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SOLID Y 7 hox7THAVICEADBUTD 5 DOKELZFEADEXFZE -
1cHDTY,

—  Single responsibility (BE—&1E)

— Open-closed (#—7>/20—XR)

—  Liskov substitution (J 237 DE#R)

— Interface segregation (1 >&%—7 = —X78#)

—  Dependency inversion ({k7#zMifiEx)

BAVETMIOWTHESEL. A—FZLDRATHHDP I XTFUIBL
PILFTBIDIE. TO5VSAVETIRESRIUDONMZRETVWEFHEL & S,

H—HEDFRA
VS AEEBTBEHITTD (ZQE—DEEDH) THEINETTT,

SOLID ICHBI3RANDMP2RHEBELFAIF. E—FEDFEA (SRP) TY, Ch
iF BEDa—)l. V3R BEIE 1 DO0EFEZEBV. O Y IO ZDEWRDH%
A7 TBEWVWSRAITY,
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NoTOY T b EHEALTET. BVWISRPAY Y FDIESHHRBALHET, B
BLPT L REDBRHTY,
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NET, ¥—LATPz I MEERTDI . TOHRICIEELDNSHREEOVR—2RY
EHOMRIENE T, BIZIE. UTDELSICHRZIBENRHD £7,

— 3D EFTIADY T 7L UIDEMTND MeshFilter

— ETILOY =Tz APEEEICEDL S ICRRTINDZI D Z2EIE T S Renderer
—  RT7—=)l. EER. IEHIEMNIND Transform A>R—F%>2 +

- YIEEES I 2L —2 3 v OXNEHINVERLZEIF Rigidbody
F2AVER—2VME 1202 xBL., +9RKEZRZLET. 1 20 —2IET
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Player

Audio Al
Input
Movement

public class UnrefactoredPlayer : MonoBehaviour

{

[SerializeField] private string inputAxisName;
[SerializeField] private float positionMultiplier;
private float yPosition;

private AudioSource bounceSfx;

private void Start()
{

bounceSfx = GetComponent<AudioSource>();

private void Update()
{

float delta = Input.GetAxis(inputAxisName) * Time.deltaTime;

yPosition = Mathf.Clamp(yPosition + delta, -1, 1);

transform.position = new Vector3(transform.position.x,
yPosition * positionMultiplier, transform.position.z);

}
private void OnTriggerEnter(Collider other)
{
bounceSfx.Play();
}
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Z @ UnrefactoredPlayer 75 XICIEW K DO DEEIEELTWVWE T, FLT1V¥—
HEMCEETZ e Z2BEL. ALHOEE., BEFOMNIEHIBWET, REFATIEE
BHEWISXTH->TH, 7OV FOBREDNKRICABICONT. XVTFY>
AL BD £9, Player VT RZEKDNI BRI T RICDENT B ezt LT
<TEEVy

Movement

=)

[RequireComponent(typeof(PlayerAudio), typeof(PlayerInput),
typeof (PlayerMovement)) ]
public class Player : MonoBehaviour

{
[SerializeField] private PlayerAudio playerAudio;
[SerializeField] private PlayerInput playerInput;
[SerializeField] private PlayerMovement playerMovement;
private void Start()
{
playerAudio = GetComponent<PlayerAudio>();
playerInput = GetComponent<PlayerInput>();
playerMovement = GetComponent<PlayerMovement>();
}
}
public class PlayerAudio : MonoBehaviour
{
}
public class PlayerInput : MonoBehaviour
{
}
public class PlayerMovement : MonoBehaviour
{
}
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P hOBHIRBRHEEDHICENTEH. COTHAUICED - ReHD SR
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—AHT. B—EREOFRAZERY3RICIE. BROBERNTNS Y AZRMBZHELDH
DET 120XV Y FDHZFERLTIZRAZERTBRE. BIRICHERRET S
CITBHFTLES L,

B—SFDRAZERATZEICIF. UTOZEZFICHETELLSICLTLRETL,

—  BRAHPTET I ITRFEVESIHHEACPTADET, FoIbeLiIL—)L
BB FEAD. 2L OREFEEIF 2001755 300 172 LRICRELTULET,
CORREZ BV CREBIHZE. BOPF—LORTRDBLSICLTLE
TV COLIWVMEZBRBETIE. KDNSBN=VICVT7oR2)2JT
ERVDESHZHBTL TSRT L,

—  HERE NS BISRDIESIHEDBEICHEATET I, HEZERETELT
LESCEZNBLBL BEEMRAICDBESRRDTZIENTETET,

— BB IZRZNELKHDDEZ2—ILRICBRBILSICTHFIVTBHILT,
T—LDZDOMDIMHTHBFIATESLSICADET,

V27702) 07 F3KICIE. - FZBRAT S BT PHDF—LX Y /N—
ICE>T QOL (£EDE) ORLICENIEEDBRDBZHDZERICAN TSI L,
ENICE &2 LIEFRAZMNTZ D BT TN ZERTSZZEICDBHSB T
EHERHBDET,

0 r>y 7Ly it THE) ol TIiEEAEW

SUTNTRBY IR T THAVICEVWTEKEEICENEZT—ITH
H, EEMERDBZSZTRIERVDDTY, EOVI I TTHIY
BIEBOFEICEVWTEBZIETE 5H ? BEOEBICHWN. 7TV 7r—
2aVENMBELTXA YT F Y REZTS LD TEEH?

COHA RTRBNTBZTHANEZ—PRADZL G MBEZL Y TILIC
TEDIRIEET, T5952LT. A—ROREMZzED. LORT—
STUDDmARPTL LET, EL. ENICITENMIEREPSHEZIITSC
EHROONET, 0TIy & THEE) BFRETIEHD FEA.

NEZ—EFRETICRCKBEEER T2 Cid (BLDHE. & DERMH
T) ARETCIH. BEENMNITICEERICERLEDDOH S > FILBHDICHTE
EBBEERD FRA PV TINBEDEIEHRTDCIFE. D T+—HAX
LEBDICHEEFREWVWSTETY, 120 %EBS>L3ICTFHT VL.
DR ATVHIESBEICEHELRDDICIFLABVTLIETWL,

Rich Hickey KiC & %5878 Simple Made Easy ##REEL. KDEBNV T +
JITZBETIDICOVTILIHEDLSICHFEETINIDVWTEREREE R
BHTLETL,
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SOLID THAVICHITEF—T > | VO0—ZAFDREREIF. 75 ARBILRICHTL T
MAANTED. BEICKLTHALTLWAITNERSBVEWVWSRADODIETY, Tt
DIA—RZEETEEBSFHLVIEZIERTE S L SICI T RZBRLET,

<5 H3H LT. HIWROEBETARETDeHEITFENET, BEELIE
AOEREERT XY v RHME > 7= AreaCalculator ¥ WS IS REERT 5L
BHb£7,

HEZHET %70, Rectangle 7 5 XIZI& Width & Height &% D £ 9,
Circle ICHAEADIZ Radius EHRAERDEDH T,

public class AreaCalculator

{
public float GetRectangleArea(Rectangle rectangle)
{
return rectangle.width * rectangle.height;
}
public float GetCircleArea(Circle circle)
{
return circle.radius * circle.radius * Mathf.PI;
}
}
public class Rectangle
{
public float width;
public float height;
}
public class Circle
{
public float radius;
}

CHUF+DICKEEEL £ 9H. AreaCalculator ICT SICFEREEBINT Z2NEN D 35
BlE FILLWERSCIZHLWAY Y REER LA IFNIEED £ A. BTHRARY
AT ZETHRERDIHEIXESTLLS ?HE 20 BOFRIURBERIZFEIZ? 2D
AreaCalculator 7 5 A TIETCICENEN D, FICEBX B AB>TLEVET,

Shape L WSR—XRI S RA%ZER L. TORREZNETS 1 DDAV Yy REEHRT
BPHELHDET, L. F592BBERZNIET S 0I1IC. OP v IRICE
BOif A7—FXYMDREBEIZBRDET, F5BBDEDIFLAT—ILTEEH A,

FTTDOI—R (AreaCalculator MRER) IHMEET BB TOT S LELE
LWEREFER T 2888) ICH L TR BELRHD £9, IIRD AreaCalculator
I LEIH. A—T7> /70— RDORANIIERLTWVWES,
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Rectangle

GetRectangleArea q
9 +width

+height

AreaCalculator

+GetRectangleArea(Rectangle r)
+GetCircleArea(Circle c)

+radius

GetCircleArea

RHDIZ. $#HRT T X Shape ZEET B L ZREF L TLRRT LY,

public abstract class Shape

{
public abstract float CalculateArea();

CNIC I CalculateArea EWSHIRXYV Y RAFEFATUVET, EDE.
Rectangle & Circle }' Shape h'SMEAINBZLSICKRET D . FERTHE
ICHBEEZHETESLSICBD. UTO/ERNMRINET,

public class Rectangle : Shape

{
public float width;
public float height;
public override float CalculateArea()
{
return width * height;
}
}
public class Circle : Shape
{
public float radius;
public override float CalculateArea()
{
return radius * radius * Mathf.PI;
}
}
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AreaCalculator &« UTFDESICOVTIVICT B ENTEED,

public class AreaCalculator

{
public float GetArea(Shape shape)
{
return shape.CalculateArea();
}
}

EIES N7z AreaCalculator U 5 X T. KR Y 5 R Shape WETICREINIE
BOMROERZEETIZLSICADELE, CNT. TOYV —XE—EELET
IC. AreaCalculator #REZEETI £ 95,

AreaCalculator

GetArea

+GetArea(Shape s) +CalculateArea()

Rectangle

+radius +width
+height

+CalculateArea() +CalculateArea()

FLULRYIUDNREICR BT, Shape 'SMEATNZFHILVLWISIAEZERT
371217 TY, CHICE 2T, YT IS RETNEBBHEIRICED CalculateArea X
Vy RHBF—N—F0 RS, ELLVEBEIMREINET,

COFLWTHAUICED TNy IDREDEEIZEDEFT . FHLLERICLDIS—
HHEELIBATH. AreaCalculator #BHT3MEIEHD FHA. HLVI—
RIZEBEINBRWVWEEFTHSH. FILLWIO—RICELLAVWOS Yy IR BWVWHERE
RTBIENTTEAET,

Unity THILWISXZER TR ESIE. 12— —XHRLEFBELTLE
TV ChIZED, BTHREHL C T3/ WV switch RTF— b XY b¥ if
ATF—=hX> 2O Y IRICERE TISEAE T, OCP ICERE LI S REZHRET
B2CCICBNZ T, RENICRTHLLWI—RZEMT 3 CHABEEICAD £,
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)27 DE#RA]

)27 0E#RREE (LSP) rld. JREIV S RIFEEXT T A BRERETRITNILR
S5HRVWEVWSREIDZE TS, AT/ MeATOI I VI Tld. #MEZTSC
T IO RE@ELTHEZBMTIZECHTEET, LHL. FELABEVLER
BREMIICOADZIBEENLHD XY,

SOLID @ 3 AEHOETH3 U XIT7DEHRREAIZ. MEAZERLTYIISRZEL
DEBENDRRICTEZHEZTLET.

