[Tpobnembl renvndnKaunn
MOOWMNbHOIMO NPUO>KEeHUSA

U AnekcaHap Uyuoes
f MOBUIbHbIN Pa3paboTymK (o]n]=




e Mobius

Ba>kHbI gncKknemnmep

® V Hac He 6bINo onbliTa B pa3paboTKe Urp

A — MOBUNbHBLIV Pa3pPaboTyMK, a HE renMan3aniHep

AHaNMNTUK — HE renMmagn3aniHep

Ul/UX-gn3amHep — He NNIICTpaTop

Nbl ncrnonb3oBan cBoro Cl/CD-1H¢

OHa MOXKeT OTNnn4daTbC4a OT BaLLeu

DPACTPYKTYPY —



c Mobius

OT 6apabaHa npn3os

A0 NMOJIHOLLEeHHbIX Urp.

V/inn Kak Booo6Lle Mbl OKasanumchb
B 3TOWN TO4YKe

* Y ObunsHeca 6bl11 ycrneLluHbIV OnbIT BHEOPEHNA renMnpmKaLnm
B BMae bapabaHa rnprsoB

* BbI1O NPUHATO peLLeHne pal3BmBaTb NOEK OO0 Urpbl
* Bbibop mrpsbil
* Ul/UX-gmn3amHep — He NMICTPAaTop

* Y Br3Heca 6bI10 MHOIO NPaBOK «Ha Xo[y»



0 Mobius

Kak Mmbl paspabaTbiBa
C MO3BOIEHNA CKa3aTh,
renmpaunsainH



c Mobius <KaK Mbl pa3pabaTbiBann relhlvu:l,vlsaMH>

irpoBon npoLecc CrioXXHee,
Yyem KaXkeTcs

be3 onbiTa TpyaHO NpoayMaTb MexaHKY

TexHn4YeckKu nerko,
renMmgn3ammHepCcKmM CNno>KHO

Becenbin 1 NOHATHbIV FEMMNNEN # Napa CTPOK KoOa




0 Mobius (KaK Mbl paspabaTtbiBann reanmsan)

KnoH Flappyv Bird

[Tpobnembl Ha4YMHAKOTCA MNP NOObIX
OTK/TOHEHUNAX

OrpaHmn4eHmsa, CNo>XKHOCTDb,
KacToMmaaumnsa — Bce TpebyeT
NpPopPaboTKN



0 Mobius <KaK Mbl paspabaTtbiBann re|7||vu:|,V|3a|7|H>

QA HVY>XeH y>Ke Ha 3Tane aHalIMTUNKWM

TeCTnpoBLUMKINM MOMOraroT YBNOETb
HecTaHOaApPTHbIE KENCDHI

Mbl HE BCE y4ni — NPULLUNIOCH
nopabaTbiBaTb Nocrie TeCcToB




@ Mobius

Bbi6op
TexXHosormu




e Mobius <Bbl60p TeXHonor|/||/|>

Kakue 6bli1 HOMVHAHTDI

Q React native + React Native Reanimated + Skia

Q SwiftUl + Compose

© Vrposbie ok (Unity, React Native Game Engine,
Unreal, Godot)



0 Mobius <Bbl60p TeXHonor|/||/|>

CTapbin pobpbin React Native

® OoraceHusa no NPon3BOoANTENbHOCTI
® MHOIMo Py4YHOW paboThbl

® MpeKpacHO cripasnsaeTca ¢ popmamMu,
HO HEe C PUN3NKOW



0 Mobius <Bbl60p TeXHonor|/||/|>

HaTuBHbIE peann3aumnmnm

® MPOoN3BOONTENBbHOCTb Nny4ylue, 4yem y RN,
Ja>ke Ha cnabbiX yCTponcTBax

e MpobeMbl OCTAlOTCA: CMaBH, yaarneHmne, Konnmamm — BCE BPYYHVIO

® H/IKAKOW KpoccratpopMeHHOCTU — Ko ayonmpyeTcs:
OBE Nrpbl BMECTO OOHOW

e Ntobada nNpaBka = x2 BpeMeHn N YCUITNIA



0 Mobius <Bbl60p TGXHOJ‘IOFVIVI)

OcCTaloTCH TOJNIbKO NIrpoOBblie ABV>XKIA:

