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ДОДАТОК А 

ПРИКЛАД ПРОГРАМНОГО КОДУ 
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using System; 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class Screenshooter: MonoBehaviour { 

    private bool ssEnabled = false; 

    private bool loopEnabled = false; 

    private string savePath = ""; 

 

    void Start() { 

        if (GetEnvironmentVariable("IMGEN_TAKE_SCREENSHOTS", "") == "1") { 

            ssEnabled = true; 

        } 

        if (GetEnvironmentVariable("IMGEN_LOOP", "") == "1") { 

            loopEnabled = true; 

        } 

        savePath = GetEnvironmentVariable( 

            "IMGEN_SCREENSHOT_PATH", 

            System.Environment.CurrentDirectory 

        ); 

 

        Debug.Log("Take screenshots = " + ssEnabled); 

        Debug.Log("Loop mode = " + loopEnabled); 

        Debug.Log("Screenshot directory = " + savePath); 

 

        if (loopEnabled) { 

            StartCoroutine(Loop()); 

        } 

    } 

 

    private string GetEnvironmentVariable(string key, string defaultValue) { 

        var envs = Environment.GetEnvironmentVariables(); 

        if (envs.Contains(key)) { 

            return envs[key].ToString(); 

        } 

        return defaultValue; 

    } 

 

    private IEnumerator Loop() { 

        for (var i = 0; i < 10; i++) { 

            Debug.Log("Iteration " + i); 

            if (ssEnabled) { 

                CaptureNamedScreenshot(); 

            } 

            Debug.Log("Done."); 

            yield 

            return new WaitForSeconds(1); 

        } 

        #if UNITY_EDITOR 

        UnityEditor.EditorApplication.isPlaying = false; 

        #else 

        Application.Quit(); 

        #endif 

    } 

 

    private void CaptureNamedScreenshot() { 

        var name = GetFilename(); 

        Debug.Log("Writing screenshot: " + name); 

        ScreenCapture.CaptureScreenshot(name); 

    } 

 

    private string GetFilename() { 
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        return string.Format( 

            "{0}/img_{1}.png", 

            savePath, 

            System.DateTime.Now.ToString("yyyy-MM-dd_HH-mm-ss-fff") 

        ); 

    } 

} 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ObjectMover: MonoBehaviour { 

    public float rotationX = 14 f; 

    public float rotationZ = -10 f; 

    private float smooth = 5.0 f; 

    private Quaternion target; 

 

    void Start() { 

        StartCoroutine(Loop()); 

    } 

 

    private IEnumerator Loop() { 

        while (true) { 

            DetermineNewRotation(); 

            yield 

            return new WaitForSeconds(1); 

        } 

    } 

 

    private void DetermineNewRotation() { 

        target = Quaternion.Euler(rotationX, Random.Range(-360.0 f, 360.0 f), 

rotationZ); 

    } 

 

    void Update() { 

        transform.rotation = Quaternion.Slerp(transform.rotation, target, 

Time.deltaTime * smooth); 

    } 

} 

 

Shader "Hidden/OpticalFlow" 

{ 

    Properties 

    { 

        _Sensitivity("Sensitivity", Float) = 1 

    } 

    SubShader 

    { 

        // No culling or depth 

        Cull Off ZWrite Off ZTest Always 

 

        Pass 

        { 

            CGPROGRAM 

            #pragma vertex vert 

            #pragma fragment frag 

             

            #include "UnityCG.cginc" 

 

            struct appdata 
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            { 

                float4 vertex : POSITION; 

                float2 uv : TEXCOORD0; 

            }; 

 

            struct v2f 

            { 

                float2 uv : TEXCOORD0; 

                float4 vertex : SV_POSITION; 

            }; 

 

            float4 _CameraMotionVectorsTexture_ST; 

 

            v2f vert (appdata v) 

            { 

                v2f o; 

                o.vertex = mul(UNITY_MATRIX_MVP, v.vertex); 

                o.uv = TRANSFORM_TEX(v.uv, _CameraMotionVectorsTexture); 

                return o; 

            } 

            sampler2D _CameraMotionVectorsTexture; 

 

            float3 Hue(float H) 

            { 

                float R = abs(H * 6 - 3) - 1; 

                float G = 2 - abs(H * 6 - 2); 

                float B = 2 - abs(H * 6 - 4); 

                return saturate(float3(R,G,B)); 

