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Post Processing Stack

1987 SH2I15

Note: version 2.0 of the post-processing stack is curre

The new Unity post-processing stack is an Uber effect tl
advantages :

- Effects are always configured in the correct order.

- It allows combination of many effects into a single pas
- It features an asset-based configuration system for ea
- All effects are grouped together in the Ul for a better u
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Cinemachine

hkkkk v 687 QHIS

Cinemachine is unified procedural camera system for in-game cameras, cinematics and cutscenes,
eSports solutions.

If you have a camera in your project, you'll benefit from Cinemachine being your camera system.
Cinemachine includes these components:

Procedural composition cinematically tracks and composes whatever target you define, be it an obje
operator which procedurally films the actions based on your direction of where you want it on screen
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€ Inspector | 58 Mavigation Services
L‘ [+ shotgunrobot
Tag | enemy | Lay
Prefab | Select | Rewve
¥ .~ Transform
Position X 1.147133
Rotation xXo
Scale X1
b Rigidbody 2D
» @ [ Circle Collider 2D
"@ [v Health (Script)
Script Health
Initial HP ]
¥ || ¥ Hit Listener (Script)
Script HitListener
v|& Drop Item (Script)
Script Dropltem
Drop Percent a0
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Size 2
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Direction X0
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7 || [+ Robot (Script)

Script Robot
Degree 22,5

T@ [+ Shotgun (Script)
Script Shotgun
Firing Position A Firing Position (T
Damage 3
Bullet Speed 10
Spread 0.1
Pre Shoot 100
Is Emitting Sound [+
Angle 15

7 || ¥ Moving AI (Script)
Script MowingAl
Alert Distance 21
Attack Distance 20
Taouching Damage 0

b =] & Audio Source

7@ [+ Sound Player (Script)

Script
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Volume Amp

SoundPlayer

2|7} L=
QHHEE

95t ASRE



3D PEZ+0ofL|H

o G20} OjL|H[0] M 0] o




= H Xr=2| Z|E

- THAZ= AlYA Ciet Aeld=S £2!

.« Cf O|Abo| RH|SH MTHE MessiCt

1



0|0] Rt= ATEES| THALE

Jusing System.Collections.Generic;
using System.Collections.Generic; using SY?tH"‘ I._1nq;
. et . using UnityEditor;
Using system.Ling; using UnityEngine;
using UnityEngine;
=lpublic enum soundType { Plaver Clone, Plaver Footstep, Plaver Dash, Plaver Hit,
Weapon Single Fire, heapon Single Hit, Weapon Shotgun Fire, Wespon Shotgun Hit,
Enemy_ShotogunRobot Fire, Enemy Burster Fire, Enemy Turret Ain, Enemy Turret Flfe

LR

public enum SoundType { Changelight, PassGreen, PassYellow, PassYellowlWithSunglass, PassRedWithPolice,

BurningIntro, BurningStatus, BurningChangelLight, ItemEquip, ItemSpeed, ItemBurning } Object Spavmer_Enable, Object Spawner [ [l:l.{ga{b{'l:g,
public enum MusicType { Main, Ingame, GameOver } UI_Button Hover, U,ln%t,t}’,’l,gigk UI_Button Start,
Object Door Destruct Start, Object Door Destruct Finish, Object CloneKitBox Destruct,
Enemy_Death
[System.5erializable] }

public class SoundDic{ public enum MusicType { Main, Ingame, GameOver }

public ScundType type; [System.Serializable]

public AudioClip clip; Spublic class SoundDic{
}- .
. . . . public SoundType types;
public class ScundManager : MonoBehaviour{ public AudioClip clip;
static SoundManager instance; [Ranoe(@, 256)] public int priority = 128;
static Queue<SoundPlayer> spPool; [Range(®, 1)] public float volume = 1;

. . [Ranoe(-3, 3)] public float pitch = 1;
static ScundPlayer musicPlayer;

static SoundPlayer burningPlayer;
<SUTMary>
from code of SMZ

public GameObject standardScundPlayer;

</ summary>|
public SoundDic[] soundDictionary; [Cu..'c;TEcIl tor (typeof(SoundManager)) ]
public AudioClip[] musicDictionary; [CanEditMultipleObjects]

. Sjpublic class SoundManager : Singleton<SoundManagers>{
static SoundPlayer GetSoundPlayer(){

if (spPool.Count > @) { public static float soundvolume = 1;
SoundPlayer sp = spPool.Dequeue(); public static float musicVolume = 1;
sp.gameObject.SetActive(true); static SoundPlaver [ﬂ,L-I,S,l,C,ELE_Iyer,
return sp; static SoundPlayer soundP

} else {

20undr Layer

public SoundDic[] soundDictionary;

GameQbject go = Instantiate(instance.standardScundPlayer, instance.gameObject.transform); public AudioClip[] musicDictionary:

return go.GetComponent<SoundPlayer>();
3 = public static AudioClip GetAudioClip({SoundType type)
{

N

return instance.soundDictionary.Tolist().Find(dic = dic.type.Equals(type)).clip;
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Initial commit

_ committed on 4 Dec 2017
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IEnumerator Start()
{
if (map = null) vield break;
resultPixels = new Color[map.width = map.height];
while (target = null) yield return null;
while (true)

{
var targetPosition = wWorldToPixelSpace(target.position);
yield return
StartCoroutine(DistanceMapCalculator.CalculateFlowMap(map, null, targetPosition, resultPixels));
calculated = true;
1
I
Vector2Int WorldToPixelSpace(Vector? targetPosition)
{
var center = new Vector2(map.width / 2f, map.height / 2);
return new VectorZInt(Mathf.FloorToInt(targetPosition.x + center.x),
Mathf.RoundToInt(targetPosition.y + center.y));
1