7'—LIZ Vehicle L WS I SABUEBETHBELET, ChHT7TUTr—avic

E T 2EDYMDT T IS RAOERI ZRICHEDET, HIRIF. BEEFEIENSY
IDBEICBRZZEDBDET,

+speed:float
+direction:Vector3

+GoForward()
+Reverse()
+TurnRight()
+TurnLeft()

HAXUSX (Vehicle) WMERTIBZFATIEZIANT, Car ¥ Truck HREDHFTH
SR, TTVT—2a 08B BERTIZ2HELNHD ET,
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Vehicle 75 RIFUATDLSICHB B FT,

public class Vehicle

{
public float speed = 100;

public Vector3 direction;

public void GoForward()

public void Reverse()

public void TurnRight()

public void TurnLeft()

BETEDMZED T I —R—ADT—LZHIELTWVWBELET,

6000

ERLETOBEH
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ESHBNIEBISB> TERDYEIZH T 375D Navigator £ WS BID I S X% 1ERK
TRIHEDHD £,

public class Navigator

{
public void Move(Vehicle vehicle)
{
vehicle.GoForward();
vehicle.TurnLeft();
vehicle.GoForward();
vehicle.TurnRight();
vehicle.GoForward();
}
}

CDUTRICED. HBEPBEDY%E Navigator D Move XV v RICEEZ L SIC
BBRECHHFINE T, LT CNIZEBEE FS v I TIIMERCEEL X,
LD L. Train E WS UV SR ZRETINENHIHERIFESRBZTLLOIN?

+GoForward()
+Reverse()
+TurnRight()
+TurnLeft()

+GoForward()
+Reverse()
+TurnRight()
+TurnLeft()

not implementing
violates base class

BHIIIEERNSANZ D TERWV O TurnLeft XV v R¥ TurnRight XV v
Fi& Train 75 X TIEHEEL B VWATREMED'® D £ 95 Navigator D Move XV v RIC
BEZETC. TOTICERELIE TS, REED Exception BNEINFT (F7
BABEDNELA). $T 81 TEZORICERTEAVEAIR. U ITOBER
FRNIISER LE T,
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Train |Z Vehicle DY 721 FTH B 7. Vehicle ¥V SR EZITWBHBFATH
NFECICTHENZFEARATACEZHFLET, £5LAVE. O—ROEFEHLF
BIREEICRZETREED B D £7,

DZROAT7OBHRENZ EDBRICTFRHIC. UTOEY FEEERICANTLIEIL,

— BIIOSRTHETICHEEZRIRTI L. VROAT7OEBRFRAISERT SR
BEMED'E B : NotImplementedException (& DRBENIIER LTSRER A
LT, XYY RZZEDXXICTIHEDEKRTT, YTV ANZDER
IS ADESICEMELABWVGESEIE. K IBERHNABI S —PHAHNFEEL TL
BWEETH. LSPICE> TV EH A

—  HREEFOOTLICFED  ERISRCOD Y I EEBMTSIFE. LSP ICEKR
TRARREPEEDET, BEXISIATRIEINZIDIF. ZOREY T IS X
D—RHI B EBED H TH AR ELHD 9,

— HITOSRICBEEFISILEL public AYN—DHBE: Ch5DX/N—
EFRUVHEITEICIE. BLEREHFDBETY,
—  USAKBEWILTIHIICISX API 2R5IT3 . INTEEDYPLREAHRLT

WEFH. Car & Train [FFEDRI S IHS5#MET BIEFSHIEBICHER ST
WBDBHNEHA. REBEODENEICISABRBICHD EIFRD £HA.

— MEIDLDEMZEETIS I MEZEL THEZEEZSCTBZRDDIC, 1~
=TI —RFILEHDIZXZERLT. HEOEEZATEILILLET,
ZTD’. WBWALHAEDHE THIOHED IGR ZEDHIFE T,

m <<Interface>> <<Interface>>
+fieldA
+fieldB

+MethodA() +MethodC() +MethodE()
+MethodB() +MethodD() +MethodF()

Inheritance
“is a”

Composition

Composition
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CDTHAUEEETBICIE. TTD Vehicle BAEBEL TH'S. TDHEEDAZE
A A= —RICBITLET,

public interface ITurnable

{
public void TurnRight();
public void TurnLeft();
}
public interface IMovable
{
public void GoForward();
public void Reverse();
}

RoadVehicle B ¥ RailVehicle B{%Z{ER 9 5 Z & T. LSP ORANIZ &K D EEIC
RWET, TNICED. Car & Train "ENZNICHRE T I EEAI S IHSMET
BEISICKEDFET,

<<Interface>> <<Interface>>
ITurnable IMovable

+TurnLeft() +GoForward()
+TurnRight() +Reverse()

RoadVehicle
+speed
+turnSpeed

RailVehicle

+GoForward() +GoForward()
+Reverse() +Reverse()
+TurnLeft()

+TurnRight()

----»
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public class RoadVehicle : IMovable,

{

public float speed = 100f;
public float turnSpeed = 5f;

public virtual void GoForward()

{

public virtual void Reverse()

{

public virtual void TurnLeft()
{

public virtual void TurnRight()
{

public class RailVehicle : IMovable

{

{

{

public float speed = 100;

public virtual void GoForward()

{

public virtual void Reverse()

{

public class Car : RoadVehicle

public class Train : RailVehicle

ITurnable
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COHEICED WATIEARC AV Z—T I —XZBLTHETDZILSICADET,
Car ¥ Train DEEXRI S XIEE L THRLL BB LSP 2@ TL3ICB8D £ LT
RoadVehicle & RailVehicle ZELEARI S ANSRETELSICIBETITET
B ZDT—RXATIFEDESICTRIHMEIIZNIZEDHD £ Ao

CDESBEZAIF. BERMICIFERLICKVLWHABIINEFFA, EEHFRICEHAL T—
EDBVIAADNHZHDS5TY, VI NI T7HEICEWVWT, Tl TH - F5HRBE]
CEENFET, RED lNis-a)] OBEROIRNTHBRICEBRIND CIFRD FHA.
VIEIZT7THAVICEOLEZIHRELRH S DI, IRRICAET23FaMETIERL.,
VS ABBEHIITEI L THDI L ETNHEVWTLIET L,

DZO7DBERERICRKES C & T MEDFEVAICFHIRZERIT. O— RKR—XDHLER
MEFRHEETRDOEISICLTLETL,

122 —T7 T —ADEEDRA]

Ao B2—=T7 T —2080FEA (ISP) tid. 73472 bHMERALABVXY v FAD
KEZI ATV ADEEHINTIIESBVEVWSFERIDOZETY,

EWMBXBE A VE—T I —RADBEKRICEZZCEBITEZIETIITARXAY Y
FZRIROZeZzRTE—FEDORACBEILEZAICRVWET, ChickbD. F&
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public interface IUnitStats

{
public float Health { get; set; }
public int Defense { get; set; }

public void Die();
public void TakeDamage();
public void RestoreHealth();

public float MoveSpeed { get; set; }
public float Acceleration { get; set; }

public void GoForward();
public void Reverse();

public void TurnLeft();
public void TurnRight();

public int Strength { get; set; }
public int Dexterity { get; set; }
public int Endurance { get; set; }
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public interface IMovable

{

public
public

public
public
public
public

float MoveSpeed { get; set; }
float Acceleration { get; set; }

void GoForward();
void Reverse();

void TurnLeft();
void TurnRight();

public interface IDamageable

{

public
public
public
public
public

float Health { get; set; }
int Defense { get; set; }
void Die();

void TakeDamage();

void RestoreHealth();

public interface IUnitStats

{

BRETBBICIE. ULTFDLSIC IExplodable 1 V2 —TJ 1 —X%EMTZIEHT

public
public
public

TEJ.

int Strength { get; set; }
int Dexterity { get; set; }
int Endurance { get; set; }

public interface IExplodable

{

public
public
public

public

float Mass { get; set; }
float ExplosiveForce { get; set; }
float FuseDelay { get; set; }

void Explode();
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<. IDamageable ¢ IExplodable ZEHETZ £,

public class ExplodingBarrel : MonoBehaviour, IDamageable, IExplodable

{

}

public class EnemyUnit : MonoBehaviour, IDamageable, IMovable,
IUnitStats

{

}
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+door
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+Close
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public class Switch : MonoBehaviour

{
public Door door;
public bool isActivated;
public void Toggle()
{
if (isActivated)
{
isActivated = false;
door.Close();
}
else
{
isActivated = true;
door.Open();
}
}
}
public class Door : MonoBehaviour
{
public void Open()
{
Debug.Log("The door is open.");
}
public void Close()
{
Debug.Log("The door is closed.");
}
}