React Native Game (xe-xe) Engine



(BbIGOp TGXHOJ‘IOFVII/I) - <I/Irp0|3b|e ,EI,BVI)KKI/I)

React Unity

Native

Ga = * NOMNyNAPHOCTb N BONbLLOE
E ng | Nne * MHOIO TYTOpPManos

* eCTb BMONNOTEKU
ona nHTerpaunm c React
Native

® MONHOCTbIO
oecnnaTHbIN

e NNerKkoBeCHbIV

* \VC/TOBHO-0OecrnaTHas
HET 3KCNepTun3bl e gDScript — nmueH3na (BHNMmaTenbHO
B C++ NpoLLLEe BXOA, 3abpoLueH yyTanTe yCroBuns)




0 Mobius <Pa3pa60TKa |/|rpb|>

OcBonTb Unity 6bICTPO 1 yAOOHO — MHOIO
AOKVMEeHTaum n TyTopranoB. Ba>XHO:

[Tomepbl acceToB O6a3aTenbHo NHTerpaumnsa
OT ON3anHepoB n3onmpoBaHHoOE B NPUNOXXeHne
TecTnpoBaHME

— HY>XHO aanTmpoBaTb — rnoaroToBbTE UMNA — MpocTOoWu,
MaKeTbl Mo TEKCTYPbI nog Windows/macQOS HO OOCTAaTO4YHO

0Ns KoMaHgbl 1 bn3Heca TPYOOEMKNI STar



---------

0 Mobius

using UnityEngine;

public class Spawner : MonoBehaviour

{
public GameObject prefab;
public GameObject prefabWithTopGift;
public GameObject prefabWithBottomGift;
public float spawnRate = 2f;
public float minHeight = -1.5f;
public float maxHeight = 1.5f;

private void OnEnable()

{

InvokeRepeating(nameof(Spawn), spawnRate, spawnRate);

}

private void OnDisable()

{

Cancellnvoke(nameof(Spawn));

}

private void Spawn()

{

var pipes = Instantiate(prefab, transform.position, Quaternion.identity);

pipes.transform.position += Vector3.up * Random.Range(minHeight, maxHeight);

}

}



@ Mobius

<Pa3pa60TKa Vlrpb|>

1 — Y4YTO HY>KHO, 4TOObI BbIFPY3UTb NPV
Ha nnaTtdopmy?

B Unity oTkpowuTe File > Build Settings n Beibepunte nnatpopmy iOS.
Ha>xmmTte Switch Platform

3aTtem oTKpounTe Player Settings. B pasgene Other Settings yka>kuTte: Bundle
ldentifier, Bepcuto, IL2CPP kak Scripting Backend

[Nepengnte B pasgen ldentification n HacTponTe Team ID n Provisioning
Profile, ecnn Heobxoanmo.

B npoekTe pobasbTte pannbl NativeCallProxy.h n NativeCallProxy.mm
B Assets/Plugins/iOS.



e Mobius <Pa3pa60TKa Vlrpb|>

2 — Y4YTO HY>XHO, YTOObI BbIFrPY3UNTb Urpy
Ha nnaTtdopmy?

e BepHuTechk B Build Settings, Ha>xmuTe Build, BeioepimTe nanky (He BHYTPb RN-npoekTa!) — Unity
creHepupyeT Xcode-npoeKT

e OTKpOWTE €ero n BbINOMHUTE PYYHbIEe HACTPOWVIKIA:
— VY Data n NativeCallProxy.h nameHunTte Target Membership Ha UnityFramework
— YcTtaHoBuTe public anga NativeCallProxy.h, 4Tobbl oH 6bI/1 gOCTYMNEH

e B Xcode BbibepunTe Tapret UnityFramework, cxemy Any iOS Device (arm64) n cobepute
npoekKT (Cmd + B)

e Hanmgmnte nony4eHHbin UnityFramework.framework B Xcode > Products, LWENKHTE NpaBou

KHOMKoW, BblbepunTe Show in Finder, n ckonmpymTe ero B rnarnky unity/builds/ios BHYyTpW Balluero
RN-npoekTa.