[ YR HE 9Bz THEse W10 §lonoz, £35] Update(oiM S22 T 2.
public static bool IsInMap(Vector? position)
{

var pos = instance.transform. InverseTransformPoint(position);

var pixelPos = instance.WorldToPixelSpace(pos);

var map = instance.map;

if (map.GetPixel(pixelPos.x, pixelPos.y).Equals(Color.black))
{

}

return false;

return pixelPos.x = @ 8& pixelPos.x < map.width

00 niealMas 20 % A 08 alwalloes w0 @ mon eodehs

public static IEnumerator CalculateFlowMap(TextureZD target, TextureZD render, VectorZInt start,

{

I}

Color[] returnPixels)

|> ol

var watch = new Stopwatch();
vatch.5tart();
if (prevTarget — null |} prevTarget = target)

{
pixels = target.GetPixels():
result = new float[pixels.Length];
resultPixels = new Color[pixels.Length];
I;

previarget = target;
var width = target.width;
var height = target.height;
var distTask = Task.Run{() = CalculateDistanceMapisync(pixels, width, height, start, result));
var flowTask = distTask.Continuedith{dmap = CalculateFlowMapAsync(width, height, dmap.Result, resultPixel:
while (!flowTask.IsCompleted) vield return null;
Debug. Log(watch.Elapsed) ;
for (var 1 = @; 1 < returnPixels.Length; i+) returnPixels[i] = flowTask.Result[i];
if (render = null) vield break;
render.SetPixels(flowTask. Result);
render. Apply();

static float[] CalculateDistanceMaphsync{Color[] map, int width, int height, VectorZInt start, float[] resultt

{

I}

Func<Vector2Int, inte» V2I = v = Vec2Index(width, height, v);
var distMap = resultirray;
for (var i = 8; i < distMap.length; i+) distMap[i] = @;
var startPoints =
new ListdVector2Int» {start, start + VectorZInt.right, start + VectorZ2Int.up, start + VectorZInt.one};
foreach (var v in startPoints) distMap[V2I(v)] = 1;
return Calculate(v2I, distMap, startPoints, new List<VectorZInt:(), map);

static Color[] CalculateFlowMapAsync(int width, int height, fleat[] distanceMap, Color[] resulthrray)

{

for (var x = 8; x < width; x+)

{
for (var vy = @; v < height; y+)
{
SetFlowMapPoint(x, v, width, height, distanceMap, resultfrray);
Iy

}

e e e | B e
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/f Use this for initialization

void Awake()

{
Clean();
f{Initialize();

/i Set up references.
Jf anim = GetComponent<Animator>();

1

void Start()

{
StartCoroutine(DistanceWorkCorouting());

1

public void Clean()

{
CharacterPool.ClearPool();
characters.Clear():
charPairs = new HashSet<Tuple<Character, Character=:();
distanceMorker = new CharacterDistanceWorker();
distancePairs = new Dictionary<Character, List<Character=»(
Jfvar targetG0 = new Gamelbject("PathFinder Target™);
J{target = targetGO.transform;
var targetG0 = transform.Find("PathFinder Target");
target = targetG0.transform;
target.SetParent (transform);
groupCenter = this;
xyPlane = new Plane(Vector3. forward, Vector3.zero);
emittingCount = @;

1

public woid RemoveCharacter(Character character, bool silently = false)

{

if (characters.Count > 1 88 leader.Eguals{character))

{
characters.Remove(character);
ResetCenter0fGravityCharacter();
I
glse
{
characters.Remove(character);
I

charPairs.Removerhere(p = p.Iteml = character |, p.Item2 = character);
character.GetComponent<SoundPlayers().5etPlayable(!silently);
character.SendMessage("KillCharacter™);
if (Icharacters.tny() 8& Sceneloader.instance.isLoadedSceneInGame)
{
//GAMEQVER M2t ZI|
input = VectorZ.zero;
GetComponent<iudioSources (). 5top();
if (1=ScoreBoard.instance.isMapCleared)
{
ScoreBoard. instance. StopTracking();
GameManager . GetComponent<GamelverPana () . SetbamelverPanal (trus);

public void Initialize()

Vector? startPosition = VectorZ.zero;
try

startPosition = GameObject.Find("StartPosition™).transform.position;
groupCenter. transform. position = startPosition;
GameManager . GetComponent<Sceneloaders () .mainVCamera. transform. position =
(Vector3) startPosition + new Vector2(®, -20, -20);
I
catch (Exception)
{
if (Debug.isDebugBuild)
Debug. LogError("Start Position not found!™);
thirow;

I
if (lcharacters.any())
{

leader = AddCharacter();
leader.isInsider = true;

I
foreach (var item in characters)
{
Vector? diff = item.transform.position - transform.position;
var tempPosition = startPosition + diff;
while (!PathFinder.IsInMap(tempPosition))
{
tempPosition = tempPosition + PathFinder.GetAcceleration(tempPosition);
'
item. transform.position = tempPosition;
I

distancevorker = new CharacterDistanceMorker();

distancePairs = new Dictionary<Character, List<Character==();
transform.position = startPosition;

StopCoroutine(nameot (DoInsiderCheck));

StartCoroutine(nameof (DoInsiderCheck));
PathFinder.instance.target = target;
ScoreBoard. instance. StartNewTracking () :

}
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