Switch Tld. R7EBEWVWEDELED T37HIC. Toggle XV vy REEUHT
CENTEFT, BEIFLTVWETH. MEEIE Door A5 Switch NKEFEREFRAE
BEESINTLED>TWVWBZETY, Switch AP v o %, HIRIES1 FPEK
ORY bETITAR—FTBHRE. Door UATHHBEESHEINELHBHEITE
STNUIFLEWVWTLESH?
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ISwitchable

+Toggle() +Activate()
+Deactivate()
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public interface ISwitchable

{
public bool IsActive { get; }
public void Activate();
public void Deactivate();

}
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CNICED. Switch B, R7EEETIEA <. ISwitchable client ICISL T,
UTD&ELSICHEDET,

public class Switch : MonoBehaviour

{
public ISwitchable client;
public void Toggle()
{
if (client.IsActive)
{
client.Deactivate();
}
else
{
client.Activate();
}
}
}

—7A T, Door ZIUTD&LSICFEL LT, ISwitchable #RETINENHD £7,

public class Door : MonoBehaviour, ISwitchable

{
private bool isActive;
public bool IsActive => isActive;

public void Activate()
{

isActive = true;
Debug.Log("The door is open.");
}

public void Deactivate()

{
isActive = false;
Debug.Log("The door is closed.");
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ISwitchable
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E—92BEDNHZT—REIELLHDET, CORIENZ—VI3 HOELD
TV b EERTBEMNTA IO b2EELTI/O-VZERT 3K
DEBZRLET, COHEICED. F—LAICIRTOBEDA TV Y
FEZR—2FBRDISAZEELETICEAET,

Unity 7L NTSRATLIZED =LA Tz FAO—FEED IO
TEVIRRETNFET, CHICED. AVKR—FRY FDRIRTERESINLT
VIL— AT EERTEIET, FEOIANT 1 EF—N—F1 R
L. D FLNTDORICTLNT NI T b&FERIEF AT LNT =R LT,
BEZERLET. HAUATLNTREE—FEFERAL T, BaFixar s
FXMATTILNTZRBELE T,

AVE—=R2 bk tUnity ZEALTEELTVBIEEALDAR. CDNZ—
VEHSTWVWET, BROBEZESAIBRI S IZERTERODIC. £h
FN1 DD ZBSEDNEHBAVR— Y b EBRERLET,

EREFEALTIAYR— Y bR TIHEIE. TN5ZHAEHET
BHLEEERELEY, MEEREDHSIE. Rigidbody AYR—%> bE
Collider AV R—x%> rZEBIMLEY, 3D DA X MUDIFEIE. MeshFilter &
MeshRenderer ZBIIL £9, FY'—LA T U bOBECMBMEIX. €00
VR—= QAL I I VL2 TEDDET,

HBEBA. Unity NI RTER DT NZDITTIEHD FHA. BRWICEIL b1
THWEDOMDONZ—HDREBIZEDET, ROEZET. TENH5OVWDOMNIDOVWTE
TITTFELL S,
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Factory

Products

EFICRMDA TS I bR T BRANBA TSI bDH B EEFITT, KFD
T—Lig. T—LOTLARICSETEBDONIR—2TNBZDDOTID S48
LIEDNBETHBINEKEBMBELRREICED T THONSBRVWIENZLHBDET,

T7OR)=NRE=2TlE BETADTRIREEDIC. 770 M) - WS KR7BA
TPV HELET, HBEIRRD SR T, €0 MHm) ODRR—=—VICED
D3BZOFEMIATEIMESNE T, FT/RSNBHRELTIE. I— R A
WT<NE,

LA LEDNSEREN 1 DOHBED >V E—T T —RELRBERI FRIHE>TWVD
EWSIBEETHZDLE5I1E. THIC—5KICED. BEOHEIOY Y I/HboLE&F
NB3ELSICLT 777 ) —BHRDPSELTLESCEHTEET, ChICLD.
FLOWATDS I FOERD T SICIRRTE 5L S ICHD £ T,

e 7700 —2HTIOSMELT. BEDHRFAOERD T 70 ) —%Z1F
TEEI, COTBILT. MFvIIF—PEEVRCEZIVRILICERTE
BEIICHEDET,

777 R)—Dbhh DR LE

BRI —LAT—SAFICTATLEA VARV RTE T 7 M) —N2—2%1E
BRI ZIHBELHZE LEFT, TLNTEFERALTTY—LF TPV M 2ERTR L
ETEETH. BT UREZVADERPIC. W DODDDHREZLEEERITTZL
LPEOHLET,

if AF—=FXY b switch 2FERALTIOOY v I %2R DEDH. IProduct &
WSV HZ—TT—R¥ Factory EWSHRI S AEERL £,
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public interface IProduct

{
public string ProductName { get; set; }
public void Initialize();
}
public abstract class Factory : MonoBehaviour
{
public abstract IProduct GetProduct(Vector3 position);
/] IRTDIT 77 R)—TXYVy REHBFLL
}

WRIEAYV Y ROT=DICREDT VT L— MIRESBELRH D £IH. FNUNITHE
BElZ—YIHBETR B EFEFA. COERANS. IProduct 12 —T T —R%
EEITAILICEDET,

77 M) —ICIZHBINTREOHLERENVREICRDZ e HZH. oY
7)Lrti¢$%771%1§ﬁﬁbi?o BYIJUSAEERT BEICIE. SOLID DERRD
1D2THDI)RATDBRFEANFEL TS,

UTD&SBIBEICHEBHBEDHD 9,

<<Interface>>
IProduct
+ProductName: string

+GetProduct(): IProduct +Initialize()

Concrete Concrete
FactoryA FactoryB ProductA ProductB

+GetProduct(): IProduct +GetProduct(): IProduct

IProduct 1 2 —7 1 —XRTld. HEEATHBEOEREZFEEHZLF T, COT—XT
IZ. 1 DD ProductName 7ONT v &, TOREHN Initialize IS L TEITT
ZEEOOS Y IDHTI,

ZD%. IProduct 1> Z—TJ T —XRICR>TWVWBREDIF. BEREIFITERZER
TBRZEMNTEET (ProductA. ProductB A ¥),
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E ARV 5 X Factory ICI&. IProduct Z3& ¥ GetProduct XV w RAH D &
To CNIFHRI SR TH B 7. Factory D1V AFZ VA2 BEHEERT S C
CIFTEEFEA W2 DAV I U— BTS2 (ConcreteFactoryA &
ConcreteFactoryB) ZiREL T, TNENERICELIBMBEZIELE T,

ZDFID GetProduct ICId. HEDBFATTILNITF—LATS I b2 LDEE

ICA YV REZYRIETED L SIS, Vector3 OEBBHRAHDEFT, K> )—F
T777R)—RHADT 4 —=ILRICIZ. WETBTYFIL—rTLNTHBRININET,

> 7LD ProductA & ConcreteFactoryAldC 55T,

public class ProductA : MonoBehaviour, IProduct

{

[SerializeField] private string productName = "ProductA";
public string ProductName { get => productName; set => productName
= value ; }

private ParticleSystem particleSystem;

public void Initialize()
{
// COHRT—ROEEOOD YYD
gameObject.name = productName;
particleSystem = GetComponentInChildren<ParticleSystem>();
particleSystem?.Stop();
particleSystem?.Play();

public class ConcreteFactoryA : Factory

{

[SerializeField] private ProductA productPrefab;

public override IProduct GetProduct(Vector3 position)

{
[l TULNTAVREVREZER L TREIADR—RY F 28T S
GameObject instance = Instantiate(productPrefab.gameObject,
position, Quaternion.identity);
ProductA newProduct = instance.GetComponent<ProductA>();

/] BEBICBEBOOC Y IHEEND
newProduct.Initialize();

return newProduct;
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CCT 77 )—AOTLNTZFATSL5IC IProduct ARETh iR
fa? 5 X MonoBehaviour #8&E L % L 7o

ZBRRUICHMBDON—T3 >0 Initialize NED LS ICHREINTWVWSMNICER
LTLEET WV, TD ProductA FL /N7 DFIIZIE ParticleSystem & ENTED.
ConcreteFactoryA TAE—N1 YV XEZV LT3 ceBEINET, 770U —
BEKICIEIN—T 72 NUA—F3EEMNZO v 73— ENTVWEEA. T
NTORFICHED Initialize XV Y RERVHETEITTY,

Ho7)N7Ozy bOFEM%ERSEL. ClickToCreate AV R— >V BT 70 +
D—RETEDLSICTIDB LD, ENENEENREA S ProductA ¥ ProductB H'E
BMENZHh%ETELET WV, ProductB B RAR—> T N3 FHIED. ProductA H
SIEN—FT4VIITT7xV FHRESNET,

RFTCFEFR

T770R)=NEZ—VT—HREBERITZLHTEZDIE. < TADHRER
ETBLETT, 7IVr—2aryTHLVEBEOEGZERI SN H oI5
AIC. BIFOHMDPEEINS LD, AIOI—FZEBETIHLEDLBIBEDET,

FERORBOS Y IEZMBOI S RICDEITZ T, 7727 U —O—RHHEK
MECRENET, E7 77 ) —TREATNTVIDIIRE RO Initialize &
HOHTIENDHT. TDOTICHZEFMCOVWTIZEML £ A

REld. NE—2%RETZHOIC. BLADISAPY T VS REZERTB L TT,
MONZ—2ERILELSIC. CNICE > TEROBBENEFNIZEZ S BAVGTICRE
BA—N—ANYRDPDLEELTLEVET,

Factory

The factory pattern creates
different products that
share a common interface.
Each product is a different
class with its own
construction logic.

Using the same interface,
ProductA spawns particles,
while ProductB plays a
sound.