0 Mobius

using System;
using System.Collections;

using System.Collections.Generic;
using System.Runtime.lnteropServices;
using UnityEngine.Ul;

using UnityEngine;

public class NativeAPI

{

#if UNITY_IOS && !UNITY_EDITOR

[Dllimport("__Internal")]

public static extern void sendMessageToMobileApp(string message);
#endif

}

public class MessageToReactNative : MonoBehaviour
{
private const string GameOver = "GameOver",
private const string LoselLive = "LoseLive";
private const string Win = "Win";
private const string Close = "Close";

private void SendMessageBase(string message)

{
if (Application.platform == RuntimePlatform.Android)

{
using var jc =
new AndroidJavaClass("com.azesmwayreactnativeunity.ReactNativeUnityViewManager");
jc.CallStatic("sendMessageToMobileApp", message);
}

else if (Application.platform == RuntimePlatform.IPhonePlayer)
{
#if UNITY_IOS && !UNITY_EDITOR
NativeAPl.sendMessageToMobileApp(message);
#endif
}
}

public void SendWin()

{
SendMessageBase(Win);




Xo>xXaeHuve
MO MHTEerpaunm




@ Mobius <XO)K,EI,eHVIe no VIHTerpaLI,I/II/I>

User Interface

e Unity Ul — ecTb, HO HEYOOOHbLIN N OrPaHNYEHHbIV
¢ [loTepa TeMmnsaun NpUo>XKeHna npm ncnonbdosaHum Unity U

e PekomMmeHpgauna: coggaBaTtb Ul cnoem noeBepx (overlay)
Ha cTopoHe React Native / HaTUBHOIo NPUIOXXEeHNS




0 Mobius <X0>Kp,eH|/|e no I/IHTeraLI,I/II/I>

Hana>xknesaem MoCTbl

e PazpgeneHunme normkit — XopoLumm CTUMb

e Unity NpHMNMaEeT KOHPUT UIFPbl N3 MPUNOXKEHINS
(O4UKWN, uenn)

o NHNMM3auyunma ooLLeHmd



0 Mobius <X0>Kp,eH|/|e no I/IHTerpaLI,I/II/I>

Pasmvep ¢pamnnos

Unity reHepumpyeT MHOIro npoMe>xyTo4YHOro Koaa

Android: 10S

~800 MBb ~250 Mb

{ MHOro menknx anmnos } { oAvH GonbLUow
dann — ppenmBoOpK }

Mpob6nema: Ta>Xeno xpaHnTtb B Git
PewweHne: ncnonb3soanmnm Git LFS (Large File Storage)



0 Mobius <X0>Kp,eH|/|e no I/IHTeraLI,VIVI>

[Mpo6nembl C CMMYNATOPOM

e Unity He paboTaeT B iI0S Simulator
¢ [ loKa nrpa B npoeKTe — CUMVYNATOpP HegocTyneH

® OTO CEPbLE3HO BLET NO NpPoueECcCy pPa3paboTKn



<X0>Kp,eH|/|e no MHTerpau,vu/D

TpyOoHOCT HA4YMHAIKOTCH |
rnocne 3aBepLueHns
Pa3pPadboTKM UTPbI




e Mobius <X0>Kp,eH|/|e no I/IHTeraLI,VIVI>

CIl/CD

e Ownokunm B CI/CD — ogHn ns cambixX Bo1e3HEeHHbIX
e [logkntoveHme unityFramework B I0S
e YVcTaHoBka NDK onga Android

e Owmbokm CMAKE C COMPILER n CMAKE CXX COMPILER
cTannm nocnegHenm Kannewm



3a4yemM BooOLUue BCe 3TO,
ecqnn TakK 1 He yaanochb
3acTaBNTb paboTaTtb?




