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Data Flow

(DﬂpeﬂEWWEﬂTﬂmaﬂﬂOHOWWHEHH*KXB3H8H6HM€TKﬂMﬂweHHbDHA
KOHCTAHT

| lpMepbl apTe@aKTOB:
OManasoH 3Ha4YeHun
TOYHOE 3Ha4YeHne
MHOXECTBO 3HAYEHNW

int number = randw
1f (number == )
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csuilC#]

public partial class TopScoreStatisticsSection
CompositeDrawable{

public ScorelInfo Score {

1f (score == null && wvalue == null)
return;

1f (score?.Equals(value) == true)
return;

score = value;

accuracyColumn.Text = value.DisplayAccuracy;



csuilC#]

public partial class TopScoreStatisticsSection
CompositeDrawable{

public ScorelInfo Score {

1f (score == null && wvalue == null)

°
4

1f (score?.Equals(value) == true)
return,;
score = value;

accuracyColumn.Text = value.DisplayAccuracy;
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.....

public partial class TopScoreStatisticsSection
CompositeDrawable{

public ScorelInfo Score {

1f (score == null && wvalue == null)

return;

if (score?.Equals(value) == true) SCoxre —— Value

°
4

score = value;

accuracyColumn.Text = value.DisplayAccuracy;
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.....

public partial class TopScoreStatisticsSection
CompositeDrawable{

public ScorelInfo Score {

1f (score == null && value == null) nL‘Ill

return; \\ NO tNul l 44

1f (score?.Equals(value) == true)

return;
score = value;

accuracyColumn.Text = value.DisplayAccuracy;



csuilC#]

.....

public partial class TopScoreStatisticsSection
CompositeDrawable{

public ScorelInfo Score {

1f (score == null && wvalue == null) SCOoxre == “NOtNUll”
e value == null

1f (score?.Equals(value) == true)
return,;

score = value;

accuracyColumn.Text = .DisplayAccuracy;



csuilC#]

.....

public partial class TopScoreStatisticsSection
CompositeDrawable{

public ScorelInfo Score {

1f (score == null && wvalue == null) SCOoxre == “NOtNUll”
e value == null

1f (score?.Equals(value) == true)
return,;

score = value;

accuracyColumn.Text = .DisplayAccuracy;

} ISEC-NULL] The 'value' object was used after it was verified against null.
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ustomNPC+ [ Java] :

private String getTimePast () {

.....

1f (selected.timePast > 3600000) {
int hours = (int) (selected.timePast / 3600000) ;
i1f (hours == 1)
return hours + " " +
StatCollector.translateTolLocal (" )
else
return hours + " " +
StatCollector.translateToLocal (" )
}

int minutes

(int) (selected.timePast / 60000) ;
i1f (minutes == 1)
return minutes + " " +
StatCollector.translateToLocal (" )
else
return minutes + " " +
StatCollector.translateToLocal (" Dibsa,



CustomNPC+ [ Java |

ey

private String getTimePast () {

1f (selected.timePast > 3600000) {
int hours = (int) (selected.timePast / 3600000) ;
i1f (hours == 1)

return hours + " " +

StatCollector.translateTolocal ("malilbox.hour");

else

return hours + " " +

StatCollector.translateTolocal ("mailbox.hours");

}
int minutes = (int) (selected.timePast / 60000) ;

1f (minutes == 1)
return minutes + " " +
StatCollector. translateTolocal ("mailbox.minutes") ;
else
return minutes + " " +

StatCollector.translateTolocal ("mailbox.minutes"); }



CustomNPC+ [ Java |
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private String getTimePast () {

1f (selected.timePast > 3600000) {
int hours = (int) (selected.timePast / 3600000) ;
1f (hours == 1)
return hours + " " +

StatCollector.translateTolocal ("mailbox.hour") ;

else
return hours + " " +

StatCollector.translateTolocal ("mailbox.hours") ;

}
int minutes = (int) (selected.timePast / 60000) ;
if (minutes == 1)

return minutes + " " +

StatCollector.translateTolocal ("malilbox.minutes");
else

return minutes + " " +

StatCollector.translateTolocal ("mallbox.minutes"); }



CustomNPC+ [ Java |
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private String getTimePast () {

1f (selected.timePast > 3600000) {
int hours = (int) (selected.timePast / 3600000) ;
1f (hours == 1)
return hours + " " +

StatCollector.translateTolocal ("mailbox.hour") ;

else
return hours + " " +

StatCollector.translateTolocal ("mailbox.hours") ;

}
int minutes = (int) (selected.timePast / 60000) ;
if (minutes == 1)

return minutes + " " +

StatCollector.translateTolocal ("mailbox.minutes");
else

return minutes + " " +

StatCollector.translateTolocal ("mallbox.minutes"); }
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public MapRevealSceneMessage MapRevealMessage (Player plr)

{

if

(

SceneSNO.
SceneSNO.
SceneSNO.
SceneSNO.
SceneSNO.
SceneSNO.

Id
Id
Id
Id
Id
Id

183556
183557
183502
183505
183557
183519

SmynsTop Diablo 3 [ C# ] S

.....