Click on the maze to

create a product. : i

—HOHBTRENED, B5—ATREIN—T ZIHBESINET,. AALDBRAMLA Y E—Tz—X=FEALET,
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ER

770 R)—DEEEF. CCTHRNLTVWEIERECHERL T AS<KEBRSDHODIC
BBRBEDHBODET. MEDT 77 b —NEZ—2ZEBRTBIEICIE. UTOREZ
MRABEZREFLTLIE L,

— T2 aFVEFERALTHRERRTS [ HazF—CEORTELTT«
23T VICRMNTZ e z88HLET, —BOXFIHEF (%71, ID &
) ZF¥—c LTEAL. BZzEC LTEALEY, ChICED. HaPxis
2770 M) —DOBBEHNESICERNCRZEDRBDET,

— 77K —= (R I7IF7IORV—2—=Cv—) ZEBNICTS CNICLD
FUVBFIZR<ARD FTH. BMORENVDETT, BHNI T RUIAVARY
A—ICIERTAINEVEDH, REOOL I3 Vv HENICTINELRHD £,

—  H=LFTZxI U MonoBehaviour YA ICERATS : TLNTRED
ftt Unity BIEQ OV R—2 > MZAHDNABEWVWESICLTLEST WL, 777+
—=NA—=23H5P2 CH AT CTHERETDRIEEELRDHD £,

— ATV T-IANE—2elIEDESR TR —TId. BFLDBA
T PEAYRAVZLTBIER. FILWA Tz heffli 952k
THBLLEHA, Flo. BERNOBRIZEDOF IO/ b 2BISTBLHTE
£, —EBILZHOA Tz I b (RSB SENINBZHERY) 21V REZY
2T B3HEIF ATV T NEZ—2EFERLT. XEVEERBESS
ICRBEIET BN TETEY,

T ) —%FERTNE. RO LT LA EBERZESBICHLTRR—>F3C
EMTEET, 7cifL. ZLDFE. BERZERT I CHH—DBENTIEAWLWI L
ICEBLTLIESV, 770 R )—=NE—2%FLDREREZIID—E (45— L
2ATF—SD—ETHZEATATRYIID Ul BREZHRETS) ELTERATS
chHO F9,
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TSSO T=D2T8E REDT—LA TV bZERE L UVHIEYT B BIC
CPU ZE S 2 1cHDRBEILFEDND LT,

ATV N T=INZ—=2TRIIET I T« TIeShic T7—)b) ICERERDIE >
TRETHEL TVS—EDtINA TP I b EaFERALET, 7700+
MBEBEREEIIC, 7TV T—23 > TRENZA VY RZVR{ELEEA. ADDIC,
T=IUHS5T—LATPTI b 2ERLT. ENZBMILET,

FERA’EOSIBICIE. EDFTI I b 2RETEIRODIC. ET7I T THLT
T=ILICRL&E T,

FITST O R T=IICED, HAR=2OAL I3 >DRANA IS RET ZEEEMEN
HB.RARYEZ—DEBZEDHDET, GC DANTIICIE. KK AEYDEID Y
TILLBREDA TPV M E2ERBLUBIETZEHHEVET, 7700+
T AP —HPREYvE—ICTINEBEVRVWErI VY (BEOO— RALRY)
TEAAVRZVRETEZEHTEET,

Object pool

The object pool pattern
draws from a collection of
deactivated objects instead
of instantiating new ones.

These components use the
UnityEngine.Pool, available
with Unity 2021 and above.

Move the mouse to aim.
Click to fire.

T=I 2 XT LDOHH DX T UL

2 DM MonoBehaviour "EEINTce UTDES BRIV TINBT—V VTR T A
EEZTHFL LS,

—  BEROT—LATSzobOOL U3 EFEFET S 0bjectPool

—  ZFLNTFIEmM3INF PooledObject AVR—%> bk, CHUICKD, v0O—
VHMER ST NTERIBEE T —IILADBRIMRINE T
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ObjectPool T. F7—ILDH A IBERINZ T —ILR. BT INELDH S
PooledObject FLN\TJ. F—ILB@HEEK TS ALV 3> (COHID stack) %
BRELXT,

public class ObjectPool : MonoBehaviour

{
[SerializeField] private uint initPoolSize;
[SerializeField] private PooledObject objectToPool;

/] AL a>ADOT=IEINEA TSI b EKRINT S
private Stack<PooledObject> stack;

private void Start()

{
SetupPool();

}

/] T—=N%ZERT 3 (STDBEUHEVE FICFEVHT)
private void SetupPool()

{
stack = new Stack<PooledObject>();
PooledObject instance = null;
for (int i = @; i < initPoolSize; i++)
{
instance = Instantiate(objectToPool);
instance.Pool = this;
instance.gameObject.SetActive(false);
stack.Push(instance);
}
}

SetupPool XV w RICKD, ATz b T—ILHATIINET, PooledObjects
DFLWRZy IEZERLTH 5. objectToPool DAE—%-1 > X2 > X{LL T,
ZMN% initPoolSize BETHf L £, Start T SetupPool ZMUH L. 7' —
L7LAHIZT1BOARITEINDELSICLET,
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Fle. T ENIEEZEIS TS XY v R (GetPooledObject) &, 1 D% F—
JLISR$ XY v K (ReturnToPool) HHETT,

/] T=IDoRIDTIT 1 TR —LATIU baERT
public PooledObject GetPooledObject()

{
/] T=ILDORESH+DTHRWEEIE. FTLL PooledObjects &1 > XH V2R
td3
if (stack.Count == )
{
PooledObject newInstance = Instantiate(objectToPool);
newInstance.Pool = this;
return newInstance;
}
[l ENUADBEIE. VR DS RODHLDET ST T3
PooledObject nextInstance = stack.Pop();
nextInstance.gameObject.SetActive(true);
return nextInstance;
}

public void ReturnToPool(PooledObject pooledObject)

{
stack.Push(pooledObject);

pooledObject.gameObject.SetActive(false);

T=IHEDBEICDH. GetPooledObject IZk o TH L L) PooledObject HERL
INEY, TNUNDBEIF. BICROBMBRERNRINE T, T—ILOHIX
NHDTHNIE. IFLALDBEE. BEOTF—LA TSV bADOBRBOANERS
nx9,

247> T GetPooledObject EUHINZ &, F—ITNhiA T+
ZFREDHZANICHEE | BE T 3HENBHD T,

T ETNBERICIL. ObjectPool BRI ZKRIANDAZIES. NETR
PooledObject AVR—% > hHEELET,

public class PooledObject : MonoBehaviour

{
private ObjectPool pool;
public ObjectPool Pool { get => pool; set => pool = value; }
public void Release()
{
pool.ReturnToPool(this);
}
}
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Release #M U T . EDH —LA TSI CHEMICHD, T=IlDFa—A
CIRENET,

COMEDTO Y M. EAXAMGERAZRLET, C Tld. ExampleGun X
DT B —LF TSI MITRYFINTVWEY, EICATS I M T=IA
DBEHIEMINE T, I—HF—DHEEDO >, HBOXVUFMIL>T. Object.
Instantiate AU HINZRKHODIZ. DXV F LD GetPooledObject XV v
FOFUHINET,

HH I 3BEKICIE ExampleProjectile X2 1) 7 k& PooledObject X 1)
TrHHD £9, ExampleProjectile ICId. RE SNI-ZHDOT —LA TS T Y
M EBBRICEMICL. ERAFTERT—ILIORT %3S, Deactivate XV v
FHHBDFT,

T=LSNI7OT«
PA Y W &

T=IUWENIETOT2THHF
7ok

COFEICED, MEELOEZA TRV —VTEFLTVBLSICRET. ER
ICIRENSZEMICLTITAIIILTBZENTEET, OO T—ILHREEICT
IVTATRATP TV M ERTIBDICHD BT A A TH B 2R L T RET L,

T=ILOHYAXE#BITLESHBEIF. TEOT—ITEMDA TSI hEAVRE
VRILTEEY, 27120, FEACDFEIF. BEDETITTBRATI U D
55| 28R>TEFXY,

Unity @ ParticleSystem ZfER L= hH3ATHNUE F TPz T—IL%

BICHEEBRLI-Z D H D £, ParticleSystem IVR—> b TlE. N\—Fa 2L

DRABEZHRETIF T, ChICKL>TERAIRERN—Ts 7RI F1T)ILENnD

7o, T7xV CHRABZBRZ2DZHTET. A7 b F—ILId. BRLE
BDT—LATOz I RT, ENERALCELDICHELFT,
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ER

LOBES TN BEDHDTYT, EEOTOAT I MIATI U M T—ILEREAT S
BRICIE. UTDT7 v FIL—RZEREFLTLIET L,

—  BMEERIUINMUICTR I SEIELY DS TN A TV
VN EERTBIVEDNHBZHEIE. 7TV T—IILEZBNICTEILER
LTLET WV, CICED AV AR EZ—2FRATBCB/LTTUT—
2avDEIHBTEHETIELRATEBRLSICARDET, &l ATV I b T—
WNG—=2 2o 0L o NE—2 e A EahE T, JA—NIILICT7 712 XF
BEICT B LT, BULBFARCAEDEY,

— Ta492arVEERLTEROT—IZEERTS . T-III3REBENHZ S
LNT OBEHZWVIEEIFE. TNOZIMED F—ILICEHL. F—CEDOXRT
ERINTZIET. JTUNRODT—ILZIBELYP I ABDET (FLNTD
InstancelD B—BDOF— L THERETZhHDET),

— FHINTVEVWS—LFITD I F2HEDORVWRDOATHIRTS : 47
DIV T EMRNITERT3AEL LT FHATNTVWAVWL TS Y
FEIERTICL. ENSZT—ILIORTE VWS HENFEITFONE T, HEPDB
B Blix7X0) -V BRTRIRY) 2MALT.7-IEnfcrIo
JhEIRTITATICLET,

— IS—hBVWHERTS . TTICT-IRICHZI ATV NERBR TR
[FEETTLIET WV, TBRVE, SURTLICIS—HDREETIEENHLHD
£9,

— BRAYAX/EREZEMTS: T-IIENA TV MHREBICHB & X
EUDRBICOBHDET, T—ILTUY —INKREBITHEINEWVEL SIS,
—EREZBRZF TPV MIHIRT B zE@BOHLET,