0 Mobius <3at-|e|v| BCE 3T0?>

HecmoTpa Ha dHanbHbIN OTKa3 oT Unity,
OnNbIT OKa3aJiCA LLeHHbIM

Nbl BCKPbIT MHOXXECTBO HKOAHCOB, O KOTOPbIX MOYT HNKTO HE nmcarn.
OTO MOXXET NMoOMOYb TeM, KTO:

® NenaeT NeT-fnpoeKT
® XO4YeT NO3KCNEePNMEHTUNPOBATb C NMHTErpaumenm nrp

® pELUNTCHA NPONTNM BECb NYTh OO0 NpoaaKLUeEHa

XOoT4a Urpa 3anyckanackb na React Native, 95% BpeMeHn yLUNO Ha HaTMBHbIE
IDE n HacTponKy nNnatpopMEHHO HaCcTn



0 Mobius

React Native, npocTtin
rocnogmn, Game Engine

[1nrocCbI

® NpocTas NMHTerpauns
e hot reload
® 3gpaboTarnio No4YTn cpazy

NMwuHycCbl

¢ MPonM3IBOANTESNIbHOCTb Ha INMpaHm gornyctmmMmoro
{ He cmor cmipunvck ¢ nopa>xeHmnem?

® NMOAOO3PEHNA Ha YTEHKIU NaMATHU U kyna Tebs aTo npuseno?
CHoOBa KO MHe }



0 Mobius <33t—|e|v| BCe 3T0?>

B nonckax ngeanbHoro pewueHna: Godot

Vbl oTKasanmck ot Godot n3-3a otcyTCcTBUA Nnoagep>kkn Android
B cyLlecTBytoLLen RN-6mbnmoTteke. Cemnyac paslpabaTbiBato

COOCTBEHHVIO MHTErpaumnio

Mouyemy Godot BbirnagnT nepcneKTMBHO

¢ [lpoLue n nerye, 4em Unity

® ICXOOHVKWN 3aHNMAaT MeHbLUE MecTa
¢ XOpoLuasa Nnpom3BoanNTeENbHOCTb

® OTKPbITbIV N MOMTHOCTbIO 6ecrnaTHbIV



0 Mobius

YT0 >XKe penaTtb?

Ecnwn y Bac:

HaTuBHbIN NPOEKT

— MPOCTbIE UTPbl MNLLNTE
Ha nnaTpopmMe

6e3 npmBne4YeHns

NI POBbIX OBM>KKOB

Kpocc-nnatpopma

— pacCcMOTPUTE BapUaHT

Godot n cBoero aganTtepa
C ABVI>KKa Ha nnatpopmMbl

<3at-|e|v| BCe 3TO?>




e Mobius <3at-|e|v| BCeE 3TO?>

YTO B ntTore?

© HecmoTps Ha KOCTbINY Mbl CMOTMV pean3oBaTb Urpy
© BusHec 6bin OOBOMNEH N NONYHN YBENNYEHE METPUK

© Mol nposenu yenekaTenbHbIN MecsiL|,
3a pa3padboTKoOM UTrpbl



@ Mobius

3aKnro4yvyeHume

¢ /IHTerpauna nrpbl B React Native — peanbHO, HO HEMPOCTO

e React Native + Skia cnabo nogxoanT n3-3a NpPom3BoaNTENBbHOCTW
N OTCYTCTBUA reMMnieriHon NMornk, Ho AoOJ/IXXKHO NoOgoOUTV ONA NPOCTbIX NP

e HatmBHbie Ul-dpenmviBopkin (SwiftUl / Compose) — noTpebyioT
OyonmnpoBaHA BCEW NOrnkim, Ho byaeT XopoLuo paboTaTb

e Unity — MOLLHbIN, HO CNOXXHbI B NHTErpauunm, ocobeHHo B CI/CD

¢ RNl Game Engine — npocTo1 1 KOMMNPOMWCCHbI, HO TOPMO3HOW
N C yTedyKaMm

e Godot — noTeHu anbHO ny4yLliee peLleHme, HO TpebyeT OopaboTKN



AnekcaHpgp UyuoeB @APPKODE

MOOWNbHbIN pa3paboTdynk KODE Telegram