            } 

 

            float3 HSVtoRGB(float3 HSV) 

            { 

                return float3(((Hue(HSV.x) - 1) * HSV.y + 1) * HSV.z); 

            } 

 

            float _Sensitivity; 

 

            float3 MotionVectorsToOpticalFlow(float2 motion) 

            { 

                float angle = atan2(-motion.y, -motion.x); 

                float hue = angle / (UNITY_PI * 2.0) + 0.5;// convert motion 

angle to Hue 

                float value = length(motion) * _Sensitivity;// convert 

motion strength to Value 

                return HSVtoRGB(float3(hue, 1, value));// HSV -> RGB 

            } 

 

            fixed4 frag (v2f i) : SV_Target 

            { 

                float2 motion = tex2D(_CameraMotionVectorsTexture, i.uv).rg; 

                float3 rgb = MotionVectorsToOpticalFlow(motion); 

                return float4(rgb, 1); 

            } 

            ENDCG 

        } 

    } 

} 
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using System; 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class Screenshooter: MonoBehaviour { 

    private bool ssEnabled = false; 

    private bool loopEnabled = false; 

    private string savePath = ""; 

 

    void Start() { 

        if (GetEnvironmentVariable("IMGEN_TAKE_SCREENSHOTS", "") == "1") { 

            ssEnabled = true; 

        } 

        if (GetEnvironmentVariable("IMGEN_LOOP", "") == "1") { 

            loopEnabled = true; 

        } 

        savePath = GetEnvironmentVariable( 

            "IMGEN_SCREENSHOT_PATH", 

            System.Environment.CurrentDirectory 

        ); 

 

        Debug.Log("Take screenshots = " + ssEnabled); 

        Debug.Log("Loop mode = " + loopEnabled); 

        Debug.Log("Screenshot directory = " + savePath); 

 

        if (loopEnabled) { 

            StartCoroutine(Loop()); 

        } 

    } 

 

    private string GetEnvironmentVariable(string key, string defaultValue) 

{ 

        var envs = Environment.GetEnvironmentVariables(); 

        if (envs.Contains(key)) { 

            return envs[key].ToString(); 

        } 

        return defaultValue; 

    } 

 

    private IEnumerator Loop() { 

        for (var i = 0; i < 10; i++) { 

            Debug.Log("Iteration " + i); 

            if (ssEnabled) { 

                CaptureNamedScreenshot(); 

            } 

            Debug.Log("Done."); 

            yield 

            return new WaitForSeconds(1); 

        } 

        #if UNITY_EDITOR 

        UnityEditor.EditorApplication.isPlaying = false; 

        #else 

        Application.Quit(); 

        #endif 

    } 
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    private void CaptureNamedScreenshot() { 

        var name = GetFilename(); 

        Debug.Log("Writing screenshot: " + name); 

        ScreenCapture.CaptureScreenshot(name); 

    } 

 

    private string GetFilename() { 

        return string.Format( 

            "{0}/img_{1}.png", 

            savePath, 

            System.DateTime.Now.ToString("yyyy-MM-dd_HH-mm-ss-fff") 

        ); 

    } 

} 

 

using System.Collections; 

using System.Collections.Generic; 

using UnityEngine; 

 

public class ObjectMover: MonoBehaviour { 

    public float rotationX = 14 f; 

    public float rotationZ = -10 f; 

    private float smooth = 5.0 f; 

    private Quaternion target; 

 

    void Start() { 

        StartCoroutine(Loop()); 

    } 

 

    private IEnumerator Loop() { 

        while (true) { 

            DetermineNewRotation(); 

            yield 

            return new WaitForSeconds(1); 

        } 

    } 

 

    private void DetermineNewRotation() { 

        target = Quaternion.Euler(rotationX, Random.Range(-360.0 f, 360.0 

f), rotationZ); 

    } 

 

    void Update() { 

        transform.rotation = Quaternion.Slerp(transform.rotation, target, 

Time.deltaTime * smooth); 

    } 

} 
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ДОДАТОК Б 

СЛАЙДИ ПРЕЗЕНТАЦІЇ 
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ДОДАТОК В 

АПРОБАЦІЯ РЕЗУЛЬТАТІВ РОБОТИ 
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