FTx I N T—IDFERAEI T TV r—aVIicE > TEBRDET, ZDO/NE—
VIE—REIC, BRI a—T 1 2 IRYE. BIPRED SEROBZRIT T IHEN
HBEEICHERLET,

RKEDFATIT VAV REV AT BIVIC. AR=IJ LIS I YDRANAY
NORREOHRMNRETIETNDHBDET, 7TV M T—ILIFT DL S5 %R
BEBELL. LT LA ZRAL—XITREET,

2021 UEDN—2 3 >0 Unity ZERLTWRBEIE. 7700 F—U2T
ATLAEIL I >EINTWVWETSH. BIROBFID K SICIED PooledObject 75
A% ObjectPool VS RZEERT ZHEITH D £t Ao

UnityEngine.Pool

FITSTORNT—=INEZ—=VIEEICTHEEITZHDTHS7H. Unity 2021 T
HMEB® UnityEngine.Pool APl IZRIEE B & SICHRD ELT. CHUICEKD. TP
DTN EZ—2ZFRLTATS I N ZEBHTEIDIC. AZYIR—D
ObjectPool ZfATE 3L 5ICEDFY, Z—XIZL T CollectionPool
(List. HashSet. Dictionary %) ZFERTAZCHTETET,

CoUrINTIadzo b (—r%BR) TR ARZLT—ILIVR—22V D
REICHED E LT KDDIC. FTDHEEIC using UnityEngine.Pool; 3BT 3
CCTB\MORIV TR ZEHLET, ChIZLD. EJLMI>D ObjectPool %
FRALTREINZBO S —ILEZERTE £,
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using UnityEngine.Pool;

public class RevisedGun : MonoBehaviour

{

le,

// Unity 2021 LUBETHERTIZXZYIXR—ID ObjectPool
private IObjectPool<RevisedProjectile> objectPool;

/] TTICT—IARICHZFEDPEEERZES LI AN IO—-—TND
[SerializeField] private bool collectionCheck = true;

/] T=ILDBREBLRAT A A =FHETZEMODA T3>
[SerializeField] private int defaultCapacity = 20;
[SerializeField] private int maxSize = 100;

private void Awake()

{
objectPool = new ObjectPool<RevisedProjectile>(CreateProjecti
OnGetFromPool, OnReleaseToPool, OnDestroyPooledObject,
collectionCheck, defaultCapacity, maxSize);
}

[l ATz b T—ILICANTZEEZERT 3 & SICHUTEHTIND
private RevisedProjectile CreateProjectile()

{

RevisedProjectile projectileInstance =

Instantiate(projectilePrefab);

projectileInstance.ObjectPool = objectPool;
return projectilelInstance;

}

[l ATz b T—ILICERZRYT EEICHVHEEIND
private void OnReleaseToPool(RevisedProjectile pooledObject)

{
pooledObject.gameObject.SetActive(false);

}

[/ T2z b T—ILHh5ROEEZBEY 2L EICHFVEINS
private void OnGetFromPool(RevisedProjectile pooledObject)

{
pooledObject.gameObject.SetActive(true);

}

/I T ENEEORAREBRS (F—ISNA TP bERIETZ) TV

HEINB

private void OnDestroyPooledObject(RevisedProjectile pooledObject)

{
Destroy(pooledObject.gameObject);

}

private void FixedUpdate()
{

51/99 | unity.com


https://unity.com/ja/

© 2022 Unity Technologies

DRV )T EDKEDIE. TTD ExampleGun DXV T NTHEEL £9, =750
UTFDEAZITTWL DD DAOS Y I ZRET 3 1= DEFIBRHERES. ObjectPool
AV RS IA—ITBIMINTVWET,

—  TIUCANT B EDICT—IILSNICEEZPD TER T 5 &

— T HhoEBZEEEITRCE

— J-IIICEBZRYCE

— TSN A TPz O b EmET (e E (Bl ERICELIGS)

RISCAVZARZIZ—ITEITRIETEXY Y REWK DWW ERTBIHVENHD T,

EJLk1>®D ObjectPool 2. T7AIEDT—IBAIERKT—ILYA DA
FarhroLSICEEFNTVAIMIHEFRLTLLET VL, BEHEAGRKT—ILY
1 XZBZTWBE. BEBZETZ77>a M- h, XTUEHEENEE
INEFd,

HEINBZHDORI ) T HIDLOEENMZ 5. ObjectPool NDERAMRT:
NEY, CHUICED TP I FZBBRLTT—IIARTODND LY DX <40
£9,

public class RevisedProjectile : MonoBehaviour

{

private IObjectPool<RevisedProjectile> objectPool;

/] BHEINZHIHLT. €D ObjectPool NDBEBH5X% public 7O/NT~«
public IObjectPool<RevisedProjectile> ObjectPool { set =>
objectPool = value; }

UnityEngine.Pool APl ZfER T2, #7200 -l LD ERBTRETS
2L, —hENE—2EEBRETIMNENBRKADET, INTITICHD
HDE—DSERTZFEA 1 DHBZCICHED XD,
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UL EYIEVWONDBVWIEEERITTVET, Unity EDIIHTDAHICE >
T, 8Z5<KBAICEALRIICER#TZNZ—2D 1 2B TILE>TL& S,
Flee SNRBRHFFHPBVTHAONZ—2D1DTHHN XY,

F1TFID Gang of Four ICkB e, YT IYNZ—VIFUTOLSICERD
nTuEY,

— 1 DDISRIIEENBEED 1 DDA VREVALDA VY RAZ Y RETEAHL
CCHERET S

— EFOE—DIYREVAADITO-NILT I A% EEICRMTS

CHE. =R TT I aYvERETZEIE 1203 TS0 FHRERIZEIC
BERTY, FIZIE. XM VDF— LI —TFR2EL - LIR—Cv—id. ¥— VK
IC1D2FEFICTReEBEOLET, £/oe —EBICT1 D207 7MILIRZ—Jv—D
INT AN RATLICEZIADBZESICTR e 2EHOLET. CNE5DES5HE
ROMAREZESIR—S v —LANILDA T I MME, VT NE—2%
RRATZ32ENREHERZIEAICHDET,

+Instance

-Setuplnstance()
-RemoveDuplicates()

T—ALTOTSI2T/INE=NIEWVWT, VT IETSIREDBL LAY T
RIEATREEHNTED., ZFUOFNEZ—2D 1 DICBIFSENTVET, COEST
DERIF. ANZ—VDFEVEFORIVILABICOBLZ2EENIHZ7HTT.
REZHEDBYTHRVWRATO VI N ZBERT 2 ERICHD . FERIO—/N
JUREERRERERIEAE TN TLEVWET,

Unity TS 20U kYRR 3R E WAL, T ORMIENRE LERN L TH &
L&3. TNEBEAT, BHOTTUT—> 3 VIHAACTEENBE 0L 5%
HFFL TR L,
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ST DHDDRTWVEI

RHEODDP TV VTILETD 1D UTOELSICADFET,

using UnityEngine;

public class SimpleSingleton : MonoBehaviour

{
public static SimpleSingleton Instance;
private void Awake()
{
if (Instance == null)
{
Instance = this;
}
else
{
Destroy(gameObject) ;
}
}
}

public static Instance I —>A® Singleton D 1 DD VXXV ANMRIFIN
£7,

Awake XYW RT, ENHITTICRESINATWVWEDEF v I LEFT, Instance
HMIRTE null DIFE. Instance K DFEDA TP U MMCHRESTNE T, Chh'y—
SHRORVIDOI VT ILEVICEVWHD £ A

ZNUANDEE. CDITVRAEZVRIEEZ S5 EETY, Destroy(gameObject)
EFREUHLT, VIO —VRIZEDESBAVR— b1 DDA H S
CtEFRIELET,

SUBALICRI VT b e—EICBBROEBD T —LA TV MITEYFTS
. Awake DOP Y I TREIDA T TV b&fkl. ENUNEKRELE T,
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duplicate instances

Instance 7« —JL RiZ public *D static TG IRTOIAVER—FRY I, O—V
HNOEEDIGFAHSHE—DS >V TIL b ADTO—NILT 72X bMEh>TWE T,

kigeft CEIEAIHATE

SimpleSingleton IFEBMRINTWVWBEHDICHEELET, 7=72L. UTD 2 2D
MBICELOSNZZIcAhRDET,

— FLWO—2ZEO—RIBRHS—LFTOI FHBIEIND,

— VNN UEFBRTREICEDI VIV ERBICRET 2HELDH B,

VIR NFECICTHOHEETZIX -y —RIU T LTHEET 2 'S
W=, DontDestroyOnLoad Z AL TKHttTd XU w MIHD 7,

THIC. BEYHEEERAL T RMICBEICBRSTLESIICI VI N 288N
ICHBERTIET, BERDIF. ¥—LA TSV bZEMR L. BEH%A Singleton O
VR—Y FEEMTEZVOHAOOS Y IDHTT,
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public class Singleton : MonoBehaviour

{
private static Singleton instance;
public static Singleton Instance

{
get
{
if (instance == null)
{
SetupInstance();
}
return instance;
}
}
private void Awake()
{
if (instance == null)
{
instance = this;
DontDestroyOnLoad(this.gameObject);
}
else
{
Destroy(gameObject) ;
}
}
private static void SetupInstance()
{
instance = FindObjectOfType<Singleton>();
if (instance == null)
{
GameObject gameObj = new GameObject();
gameObj.name = "Singleton";
instance = gameObj.AddComponent<Singleton>();
DontDestroyOnLoad(gameObj) ;
}
}

