[eneratbl, NAMoabl B C# U
UniRX



YTO TaKkoe generatbl U CUTHaTypa

« [lenerat — 310 yKasaTesnib Ha metof. C nomoLLbo HEro 13 fitobdoro
MECTa B KOl€ MOXXHO BbI3BaTb YKa3aHHbIN METO.

« CurHaTypa metoga — BO3BpallaeMbI TUM, U CIIUMCOK TUMOB BCEX
aprymMeHTOB 3TOro MeToAaa.

void MethodName(int argl, string arg2){ ... }

Hanpumep, MeTof BblilLe UMeEeT CUrHaTypy “void, int,
string”

 [leneratbl pasnu4yatoTcs Mexay cobom MMEeHHO Mo curHaType
METOAOB,
Ha KOTOpPble OHM MOTYT YKa3bIBaTb.



Mcnonb3oBaHue generaTtoB

« [leneratbl MOXXHO MCMOMb30BaThb B KAYECTBE TUMOB NEPEMEHHbIX,
ecnu o0bABUTL UX CUTHATYPY U UMS

* YTOObI NONY4YMTb YKa3aTenb Ha METOA, AOCTAaTOYHO HanMcaTb ero
Ha3BaHMe B BblpaXXeHn

',D,eJ'IeFaTbI TakK e KaK 1 obblYHblE nepemMeHHble MOXHO
nepenaBarb B METOAbI U XPaAaHNTb B KIaCCax N T.4.

» OnpenenexHHbI TUN generarta noaaepXXuBaeT nobdble MeToabl C
TaKoW XXe curHaTypou
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public class TestClasg

{

delegate int Qperation(float a, float b); // O6vssneHue deneearta Operation ¢ cuaHatypol int, float, float

public void TestMethod()

{
Operation plus = Plus; // Mu MOKeM 3anucaTe YKaA3ATENb HA METOd B NEPEMEHHYW C TUMOM OeNe2ard HYKHOU CU2HATYpPb!
// BydeT = 8
int resultl = Evaluvate(plus); // ¥ nepedaTte HanpuMep B KAYECTBE QP2YyMEHTA B METOD
// byoer = 2
int result2 = Evaluate(Minus); // Wnu xe MoxeM HanpaMyw nepedaTeb YKA3ATENL Ha MeTod, 6e3 nepeMeHHoll
}
[7] 2 usages

private int Evaluate(Operation operation)

{

return operation.Invoke( a 5, b: 3); // C nomowsw INnvoke Bhi3biBAEM MET0d MO YKA3ATENW B Oene2dre

// Huxe o06bsBneHs MeTodW C HywHOU cuz2HaTypol. YTo6W MOAYYUTL UX YKA3ATeNb, MOKEWs MPOCTO HANUCATL UX HA3BAHUE

&1

private int Plus(float a, float b)

{

return (int) (a + b);

2] 1 usage

private int Minus(float a, float b)

{

return (int) (a - b);



AHOHUMHbIE MeToAbl U NAMOAbI

* MeToabl, KOTOPbIE HE UMEIOT NPEeACTaBNEHNS B Knacce, a cpasy
CO30al0T IK3eMMNNAp obbeKTa B METOAE Ha3bIBAOTCH
aHOHVUMHbIMU

° CyLLl,eCTByeT KpaTKad 3armcb aHOHMMHbIX METOA0B, KOTOPbIE
30BYTCAH nambpa Bblpa>XEHUAMMW

*(argl, arg2) => argl + arg2 — namMbaa BblIpaXeHne, KOToOpoe MOXHO
Mcnonb3oBaTb BMECTO MeToaa Plus n3 NPgALIAVILEro NpuMepa

'ﬂFII\{IQ,EI,bI MOXXHO 3aMuCbIBATH MO PASHOMY:
argl =>arg int result = CallSomeMethod();

o () => Ca”SomeMethod() return result;



Action, Func, Predicate

* B C# cyLlecTBYIOT YHUULMPOBAHHbIE erneraTbl, KoTopble
MOXHO Cpa3sy UCMNosb30BaTh (3annucbiBaga Kak TUNbI), He
00bABNAA UX