.....

public MapRevealSceneMessage MapRevealMessage (Player plr)
{
if
S
SceneSNO.Id == 183556 ||
SceneSNO.Id == 183557 ||
SceneSNO.Id == 183502 ||
SceneSNO.Id == 183505 ||
SceneSNO.Id == 183557 ||
SceneSNO.Id == 183519 ||



SmynsTop Diablo 3 [ C# ] S

.....

public MapRevealSceneMessage MapRevealMessage (Player plr)
{

return new MapRevealSceneMessage

{

MiniMapVisibility = true
};
}

else

{

return new MapRevealSceneMessage

{
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ArpoBoro ABMKOKVCMI [C++] - o

size t CTrueTypeFont::getGlyphWidth (const char *data) const

{
it ....)
return fallbackFont->getGlyphWidth (data) ;

return getStringWidth(....);
int advance;

TTF GlyphMetrics(....);
return advance;

.....



/Irposoro aeukok VCMI [ C++] o

size t CTrueTypeFont::getGlyphWidth (const char *data) const

{
it ....)
return fallbackFont->getGlyphWidth (data) ;

return getStringWidth(....);
int advance;

TTF GlyphMetrics(....);
retur:ii advance;

.....
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GZDoom [ C++] .

.....

vold SWPalDrawers: :DrawUnscaledFuzzColumn (const SpriteDrawerArgsé& args) {

int fuzzstep = 1;
int fuzz = fuzzpos % FUZZTABLE,;

#ifndef ORIGINAL FUZZ

while (count > 0)
{
int available = (FUZZTABLE - fuzz);
int next wrap = available / fuzzstep;
if (available % fuzzstep !'= 0)
next wrap++;



GZDoom [ C++] Sl

.....

vold SWPalDrawers: :DrawUnscaledFuzzColumn (const SpriteDrawerArgsé& args) {

int = 1;
int fuzz = fuzzpos % FUZZTABLE,;

#ifndef ORIGINAL FUZZ

while (count > 0)

{
int available = (FUZZTABLE - fuzz);

int next wrap = available / fuzzstep;
if (available % 1= 0)

next wrap++;



ZDoon [C++] Sl s
vold SWPalDrawers: :DrawUnscaledFuzzColumn (const SpriteDrawerArgsé& args) {

int = 1

int fuzz = fuzzpos
V1063 The modulo by 1 operation is meaningless. The result will
always be zero.

V547 Expression 'available % fuzzstep != 0" is always false.

#ifndef ORIGINAL FU

while (count > 0)

{
int available = (FUZZTABLE - fuzz);

int next wrap = available / fuzzstep;
if (available % 1= 0)

next wrap++;







Code optimization

Considering performance in all the code you write helps your project scale without bottlenecks. There are
several ways you can improve performance, including avoiding bad practices, profiling your code,
Implementing appropriate design patterns, and using techniques like asynchronous programming to split
work across multiple threads of execution.

Topic Description

Asynchronous programming Asynchronous programming in Unity with the .NET async and await
keywords and Unity’s own custom Awaitable class.

Job system Use Unity's own Job System to get the most out of multi-core CPUs

and parallelize your algorithms.

Optimizing_your code for Approaches for optimizing your code to work with managed memory.
managed memory
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Flp06neMa KOHKaTeHaLIMM

strlng str— heIIo (|nt| 0 |<100 |++)[ _ %

Str+= string str = "hello”;
str += “world”; Sth+= |
l str+= “world”;}

I




[Ipo6bneMa KOHKaTeHauunn (~60 ;:/acheKpr,y) 58

string str = “hello”; (inti=0;i<100; i++){ | void {
stf+="" string str = "hello”; for(inti= 0;i<100; i++){
str += “world”: Strt= | string str = “hello”;
str += “world”;} sir+="",
l l str += “world”;}}
i .




Anroputm pagotsi [1uacte] E

e
void {

string message = null;
(int 1 = 0; 1 < 100; i++) {
9 (message == null i > 50) {

message “hello”;
} OTanbl

) 3 MocelueHne MeToaa
message “worlds”; CH0op CTaTUCTUKNA

[ Tonck cobblTns




Anroputm pa6oTei [ 2uacts]

¢

message += “hello”;
JTanbl

5 PacyeT YacToThl

DopmmpoBaHme
cpabaTbiBaHUA

Bbloaya

message += “worlds”; 6

Avold storing consecutive concatenations

inside a single string in performance-sensitive

context. npenyrnpexaeHmnd
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.....

private void LateUpdate ()
{

if (ped '= null)
this.FocusPos = ped.transform.position;

else 1f (Camera.main '= null)
this.FocusPos = Camera.main.transform.position;

float relAngle = Camera.main !'= null °?
Camera.main.transform.eulerAngles.y : O0f;



{

if (ped '= null)
this.FocusPos = ped.transform.position;

else 1f (Camera.main '= null)
this.FocusPos = Camera.main.transform.position;

float relAngle = Camera.main !'= null ?
Camera.main.transform.eulerAngles.y : O0f;

} [1pegynpexaneHne PVS-Studio: EXpensive operation Is performed inside the
‘Camera.main’ property. Using such property in performance-sensitive context can
lead to decreased performance.
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https://pvs-studio.ru/ru/pvs-studio/try-free/?utm_source=event&utm_medium=gamedev&utm_campaign=game_punkz&utm_content=display&promo=game_punkz
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https://pvs-studio.ru/pvs_gamedev
https://t.me/o2engine
https://t.me/game_cpp_book