ZMNT. Instance M. private instance Nvx>JT7s—ILRZBELTWV3.
public ZONTAICBEDE LT F1IOTO VIV EBEITZEEIIC. IESN
TW3HDDHEHS5 Instance NFEETZIHESHEFTvILET, BELARVES
&1, SetupInstance XV v RIC& > THEYAIVKR—R> bHMEh o725 — LA
T2z CHMERREINET,

DontDestroyOnLoad(gameObject) ZI8ET D L. —>DO— RIZ&k > THEE

NSV TILEYDEETNBRCABDET, CNTI VT2 2 82 DK
feEnfcic®d. ¥—LRDS—2ZRELTEHET7 I T4 TRERICHEDFT,
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TSy IDER

EE5ON—=23 ORIV T RH ALY—VAICERZ D VIV EERT
BHEEICIIFIELTULWEEA. HIZIE. AudioManager & L THBET D 1 DD >
JIL k> GameManager £ LTHEET 2H5 1 DD VT U HRERIBE.
BEATIIRESIEZ CIITET A BETIO—RZEEHL. 200y 0%
BUSRABED T RRELHD £7,

RKODIZ UTFOLSICTD TRV IN=23 > DRIV T ZERLET,

public class Singleton<T> : MonoBehaviour where T : Component
{

private static T instance;

public static T Instance

{
get
{
if (instance == null)
{
instance = (T)FindObjectOfType(typeof(T));
if (instance == null)
{
SetupInstance();
}
}
return instance;
}
}
public virtual void Awake()
{
RemoveDuplicates();
}
private static void SetupInstance()
{
instance = (T)FindObjectOfType(typeof(T));
if (instance == null)
{
GameObject gameObj = new GameObject();
gameObj.name = typeof(T).Name;
instance = gameObj.AddComponent<T>();
DontDestroyOnLoad(gameObj) ;
}
}
private void RemoveDuplicates()
{
if (instance == null)
{
instance = this as T;
DontDestroyOnLoad(gameObject) ;
}
else
{
Destroy(gameObject) ;
}
}

58/99 | unity.com


https://unity.com/ja/

© 2022 Unity Technologies

CNIZED FEDIZAZI VT MNIEZRZ W TEET, VTREEET
BLTIC. xRV IS VTN UDSMET BT TT, fIRIE. UTOLSIC
EE9 % ¥ T. GameManager £ \L\5 MonoBehaviour #> > J L b IZT 3 C
EHTEET,

public class GameManager: Singleton<GameManager>

{
0 oo

}

CNT. BEREIICLDTH public 5D static 72 GameManager.Instance %
BRIZCLHTEET,

RFRCFEFR

ST EEIDAA RTRBNI B ZDMONZ -V IFRRD, TETELET
SOLID ORBIZRD &0 UTDLS BT ETEHRIEAD S, SLOREEDL SR
HNTLET,

— OV ITA-NLTIOERDRBE >V JIL b >ETO-NILT Y
RAAVRE LTHERT 37D, BE2LLOKERARLSBEINTLEL. NTD
STNSa—TFTaVIDEBICE L RZEENDHDET,

— VTN VICEDTRAID#LCES D BAET I MIEWICRIILTWS
ENBDET, DT UL 2T =V 2RO > THEL DT — LT
TV bOREHEDZAGEUDHBcH. TAMIFHITEHEENLHD
9,

—  SUUNPUICEDBLEASDVHRINDS I COHA FTRNITBIFEALD
NZ—2TlE, KEFERZTDHZESELET, 2T MU TIREOFZIT
WET, BRERICED VI 702 ) TR #LLBRDET, 1 DOV R—
FXVREEETRE BEHRINTVBRIRTOOAVR—RY MIREZRIFL.
=RV =2 THRLBBZIEENDHBD XY,

DUTI R VIR T BERRIGIEDEDDEDTY, TVEZ—FIAILANILDT —
LzFIfELTVWBATHNE. SREFERICOEDIEZX Y THYANFEERITTWVS
e, DT R UICIZEbS BV e ZEBHLET,

LDl BLOTF—LIBIVE—TFAILRNLDT T Tr—23>TIHD FE
Ao EZSRRY T U T 7IFECHMBBICHERT 2HBIZHD T A
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KB ILEMEMBBLE LBRVWNSI BT —LZFIEL TVLBIFEICIE. UXTOLS 4>
UL EUICED S TWE XD Y b 2B ONICRLE 2D DHNEE A

—  SOULPURBUBNERETEESTES : 2027 NZ—VEFETNIEY
HELULWDDTIEHD EEA,

—  DVULNFYREVEBFELRV I AOIVR—RY DS VTIIL R ER
TBDIC. public i D static BA YV RE YV AEZBRITZLEITTEATT. PV
TILEVAVREAVRIF BIZO—RAOH5PZF TS0 MO SRBEICIG
CTEATEIEY,

— VTN VIIEMHRE BICBNARI VTN A RZYRIZTAO—=NILIC
TOLEATESH. BRICKRZMEAELH S GetComponent IEEX Find 121
DERDF v v adNB3 e BBEDET,

COREICED, O—YHROMDIRTDY —LF T U D SEICT I XA8E
BIYR=—Svy—FTCzob Bl F—L7O0-FX—Sv—RA—FT 1A%~
Sv—) BERTEE T, . ATz N T—IILEZRELTWBEEIX. -V
VOVRTLED VTN ELTTYA VTR T, T=Ildnf=47> o+
HFEBICERETIZLSICRDET,

7Oz TV TII b ZFRT B CICLISERIR. RIRICEDHZLSICL
TLETWV, BALARLBEVTLETV, JO-NILT7IEADX )y h2EZZTES
—EBODRII) T EDDICT VT ZR>TEVWTL T L,
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Z1)JFILD Gang of Four M/XZ—>D 1 D2THB AV R, BED—EDT Y
2arvEEBHWITIMENHDIEIICENTY, MDBEL/PDELKEZFERT 3.
R —DANBEZVZANMNIRTIT—LZz LA LI HZHTHN
IE. BESCAIY Y RNEZ =PV TWVWEIDEZEREZEHAHZTL LS, I—H—
DERITICETHICEBOZ—VIChic > TEHET 3 e N TESHETy — L& 8K L
THTLIETV, TADATY RNEZ—2TY,

ARVENZ =22 FERATHE XV Y RZERFUVHTHDODIC T DU EDXY v
FIEUHLZ TORY AT O b ELTHTEILET B A TEET,

action/request

L]
= ~» % ~ 558 5989 985

T TV W "™ W

ICommand Command object Command stack/buffer Invoker
interface

CNEDOARVRA TSIV M EFa—PREYIREDAL IS I VIIENT B
ET. ENSDRITORA I VI EHATZ AN TEES, CNUINIENY T 7
CLTHEELEY, TR —EDT7U2avzBaENICEESE. RTHREITZH
BRDBEIEHTEIFED,

ARYRNEZ—=2Z2RETRICE. 7723 hE@FNRAOA T hHIME
TYo COARYRATI I M RTTBAD Y I ENZWMDIHT HEDRE
TNET,

OV ATz b ARV FOMUE LT

CNZRETBHERKTABDEITN A1 2F—T1—R=2FERTZN-U3>
D12HTHES5TT,

public interface ICommand
{

void Execute();

void Undo();

CDT—ATIE =L TLA1DIRTDT7 I3 >iC ICommand 1 >V Z—T T —
ABBEEINET (ChEWMRISAEZFEALTEETZIZ LD TEFET),

BOARYRA T U MI. TNENHBE® Execute XYV W R¥ Undo XVw R%E
HWET, LEA>2T F—LALICTSICOTYEZEMLTH,. BFOITY RIS
TFEERFLEE A

ARV REERITELUEDETRD Y S IADBUREICHED £9, CommandInvoker 75
2%={ER L £9, ExecuteCommand XY v K& UndoCommand XV w RIZMX T, O
IVRFATSz O D=7V ADMRFINZIWMDBELOXZ Y IDHD £7,
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public class CommandInvoker

{
private static Stack<ICommand> undoStack = new Stack<ICommand>();
public static void ExecuteCommand(ICommand command)
{
command.Execute();
undoStack .Push(command) ;
}
public static void UndoCommand()
{
if (undoStack.Count > 0)
{
ICommand activeCommand = undoStack.Pop();
activeCommand.Undo();
}
}
}

Bl :EDHET CEDTEBEE

TFrVr—o3>ToLAVv—ICRk OB EHEZE>THS5VW W LET, Thil
&, TLAV—DUEZEND T %IES PlayerMover Z1ERK T 2 HEDH D £,

public class PlayerMover : MonoBehaviour

{
[SerializeField] private LayerMask obstaclelayer;
private const float boardSpacing = 1f;

public void Move(Vector3 movement)

{

transform.position = transform.position + movement;

public bool IsValidMove(Vector3 movement)

{
return !Physics.Raycast(transform.position, movement,
boardSpacing, obstaclelayer);

}

Move XY v RIC Vector3 ZE L. 4 DOOAVNRAAAICER>TILAVY—%H1
RLEFT, oo LAF v A EFERAL TEY TS LayerMask OB RHTZ &
HTEFFET, BBAA. AYVRNE—VICERATZINENHZDDERETSZC
ClEF. EONEZ—VEEKCIFYIDEINTVWET,
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Command

The command pattern
encapsulates actions or
requests inside of objects,
giving control over timing
and playback. Undoability is
one common application.

