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3beperkeHHAa agaHux y Unity

Y 6inbLwocTi irop rpaBeLb B3aEMOZIE 3i CBITOM, pobUTb Nporpec, 3MiHIOE
HanawTyBaHHA abo AOCArae NneBHUX Pe3y/bTaTiB.

o6 ui 3miHM 36epirannca mixK 3anyckamm rpm, notpibHa cucrema
36epexeHHAa aaHux (Data Persistence System).




LLlo noTpibHO 36epiratu

Tn paHmx Npuknag

PIBEHb, KINbKICTb OYOK,
IHBEHTaAp

M IrpoBuM nporpec

'YYHICTb, pO34iN1bHA 34aTHICTb,
YNpPaBAiHHA

» I1aHI KopucTtyBaya im’a, npodinb, aBaTap
NOJIOXKEeHHA 00’ EKTIB, BUKOHAHI
MICII

HanalwTyBaHHA

® CraH caity




PlayerPrefs

MpusHaueHHA: 36epeeHHa npocTux aaHux (int, float, string).

Micue 36epiraHHa: cuctemuumm peectp (Windows) abo
cneuianbHi panam (Android, i0S). .

// Save player score
PlayerPrefs.Setint("score", 150);

PlayerPrefs.Save(); // force save

// Load player score
int score = PlayerPrefs.GetInt("score", 0);

Debug.Log("Score: " + score);



[lepeBaru:
* [1pOCTUN Y BUKOPUCTAHHI.

* ABTOMATUYHO KpocnnathopmMeHuUMn.

Heponiku:
e 36epirae nwe NPOCTi TUMMW.
e Jl1aHi MOXKHA NIETKO 3MiHUTU KOpUcTyBadyem (Hemae 6e3nekn).



Standalone player and in-Editor Play mode storage location
- MacOS: ~/Library/Preferences/com.ExampleCompanyName.ExampleProductName.plist

Standalone Player storage location

- Android: /data/data/pkg-name/shared prefs/pkg-name.v2.playerprefs.xml.

- 10S: Uses the [NSUserDefaults standardUserDefaults] APl to store PlayerPrefs data.

- Linux: ~/.config/unity3d/ExampleCompanyName/ExampleProductName

- WebGL: Unity stores up to 1MB of PlayerPrefs data using the browser's IndexedDB API.

- Windows:

Computer\HKEY_ CURRENT_USER\Software\ExampleCompanyName\ExampleProductName in

the Registry Editor.

- Windows Universal Platform:
%userprofile%\AppData\Local\Packages\[ProductPackageld]\LocalState\playerprefs.dat



3b6eperkeHHA B pan

[1na 36epexeHHA B dana MOXHA BUKOPUCTOBYBATU CTAaHAAPTHI
MmoxxnusocTi C# ana 36epiraHHa dannis

File.WriteAllText(path, data);

[na KpocnnatpopmeHHOT Po3pOObKM NOTPIOHO BUKOPUCTOBYBATH
cneLuiasbHy Nanky, AKY IOHITI Bigaae Yyepes cneLiaibHUM
napameTp Application.persistentDataPath



UWP Apps: Application.persistentDataPath points to C:\Users\<user>\AppData\LocalLow\<company name>.

Windows Editor and Windows Player: Application.persistentDataPath usually points to
%userprofile%\AppData\LocalLow\<companyname>\<productname>. It is resolved by SHGetKnownFolderPath with
FOLDERID LocalAppDatalLow, or SHGetFolderPathW with CSIDL_LOCAL_APPDATA if the former is not available.

WebGL: Application.persistentDataPath points to /idbfs/<md5 hash of data path> where the data path is the URL stripped of
everything including and after the last '/' before any '?' components.

Linux: Application.persistentDataPath points to SXDG_CONFIG_HOME/unity3d or SHOME/.config/unity3d.

iOS: Application.persistentDataPath points to /var/mobile/Containers/Data/Application/<guid>/Documents.

tvOS: Application.persistentDataPath is not supported and returns an empty string.

Android: Application.persistentDataPath points to /storage/emulated/<userid>/Android/data/<packagename>/files on most devices
(some older phones might point to location on SD card if present), the path is resolved using
android.content.Context.getExternalFilesDir.

macOS Editor: Application.persistentDataPath points to ~/Library/Application Support/company name/product name.

macOS Player: Application.persistentDataPath points to ~/Library/Application Support/unity.company name.product name, but uses
the Editor path if that directory already exists.




Newtonsoft Json.Net

Unity mae s8byaoBaHunm knac JsonUtility ana cepianiszauii o6’ektis y JSON,

ane BiH obmexKeHuni (He NiATPUMYE CIOBHUKMN, HACNiAYBAHHA, MAaCUBW CKIaAHUX TUNIB
TOLWO).

Ons 6inbw rHy4ykmnx 3aaay sukopuctosyeTbca JSSON.NET (Newtonsoft.Json) — nonynspHa
b6ibnioteka 3 .NET, aKy Unity niaTpumye sk 30BHiWHiKU naketT abo NuGet-nakKer.

OcHOBHa merTa:
* [Hy4YKa cepianizauina byab-aknx ob’eKris.

* [liaTPMMKa CIOBHUKIB, KONEKLiN, HAacniayBaHHA, aTpnbyTis, dopmarTiB AaT, HY1bOBUX
3HAYEeHb TOLLO.

LLlo6 nogatn Json.Net B Unity noTpibHo B Package Manager goaatu naket 3 im’am
com.unity.nuget.newtonsoft-json.

// Serialize object to JSON string
string json = JsonConvert.SerializeObject(player);

// Deserialize JSON back to object
PlayerData loaded = JsonConvert.DeserializeObject<PlayerData>(json);

MName (asc) -

Install package from disk...

Install package from tarball...

Install package frem git URL...

Install package by name...

&2 Install package by name

com.unity.nuget.newionsoft-json

Install



