curremtaold

ItemSpeed,
ItemOver;
TtemAddnum
CurrentypCch

K 4-3 K g N
e, FEEXEANEIEE R, DLUATE BAE 55

5.2 BIREREEERIM
TEREZ B, SOOI S A R B B, Werkr B G A M A

I
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ENASHHE, FASEE R ik b i RS LB, s SSREdE, IRSS R M
Y, SPGB MERESE; AR WROVBIR S, BE DRI S (8
M) REMBSEZ R 25

5.2.1 BSHUIRETE

KT HEEEIE, Unity3D T2 HH A BCE SO — A A Txt. Xml. Json. Db (¥
FE), DURhg OO bean T

Txt: RN RBARER N BRI 7. BoE SRR MR, A2 1 G
(4598

Xml:FRFEE S, CHEKN, RGP RIS S K APL #/E 78 .

Json: K HSAE XS 8977 SN EFATEI KIAFME, FTAEEATF6 TR, HEg R b5
MR 55 il R, A A S5 B T S ZEEE Xml XDy, 38w DU BT E A (A
TEGE , g/ T SRR, & A R B AT BRI AR s A R A

db: &G RBHRE A EURE AR, WMz A AR T E.

RIEAR VIR, A T Xml A& E e E SCHA& K, T7 8145 5 20 A [ 2 s
FINE . Xml 4% =CHEC B SO — ME B Untiy H 328 B 2UHT Resources SCAFJH, 18
BSOS R 2 7R B BT YR T 3T Resources. Load O) 15280 . 38 % BT A 5% Y5 #5 AT 52 B o
Unity BEEX Xml SCHERIRUNE

(1) #r 2 — > TextAsset 25 1) Al 72 MapXml, ] F Resources. Load () 757 % M

Resources S T UM N Xml SO/ 8 . 44
MapXml = Resources. Load<TextAsset> ("XML/Map”) ;
(2) €% XmlDocument #Xf % xmlDoc, FREEFFAEHNT MapXml. text.
(3) FREHNRAUE, SR . Hilan:
mapList = xmlDoc. SelectSingleNode (“MapConfig/Map”) . ChildNodes;
Kl 4-4
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Level m_Level;

[EySFET.af"iaL’ able]

Level

LevelTime;
LevelNeedPeoplenum;
LevelproducePeopleTime;
Leve1SHOPTIm: ;

currentLevel

CurrentTime;
NeedPeopleNum;
CurrentproducePeopleTime;

Kl 4-4 HdEE

5.3 BR&B5T RIERSCI
5.3. 1 MW EE

1. NavMesh (ML) 52 Unity3D B — B3I T BEAR, 1T LAETF K I E U
Tkt S A SL B YA B 3h T, %R HERBEE KR R A M S5 i H 200 R
B A — A B RAS, TEIX LIS FE A E R AT E A A H AR, PAHCRSEELH
BT . TSR A T B KN IN NavMeshAgent 2014, i EEYHSH. —
MR e BRI WA EE. . B EARRT IEIER . IR EIX AR
AT FHFE BN, FATTHEEG SR —A %4, RS A, XA Sk
W2 BT R B i A IE I BR 2R, IR 2R E BE AT E 1) H bR Ao

2. AT SRR, FHESINTE Unity3D 45 00§ 5 A A2 1% Component——
Navigation——Nav Mesh A gent A, RJ57EFMiF=F] I Window——Navigation % I,
E Navigation & [1E#¢ Bake, &5 5IATHR EHIESL T AT Bake.

3. fEE—IRS 5 EH# NavMeshAgent #FEATHR 75, ik AT AT BLH 3) 58
N 4-8 FioR:
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P EAAEDCAA SRR T8I, AT RERIEN—FAE. mE
TREB A, EVH-
https://d. book118. com/506133121043010110

18


https://d.book118.com/506133121043010110

