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Work1.lJob
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Work1NearestFind.cs TZ & % Job1k

/// <summary>

//] EEOITIENTT,

//] [FRE] FlF 2T 7La7TLTVETA, INZWTUETESLLDICLTHEL LD
/// </summary>

private void CalculateCore()

{
for (int 1 = @; 1 < sourcePositions.Length; ++i)
{
// TNZ—2DIobll L CALITAIETESHLDICLEL &9
var result = FindNearestPosition(sourcePositions[i], targets);
Debug.Log( sourcePositions[i] + "IC—&F L DIL" + result );
}
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Work2CharaManager.cs @ Z Z % Job1t

// void Update() BIZLAIZT
// T % IJobParallelFor% &AL CTIITHEIZ L £9
for (int 1 = @; 1 < characterNum;++i )

{
/] ZENLIE

characterPosition[i] = characterPosition[i] + characterVelocity * deltaTime;
// XA H L ALEXT S
/]..... LUF&EBS..



Work3. [JobParallelForTransform
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Work3CharaManager.cs @ Z Z % Job1t

// void Update()BIEAIZT
/] EFXF v 770 X—OBEEBZITWET
/] [BRE]CTH O FLEFAENEBZWITL THES LD I
Vector3 cameraPosition = Camera.main.transform.position;
cameraPosition.y = 0.5f;
for (int i = @; 1 < characterNum; ++i)
{
Vector3 delta = new Vector3( Mathf.Sin(Time.realtimeSinceStartup + i ) * 0.8f ,0.0f, -1);
characterTransforms[i].position = characterTransforms[i].position + delta * Time.deltaTime;
if (characterTransforms[i].position.z < -15.0f)
{
characterTransforms[i].position = ... K< TSEITLTCL £ 27D THEK

}
characterTransforms[i].rotation = ... K< TSEITLTCL £ 27D THEK
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Work4CharaManager.cs % Job1t

// void UpdateB#(IZ T
/] ¥ v 77— ETAMICRayERITL X,
/] DTSR DN 5725180 ETHAEEZET
// [BRE]Z % RaycastCommand%fE > CHiTL THES LS I(C
for (int i = @; i < characterNum; ++i)
{
if (Physics.Raycast(new Ray(characterTransforms[i].position, velocities[i]), Time.deltaTime * 3.0f))

{
}

velocities[i] = -velocities[i];
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KUpdateDEBETRETIHFLZI H_ L TRYERFRIEL

class JobTest : MonoBehaviour{
private JobHandle handle;
public Transforml[] transformArray;

void Update(){
J//BIDT7 L —LTRITLIZIODNRET T 2045 FHET
jobHandle.Complete();
// W17l THIEA L 7=\ TransformdD ) X b2 E&HL T
var transformAccessArray = new TransformAccessArray(transformArray);
// JobZ/ERL L £ 9
var myTransformUpdateJob = new MyTransformUpdatelob(){
time = Time.deltaTime , objNum = transformArray.Length
I8
//JobZzRITLTET, ZORRTIE., TodoAHDQueuellEEFNS T TT
JobHandle handle = myTransformUpdatelob.Schedule( transformAccessArray );
[/ [EE] EBRICEEFN/-JobDEITERLET
JobHandle.ScheduleBatchedJobs();
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