UNDO REDO
FORWARD

LEFT RIGHT

| BACK

Click the buttons to move,
undo, and redo

YOTLADT LAV —DET

AXY RNNZ—=2IZHES ICIE. PlayerMover @ Move XYV v REZ ATV x
JheLTHEFYyFFYLET, Move ZEEFUHITARADLDIC. FILWLWI SR
MoveCommand ZER L £9, DS RIZIF. ICommand 1 VR —7 T —XHRE
INnFE9,

public class MoveCommand : ICommand

{
PlayerMover playerMover;
Vector3 movement;

public MoveCommand(PlayerMover player, Vector3 moveVector)

{
this.playerMover = player;
this.movement = moveVector;

}

public void Execute()

{

playerMover .Move (movement) ;

}

public void Undo()
{

playerMover .Move(-movement) ;

}
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PR35 L TWVWB I ZKINT BICIE. ICommand IC Execute XYV w RBREICHR
DEFT, PR3 LTVWBIETHREICRDDDOY., LOLS58OCvITH-TH
CZICAB . Move % movement NI X —%IEEL THUHLET,

=R PIDIREICIET T B 7=®ICIF. ICommand IC Undo XV v RHHETY,
Dr—R Tl Undo O wUIC L >T movement RIZ—HEHEIN. BRI
TLAV—ZRIAEICILHLET,
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MoveCommand ICid. RITTIBENH I TR TONIA—FZ—DRATNZE
To CNE5ZEAVRAMS IV R2—%ZFERALTRELET, COT—XTIdE ZHTS
PlayerMover OAY/R—%> b D movement NI Z—%REFEL £,

ARV RA TSz M EERL T BBETNBNTA—F—%REFELZA.
CommandInvoker M&#AY7A ExecuteCommand XV R ¥ UndoCommand XYV K%
fEA L T. MoveCommand L £9, ZHickD. MoveCommand @ Execute %
7zld Undo AAETIN. MDELDRXZYITIAR Y RFA TS U FHEBHINE T,

ICommand

RunPlayerCommand
+RunPlayerCommand() y +ExecuteCommand() +Execute()

+0OnUndolnput() +UndoCommand() +Undo()

RunPlayerCommand

PlayerMover MoveCommand
+obstacleLayer -playerMover
-movement

+Move() +Execute()
+Undo()
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InputManager Tld. PlayerMover @ Move XV vw REZBEEFUHEIT I CIIHD F
HAo K DIZ. BIXY v E RunMoveCommand %#3EH1L. # L L MoveCommand
%R L TEMN% CommandInvoker I[CXEEL £ T,

private void RunPlayerCommand(PlayerMover playerMover, Vector3

movement )
{
if (playerMover == null)
{
return;
}
if (playerMover.IsValidMove(movement))
{
ICommand command = new MoveCommand(playerMover, movement);
CommandInvoker .ExecuteCommand(command) ;
}

ZDH. U RZ>DTFEIE4 onClick TRY FZHRFEL. 4 DD movement N
2 —%{EMA LT RunPlayerCommand MU' L £,

InputManager SRZEDFMICOWVWTIE. >N 7O Y FTHRREZITVLWEY, €5
THRWEES., F—AR—FXEETS—LNY FZFERALTHBEDANZREL XY,
NT. FLAV—DREOFZHTENZLSICHDET, MOBELAZ>EI Y
938, AZ—MROTRIIF|IEIRTENTEET,

RFTCFEFR

PHELKECIRDELEEZRETZ LG, AV RAFT2z I b0aL o> 3
VEERIBCLRLKOVWEETY, o ARV RNy T 7Z2ERBL T, 55
BRAVEA-IILTT I 3V ZIEEICBEI S CDHTERY,

BIRIE. —EDREDRZ IV ZICE&D. AVRL=TAVRT Ry IH M)
H—CNBRBET—LHBHBELET, ANV INEZ—2ZFERALTILAVY—DF
J2aVEBMNTECET. EDLSBAVRZIFZINCHEICKRETETE Y.

FD—AT. HOTFTHANEZ—2CREICESIC. ARV RNEZ—2V = FERT 3
EHNEMICE>TLEVWEY, 7V —o3 2 laX Y RATO IV M2 ERTS
DICHT=2T. EOIVDRDBISARA VA —T T —IAB+DEX ) v b ELHT
STIHBEDESHZHMTIHNELHD £,
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ER

—EBEAEZEITNE. O VRDEIIVJICEEERIZL. OVTFIRIBL
TENSZEGBELED, FBELEDITBZENTEEXT,

AR Y RNE =2 EBEMHFATKEICIE. UTOZ &R LTLLETL,

—  &DOBLOOARYREERTS Oz MIEEhTW3aTY
RATJ o bid 1 EE (MoveCommand) WA T, ICommand #EET 3
FEOROOAR Y RATZ U b ZER L. €N 5% CommandInvoker %
RALTEWMTZZ LN TEET,

— PhELBEZEMTI_LIF. MOX2yoZEMTRL ANV RAT
IV MZERDETEEIE. POELIEEZEHTIMEDRZ Y VICENE
TvalFd, COAEICED. MDELBEZEEZ M3 R <BER
THEHBZ.DEDENSDTIaVERDEITCHTEEYT, A—H—H%-
Te<HFLLWEIFEZRUPETEEIC. POELAZYIEZZICLET (EEEH
Boby>ZiL7Oz o MCEBOHD ET),

— ARV EKATCzIbrONy 7 7ICBOOL IS avEFERALET, AN
EHL (FIFO) BENMRERIBEIE. Fa2a—DIFSHERTHZE8EEND
DEd, VArZFRETZERIE BETF 9T 7RIV Tv I X%ZEBHL
F9o VITA4TRBRAVTYIREDFOATY RISEDELAREETY,
VTFYIREDEBOAT Y RIFPOELABETY,
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object object object object object object object object

RICEYT | PDET

RED
1799 2R

— RAYIODOYAXEFIRT S OB LIEBEPYDOELBREIE. §<ICH1X
HREILED, FICEAZBLLAE>TLESEENLDDET, XF2voEHO
TV ROEEICHIBRL TSIV,

— WBEBERBIRTONGA=F—=ZAVAPS92—ICET: ZhIZLD.
MoveCommand OFITESNZ LS. Oy ohrATEILEThET,

CommandInvoker TITHN3DIE. MOANBA TSV bR &SI, Execute
F7ld Undo ZHUHTIEDH T, ARV RA TSV FOREEEIIRSNF
HAo AVANTIVZ—ERUHTEFIC. BT EINELNHZIARTOT—F% ]
IVRFATS U MIELET,
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BEITLATINFVvS02—ZBREIBZELET, HBBE[M. Fv>o752—(3ith
EHICII>TWBAIeAHDET, I bO-F—Z8bh T, FULWEDE-TDL
EYo DY UTREVERTE, FvSIEZ—DHICKUVLENDET, HTL—L
BICEML, > THRELTWVWERIS D aVICRD Y,

2F—RERF— Ty

T=LZAYE2509T74TTHD. SVRALICELTEHEL DY XT L%ZEBH
TRIBEDNDBDET, FVvSIF—DTEIELRAT— L ERIIATI T L2248
& UTDELSBHDICHBZAREEDDHD £,

JO—Fr—MIUTVWETH. ZLOBVHHD £T,

— HAATIILIETETEBRIT—F FLELTVS/II>TWVWE. HFVTWV3S,
EoTWB. DvrFLTWVBRY) THERINTED., HHI/HEDRRTHR
TEDRT— DN DIEFTOT4TICBRDET,

— BAT—bFT. FVF1LEORGIZEIWVWT, 5D 1 DDXT— FADE
BERNIH-TEET,

— BREIPREETZE. BASNTERT— P LWTIT0 THBATFT—RCIARD
F S

CDHEATII LI BEZAT—FY2 > (FSM) EMEEINZHDZERLET, 77—
LRARICEITZ—RNBARD 1 2. ¥—LDT7 72 —F I NEEDABRT—
b ZEBHFIBZETY,

EARNE FSM Z 0— R TR T3 ICIE. enum & switch XF— kX2 hEFEAL
e =77 70—F%2ERIZ3cZ2HEOHLET,
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public enum PlayerControllerState
{

Idle,

Walk,

Jump

public class UnrefactoredPlayerController : MonoBehaviour
{

private PlayerControllerState state;

private void Update()

{
GetInput();

switch (state)

{

case PlayerControllerState.Idle:
Idle();
break;

case PlayerControllerState.Walk:
Walk();
break;

case PlayerControllerState.Jump:

Jump() ;
break;

private void GetInput()

{
/] By rO—Ledy >0y bO—-ILENIET S

private void Walk()

{
/] H<aYvy

private void Idle()

{
/] BEoOdy o

private void Jump()

{
/1 Pre>7oOsyy

NTHHEEL £ 9 PlayerController X7 1) 7 L DYFEH T <CIZDOD LB ST
LEWET, XT7—beEMI%ZEBMT 37T, PlayerController X2 1) 77 b AER
ZHIRTEIHENHD XTI,
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AT—hNEZ=2DHOH DTV

FWRILIC, AT — N —2 R3O0y Z2BEEBETIDICKRIbET. AU
JLD Gang of Four IC&B 8. RT—hRXEZ—=VIEUTD 2 DOMEEERLE T,

— FTS U RiE. AR T— MOELICHEVWEITEDZEHZHEHLHD 9,
— 27— FEEDOHEIFIMIIL TCEEREINE T, FILLWRT—FZEBML THEE
FDRT—MOEEICIFREL £H A,

DB @D UnrefactoredPlayerController ¥ 5 XA TIEXF— b DZELIXEHT
TEIH. 2 DHOMEIIREEINEFEA. FILLWRT—LZEBMT S TDEEFED
27— MIREFTEEZRNRICNZZBELNHD T, KDDIZ. 1 D2OXF—h
Z120F TV b LTATEIMELT B LA TETET,

BRT— b ZUTOLSICHERTBELET,

RIDIRED 5D
B
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CCTIRRT—rEAAL, &EICE->TaA FO—-ILT7AO—DPKRTITZETEY
L—LZI—TFLET, CONZF—2ERETSZEHIC. 1>F—T x—2X IState
ZERL £,

public interface IState

{
public void Enter()
{
/] TDRT—MIRMICABDEETEINSI—F
}
public void Update()
{
/] FL—LZeoOPvy. FILLWRT—MNIBBIZIXGENEEFND
}
public void Exit()
{
/] EDRAT—hZHBZIEERTINBI—F
}
}

F—LAOEIY O — R ZF— &b, IState 1 ¥4 —T T—IAHEEIN
£7.

