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Abstracts. Thisarticle describes simple method for creating broadcast event system with using Unity3D plat-
form. This method can be used for standalone (GNU/Linux, Windows, OS X) and mobile platforms.
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[Tpu pazpaboTke WUrp, JOBOJIBHO YacTO BO3HUKAET HEOOXOAMMOCTh B MOCTPOCHUU CHUCTEMBI
HIMPOKOBEIATEIbHON pacchliku cooOmieHnid. [Ipeanonoxum HeoOX0AUMO clenarh TakK, YTOOBI B
TOT MOMEHT, KOT/Ia TIEPCOHAXK, YIPABIISIEMbIN UTPOKOM, BOIIIET B ONIPEICIICHHYIO 30HY, UM BBITOJ-
HUJT OTIpeJIeJICHHOE JISHCTBYE, BCE 3aMHTEPECOBAHHBIE B ATOM JAPYTHe OOBEKTHI MOIYyUIHIN YBEIOM-
nenue. [1o BO3MOXKHOCTH 3TO yBEOMJIEHHE JTOJKHO HECTU B cebe MHPOPMAIIHIO O MPOU3OIIE IIEM
coObiTUU. B naHHOl cTaThe mpeiaraeTcs OJIMH U3 BO3MOXHBIX CIIOCOOOB MOCTPOSHUS MOA00HOMN
cuctembl Ha 6a3e Unity3D EventSystem.

Haunnas ¢ Bepcum 4.6 B cocraB Unity3D Bkmouena Ul System, 3HaunTensHO yrporiaromas
npouecc coznanus Ul. K Tomy xe oHa sBisercs Open Source mpoektoM. B ocHOBe 3TOl cUCTeMBbI
JIeKaT JIBa OYCHb BAKHBIX KoMroHeHTa — EventSystem u InputModules, nmo3Boisitoliiie npuHUMAaTh
1 00pabaTeiBaTh coObITHA. InputModules siBistiroTcst Hacinenankamu UlBehaviour, KoTOpbIid B CBOIO
ouepenb HacieayeT MonoBehaviour n comepkar B cebe JIOTMKY 00paOOTKH COOBITHIA, MTOCTYIIA0-
nmx ot EventSystem.

OtnpaBka coObITHs onpeneneHHoMy GameObject ocyIecTBIIsIeTCsl TOCPEACTBOM BbI30Ba Me-
tona ExecuteEvents.Execute(). Onpenenenrue MeToia UMeeT CIEAY O BUT:

public static bool Execute<T>(GameObject target, BaseEventData
data, EventFunction<T> functor) where T : IEventSystemHandler;

BrI3bIBast 3TOT METO/1, B KauecTBE MapaMeTpoB JOHKHO NiepenaBaTbes cebuika Ha GameObject
B CIIMCKE aCCOIIMMPOBAHHBIX KOMIIOHEHTOB KOTOPOTO, OJUKEH MpucyTcTBoBaTh InpuModule pea-
m3yromuit uarepdeiic T wm uHTepdeiic-nacnequuk T. Ecnu Takux KOMIIOHEHTOB OKa)KETCSl He-
CKOIIbKO, BC€ OHU OYyT BBI3BaHBI 110 OYEPEIH.

st oTripaBKM cOOBITHSI HEOOXOIMMO UMETh CChUIKY Ha 1ieseBoit GameObject, 4To He TTOIXO0-
JIT Ul HIMPOKOBEUIATeIbHON pacchulky. PerieHnem 3Toil mpo6ieMbl MOXKET MOCIYKUTh KOJUIEK-
s conepxkainas cnucok GameObjects ¢ npukperieHHsiMu InputModules cioco6HbIMU 00paba-
THIBaTh HIMPOKOBEIIATEIbHBIE COOBITHS.

public abstract class BroadcastInputModule<TEventType>
BaseInputModule
where TeventType : IEventSystemHandler

protected override void Awake ()

{
base.Awake () ;
BroadcastReceivers.RegisterBroadcastReceiver<TEventType
> (gameObject) ;
}
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protected override void OnDestroy ()
{
base.OnDestroy () ;
BroadcastReceivers.UnregisterBroadcastReceiver<TEventTy
pe> (gameObject) ;
}
}

Knacc BroadcastinputModule ciykut 6a30BbIM ISl MOIyJIeid 0OpabOTYNKOB IIUPOKOBEIIA-
TeIbHBIX COOBITHI. ETO OCHOBHOI 3amadeil SBJISETCS pPEeTHCTparvsl MOIYJS B 3TOH KOJUICKIWH.
Coznagum MoTyJib, KOTOPBIN OyJIeT pearupoBaTh Ha IJ100aIbHOE COOBITHE, KOTOPOE YCIOBHO OyIeT
Ha3biBaThess  «SomethingHappened». DTOT KOMIOHEHT JO/DKEH OBITh J00aBJIEH KO BCEM
GameObjects 3amHTEepecOBaHHBIM B Tody4YeHHH coObiTusi SomethingHappened. Wuntepdetic
IsomethingHappenedEventHandler qomkeH BBITIISIATE CIIETyONTIM 00pa3oM:

public interface IsomethingHappenedEventHandler
IEventSystemHandler
{
void OnSomethigHappened (SomethingHappenedEventData data) ;
}
Komnekmus xpansiias o00pabOTYUKHA MOKET OBITh JIOBOJIBHO MPOCTOW W clieiaHa ¢ ToMoIibio Dic-
tionary. [Tocnennum snementom siBiisiercst kiacc BroadcastExecuteEvents:
public static class BroadcastExecuteEvents
{
public static void Execute<T> (BaseEventData eventData,
ExecuteEvents.EventFunction<T> functor)
where T : IEventSystemHandler

var handlers = BroadcastReceivers.GetHandlersForEvent<T> () ;
if (handlers == null) return;

foreach (var handler in handlers)

{

ExecuteEvents.Execute<T> (handler, eventData, functor);

Kak BumHO u3 ero ompeneneHus, OH siBisieTcsl Becero nuiib 06€pTkoi Han ExecuteEvents u
BBITIOJTHSIET BCErO OJIHY 3aJa4y — BHIOOP MOAXOISAIUX 00paOOTUYMKOB sl YKa3aHHOTO COOBITHS U
UX BbI30B. Ternepsb MPOU3BECTH NIMPOKOBEUIATEIbHYIO MOCBUIKY COOBITHS MOKHO TaK:

BroadcastExecuteEvents.Execute<ISomethingHappenedEventHandler> (nul
1, (1, d) => i.0OnSomethigHappened (new
SomethingHappenedEventData())) ;
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