* Action<argl, arg2, ...> - Bo3BpallaeT void, MOXXET NPUHUMATb
CKOINbKO YrogHoO aprymMmeHToB

* Func<argl, arg2, ..., returnType> - Bo3BpaLlaerT returnType (CTOUT
BCcerga B KOHLUeE), MPUHUMAET CKOJ1bKO YroaHo aprymMeHToB

* Predicate<arg> - BO3BpaLlaeT bool, npuHMMaeT nuLlb 1 aprymMmeHT.
Mcnonb3yeTcs B O0NbLUMHCTBE CrlydaeB Kak unbsTp, Hanpumep
B LINQ B MeToae Where, N0 oaKTy ABMAE€TCA MareMaTUYECKUM
npeguKkaTom



[Mlepepenka npumepa nog NnAmMoabl U
Func

using System;|

n=

public class TestClass
{
public void TestMethod()
{
Func<float, float, int> plus = (a, b) => (int) (a + b);

int resultl = Evaluate(plus);
int result2 = Evaluate( operation: (a :float , b :float ) =>
{

return (int) (a - b);
}; ’

private int Evaluate(Func<float, float, int> operation)
{

return operation.Invoke(5, 3);



[Tlone3Hbie meToAbI B UniRx

* TimerFrame(int frames) — Co3gaeT nokagpoBbIt TaUMep

* TakeUntilDestroy(GameObject/Component target) — YHUUYTOXAaET
TauMep, eCIN YHUYTOXEH OaHHbIN OOBLEKT/KOMMOHEHT

* TakeUntilDisable(GameObject/Component target) — To ke camoe, HO
NpW BbIKITIOYEHUN

* TakeUntil(IObsevable timer) — Tanmep Oynet paboTtaTtb, Noka He
ncTevyeT TauMep B apryMmeHTe aToro Mmetoaa

* TakeWhile(Func<long, bool> predicate) — Tanmep octaHOBUTCH,
Korga npegukart BblgacT false



[Tlone3Hbie meToAbI B UniRx

* SkipUntil(IObservable timer) — Tanmep He byaeT obpabaTbiBaTbCsl, NOKa
BHYTPEHHUN TaUMeEP HE OKOHYUNTCH

* SkipWhile(Func<T, bool> predicate) — Tanmep He byaeT obpabaTbiBaTCH,
noka npegukaT BbIAAET true

* Finally(Action action) — BbINONHSAET action Korga TauMep KOHYaeTcs Nnu
BOOOLLE YHUYTOXKAETCH

* Interval(TimeSpan period) — [MloBTOpPAKOLWNNCA TAaUMeEP C YKa3aHHbIM
nepunyaom

* IntervalFrame(int frameCount, FrameCountType type) — Toxxe camoe, HO
No Kagpam, MOXHO YKasaTb Ha Kakme TUnbl TMKOB OPUETUPOBATCS
(Update/FixedUpdate/EndOfFrame)



[Tlpumepbl TanMepoB

1) MNepemelleHne obbekTa K TOUKe C 3a4aHHON

float speed = 0.1f;
Vector3d point = new Vector3( x: 18f, vy 5f, =z 3f);

Observable.IntervalFrame(1)

.TakeWhile(x :leng => Vector3.Distance( a: point,
.Finally(() => transform.position = point)
.Subscribe( onNext: X :long

b: transform.position) > @)

|Observable<long>

=> transform.Translate( translation: (point - transform.position).normalized * speed));

2) BbI3OB KaKOFO-J'II/I6O D,GIZCTBI/IH pa3 B ceKpr,y, Korga O6'beKT B6J'II/I3I/I TOYKU HaA 2 MeTpa, N NOKa OH
WM&I&M@TVM( period: 1.Seconds())

.SkipWhile(x :long => Vector3.Distance( a: point,
.TakeUntilDestroy(gameObject) //|Observable<long>
.Subscribe( onNext: X :long

b: transform.position) > 2f)

=> { DoSomeAction(); });



