KopyTuHbl (Coroutine)



« Kaxkgbln CKpUNT Unity UMeeT ABe BaXHble PYHKLU NN Start() U
Update().

* B TO Bpems Kak rnepBbiv BbI3bIBAETCH, KOrga 0bbeKkT BKIMHOYaeTCs
nocrie co3gaHusi, BTOPOU Bbl3bliBaeTCA B KaXkaoM Kaape. o
3amMbiCcry criegyrowmnm Kagp He MOXET Ha4aTbCA 40 TeX Mop, Noka
Update He npekpaTui cBoK paboTy. 3TO BBOAUT CUNbHOE
KOHCTPYKTUBHOE orpaHn4veHune: Update() HE MOXET Nnerko
MOOEeNMpoBaTb CODLITUA, KOTOPbIE ANATCS bonee ogHOro Kagpa.



CobbITua, nponcxoasuime B HECKOSTbKUX Kaapax (Takme Kak
aHMMauusa, ananoru, oXnagaHme n 1. 4.), KogmpoBaTthb

CITOXHee. OTO NOTOMY, YTO UX NTOrMKa He MOXET ObITb 3anncaHa B
nocrnegoBaTesibHOM rnotoke. OH goSmKeH BbITb PpparMeHTUPOBAH,
pacnpeneneH no HECKONbKNUM Kagpam. OTO YacTo NPUBOAUT K
TOMY, YTO KO/, HE TONbKO CITIOXHEE HanncaTtb, HO U CNOXHEee
noaaepXuBaTb.



A yTo ecnu




KopyTuHbl (Coroutines, conporpamMmmsbl) B Unity — NpOCTOU U
yaoOHbIN cnocob 3anyckaTb PYHKLUUK, KOTOPbIE AOIMKHbI paboTaTtb
naparnmneribHO B TEHEHNE HEKOTOPOrO BPEMEHM.



KOpyTUHbI BbINOSTHAKTCA napansienbHO C OCHOBHLIM KOAOM,
napansnefibHO He 3Ha4YUT aCUHXPOHHO. To eCTb, eCnu Bbl HAaNULLINUTE CBOU
"TaKenbIn" KOO B Ky4y KOPYTUH KOTOpble DyayT paboTatb napannensHo,
nporpammva pabortaTtb ObiCcTpee He OyaerT.

OCHOBHOM MOTOK
Baw kKopg

BbinosiHeHUe cpa3y BCEro TAXKenoro Koaa B Update, OCTaHOBW10 OCHOBHOW MOTOK

BbinosieHne TAXKeNoro Koga B KOpyTUHE, Kak Obl pa3masbiBa€eT ero BO BpemMeH!

Kopg pa60TaeT B OTAE/1IbHOM MNOTOKE, aCUHXPOHHO




~
-

yield return new WaitForSecond(5);

S5 seconds



[Ipumep: KopyTUHA, KoTopas YMeHbLUAET
SPKOCTb OOBbEKTA

IEnumerator Fade() {

for (float ft = 1f; ft >=0; ft -= 0.1f) {
Color c = renderer.material.color;
c.a = ft;

renderer.material.color = c;

yield return null;}

}

void Update() {

if (Input.GetKeyDown("f")) {
StartCoroutine("Fade"); }

}



I[Enumerator YouCoroutin(){
//onucaHne pyHKLUN

yield return .... ;

//30€Cb HECKOSIbKO BapnaHTOB}



KopyTuHbl npeactasnstoT cobon npocTble CH# ntepaTtopbl,
BO3Bpawaowme IEnumerator 1 UCNONb3YyKOLLME KITHOYEBOE
CInoBO vield.



UTepaTtop — 3TO NoBeaeHYECKMN NAaTTEPH NPOEKTUPOBAHUA, KOTOPbIN AaeT
BO3MOXXHOCTb NocriegoBaTeribHO 00X0ANTb 3N1EMEHTbI COCTaBHbIX OOBbEKTOB,
He pacKpbliBad UX BHYTPEHHEro npeacraBieHus.




—ApOorynka no He

AHanornga mn3 Xm3Hu
3HaKoOMOMY ropoay

IKCKYPCUU

$$$




Yield, UTO 3TO?

« OTa KOMaHAa, OTAAEeT NMPOLECCOPHOE BPEMS OCHOBHOMY NOTOKY
N NPOJOITKAET BbIMNOMHEHUE KOPYTUHBLI C 3TOM0 MecTa Koraa
npounsonaeTt Heobxognmoe cobbiTne



[1pn ncnonb3oBaHnn WaitForSeconds co3gaeTca 4onro
CYLLECTBYHOLLUNN OOBLEKT B NaMATU (YrpaBridemMomn Kyye), no3TomMy
ero UCrnonb30oBaHMe B ObICTPbLIX LMKIaX MOXET ObITb M1oXoun

naeen.



Kak 3aBepLUnNTb KOPYTUHY?

IHOrOa KopyTUHY HY>XHO 3aBEPLLUUTbL NpexaeBpeMeHHo. [1na aTo
€CTb HECKOINbKO MyTeMW.

* StopAllCoroutines()
* StopCoroutine(«YourCoroutine»)
* YHUYTOXNTb poanTenbCKUN GameObject






* https://refactoring.guru/ru/design-patterns/iterator

* https://professorweb.ru/my/csharp/charp_theory/level12/12 20.php

* https://docs.microsoft.com/ru-ru/dotnet/csharp/iterators

e https://you-hands.ru/2020/11/25/korutiny-v-unity-chto-eto-i-kak-ispolzovat/

* https://www.

[le4ypnanaBnath:

* ted-coroutines-in-unity/
e https://docs.unity3d.com/ru/2019.4/Manual/Coroutines.html




BapuaHThl

1.ITpogomRUTE mociie ciaenyroiero FixedUpdate
Wai3apaHue.

tForFixedUpdate

2. ITpomoimKuTvV
WaitForEndOfFrame

/.. TIPOAOIKUTH MOC/Ie OPYTOM KOPYTUHBI:

StartCoroutine
5. ITocie Teryiero Update

6. ITo 3aBepIllleHN U CKaUYBaHUA
WWW
7. 3aBEPIINUTH KOPYTUHY



3agaHue.

* npOBepI/ITb 3adlOTOBKY UI'pbl NO YEKJTUCTY C MNMpPOoLW10ro 3aHATUA

* HanucaTtb XxapakTepuUCTnKy reposd no cxeme (CM KapTUHKY B Ty
auncke)

* Hanuncartb 3arotoBky CharecterController gna I'l, co3naTb Bce
HeobxoanMble NePEMEHHbIE (MUHUMYM: 300POBbLE,
BbIHOCITIMBOCTb, KIH04K), @ TaK XXe HanucaTb peakuuto Ha BCTpeYy
C MOHCTpamMu 1 naesepanamm(cm Temy B3anmMmogencTame ¢
obbekTamn)

[logymaTb, rge B Halwem Koge Mbl MOXKEM UCMNOMb30BaTh
KOPYTUHbI