— 120Entry : COOPYIIFEDRT— MIRVICAB L SIZRITINE T,

— Update: CooOPv7IdBI7L—LRITEINET (Execute 7l Tick &
HIEENBZ N B D FT), MonoBehaviour L EIL &S IC. YIEEERAD
FixedUpdate %> LateUpdate ¥ Z{ER L T, Update XV v RZTI5ICET
XY METBECNTEZXT,

Update ID#EEIF. FTL—LTXT—FDEER MU H—93%4H R
INBETERITINE T,

— 120D Exit: COOA—RIZFZDRT— BN, FILLWRT—MIBR TS
FIIRTINFET,

IState ZRETEZ3ZRAT— M1 DDISREERTRIHNERHD £, CDHY>
ZILFOY T MiCiE. WalkState. IdleState. JumpState ([CFHED T 5 X H
BESNTLET,
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ZD%. BldY S R (StateMachine) IC&>T. I rO—/L7O0—HZDXR
T—HMIAZHECHZIAEDRBEEINET, CDO 3 D2DHVTFILAT—RIZED.

StateMachine IFATD&LSICHED FT,

[Serializable]
public class StateMachine

{

BA/INEZ—ICRES 7=8IC. StateMachine TIXFZEDIYR—I XY FFICHBERT—
FD public 7720 b EBBLEFYT (D7 —XTIlE walkState. jumpState.
idleState), StateMachine (& MonoBehaviour D5 FffE T NE W=D, 1>

public IState CurrentState { get; private set; }
public WalkState walkState;
public JumpState jumpState;
public IdleState idleState;

public void Initialize(IState startingState)

{
CurrentState = startingState;
startingState.Enter();
}
public void TransitionTo(IState nextState)
{
CurrentState.Exit();
CurrentState = nextState;
nextState.Enter();
}
public void Update()
{
if (CurrentState != null)
{
CurrentState.Update();
}
}

ARVRAZREITBOICAVASZV2—=ZFERALET,

public StateMachine(PlayerController player)

{

this.walkState = new WalkState(player);
this.jumpState = new JumpState(player);
this.idleState = new IdleState(player);
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AVARSIEA—ICNBEINDZ TR TDONSTAXA—Z—EETEHNTEET, DY
CINTOT T Y hTHE. X F— LT PlayerController B8BEINTVET, DK,
TNEFHALTERT— 2 TL—LICICEFHF L FT (LT D IdieState DF|=ER),

StateMachine ICBEL Tld. UTFD T CITEFELTLIEEL,

Serializable B4 % B9 % . StateMachine (¥ Z® public 7« —JLR) %
AVRARTA—IIRRTBIENTEEXET, CnUSL DL FD MonoBehaviour
(PlayerController % EnemyController &) TZ® StateMachine &7« —JL
RELTHERTZENTEZXT,

CurrentState 7ONT 1 IIFHAED EFTY, StateMachine BIATIZZ D
T4 —ILRIZBATRBICIFRELFHA. CNIZEK D, PlayerController @&k S
BAEEA TS 2 FT Initialize XV v REREUHLTT 7 4JL hD State
ERETDECHNTEET,

& State ATV ML > T, TransitionTo XV w FEMUHE L TIRET
VT4 TRAT—rE2EET 3. TOMBOEENRED £9, StateMachine
AVRAEZVADHRERIC. EXT— MIKEBELRKEFERBER (StateMachine BK
EED) ZEICHTEET,

o> 7ILFAaT o MiZlE. PlayerController IZ StateMachine ADEHR
NI TICEENTVWBTEDH. 1 DD player NTX—Z—DHZELET,

RO Y VI3ERT— ATV bTERENEESN, T—LF TP b3
VIR—2 2 bR T BDICHERHIETAT— 2R T B D TEEY, ENeE
N IState ’RETNZIMEDI SXZEISLF Y, SOLID DFEAICHKE>T. XT7—+h
ZESISEMYT B EHFICER LR T— MIRIFTRENRIRICHIZ SN E T,

C551h IdleState OHITT,

public class IdleState : IState

{

private PlayerController player;

public IdleState(PlayerController player)

{
this.player = player;
}
public void Enter()
{
/] TDRT—MIRMICABECETEINSO—F
}
public void Update()
{
// TTTIRRADRT— MIEBRITBZREGNFETIHESHL%ZE
/] BETZODYI%EMT S
}
public void Exit()
{
/] EDRAT—hZEHBZIEERTINBI—F
}
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BOWRLICEDESH., AR F U2 —%{FEHL T PlayerController #72
FaELET, COFTIE. ZD player IC StateMachine ANDOBIR . Update O
SYIILRBREFOMIRTOLONEENFE T, idleState |C&K > T, Character
Controller DEEX T v > TAT— FHEHIN. TDEEE StateMachine @
TransitionTo XV v RAFUHINET,

o> 7L 7OS Y bd WalkState ¥ JumpState DREXZFEBEL TLLET
Vo BIERMIDEDZ 1 DORZIBRITANHZDTIFHL. EXT—MIIHMED
Update OV wIhHDEd, T332 T FXAT— MMM L THAET S LS
ICHD £,

RFTCREFR

ATF—bNEZ=2F 7T MCRBBOS v I ZHRET S, SOLID OFERY
ICHERTBDICRIIBEE T, FRT— MIEBANST L IO RTF— b ADBREEY
DHEBHLET, A—T> [ AO—XRDREBIZHKE>T. FEDHHS switch X
T—rAYER® if ATF—F X2 b EFERET. BEOXT—MIZEZRIFT
BLEIBIZRT—FEBMITZEHNTEET,

—H T, BHIEXT— bDDHDIZE. ROBBED S BOBETCLESSEN
RHODET, CONZ—UHBELTVWEDIE. RT— D HZIEEERMICEEZZCH
TFRINBBRICRESNZAIEENDBD £,

In this example, the text label and
mesh color changes, depending on

St at e the player’s internal state.

The state pattern allows an
object to change its behavior
based on an internal state.

Each state determines the
conditions for transitioning to
another state.

Use WASD keys to move.
Press Spacebar to jump.

2TF—bNE=2DH 2T

HER

COYINTAS I COATEILEBEDRELL. FLAV—DORERIT— ~IC
EOTUINEFINE T, WEMADATIE. X7 — bDOELICHS TSICHEMS
IV bZERTBIEHTEET,
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AT=MNE=2TA=2aellBaHES I AT —N\NZ—2%ER
THR—MUBIBED 1 28 LT FIX—23UhEIFSNET, TLAV—
PHFEVYIIE—RBZELDOBE. IVALRNILTTIIEI T« T (A7EL) &
LTREINE T, 20%. RTNERXT—FOEICKRIET BT =X —2 3
MESNIEPAA NI ZARTBCET T—LDTIZ—DE>TWVWE, Dv
YTLTVWB, KVWTWE B2 TVWBLSICRES N TEET,

Unity @ TAnimator] D« Y RUZFERLI-CEHHBIATHNIE. £2DT—
70— RAT—ENEZ=VICBELTVWBRZCICRDK I EBVWET, &7

ZA=23yI Uy TITI1D2OXT—HMEATNH. —EIC1 DOXT—FD
ADTIT 1 TICBRDET,

Any State

Idle Walk Run Blend

JumpStart JumpLand

e

AIRVPEZEMTS : AT—FDEEABOF TSI MIEBERBITIE. 1
RYMEEBMT2czb8OLET (Observer (A TH—/N—) NZ2—2%
BB), XAT—NMIARFLIEAT—EHSHZHDIRYNE2HETSC
ET. BETZIVRF—ICEBHL. SUEFTLICIEETEEISBRETIET,

PBEEZEEMT S : RT—cNE—VEFBRLTEIDERBIY T T 2R
TRLERBTBICHT-> T BEBEINI AT —II>2RETBC
CzPEHLET, —WBOIXT— MMIBAMICLUTTET, AIRIE. LT
Y—FkES—LDT7 02— HEIZIL > TWLWBIFEIE. WalkingState TH
RunningState THRTHN v > TTH5ENTI T,
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SuperState #EEITNIE, HBEOEEZ 1 DICFLHBEHTEEXET, 5
BT MEZFEALTERNBALIZT TAT—FTHF—N—F1 T
3 TEEY, XX, B¥IC GroundedState EEE T DL LET, £D
#%IC. £ TH5 RunningState #7zi& WalkingState ##& I3 e A TEE T,

— EELAIERETSZEGBREIAT—rII VG ERNAEE Al ZERTBIDIC
HEFITT. NPC DHBEZEET S FSM 7 7O—Fid. UTDO LS4k 315
EhHBO ET,

EHET

B —————————

P4 %
#HRICAS

B ————
TL1v—h
f[RHL5ANS

CELDE KDY THFRANTHEETZHS5 1 DDA T—FNEZ—2TT, &
ATF—rHB T gy (RE, #E. BRAEY) 2RLEFT, —EIC1D2OXT—F
DHDTIT1TICHD, ERTF—FEDRDRATF— EADBBIRED T,
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FUBALICIE. T—LRTIETERICDNRELET, e LIS@AIES
BH?NT—=T VT 2&DIOD, ATV P 2TREELOLIEBESREHD?
ZLDIFE. FELKEFBEEMERSNZ N BVELSIC. 7720 hHMOD
TV 2 EBREBRBIZ BB TERLSICTBIANZIALIBETT,

FTH=N=NEZ=2F. COLSLBROMEZRRT 5—RNEY Ja—>3Y
T, M%) KkEBRZFEALT. ROBEZREBHS. TP METHE
BREePOBDTEELIICBDET, HBIATTIIIMDRAT—IDELLTBE. £
NICEKTFETZINTOA T 7 MCEFMICBAAMTE T, CNISHOREE
ICAIT TERZRET S IIAEBICBUTVET,

Observer Observer

ﬁ?

REMOA T Ol YITP I PEHUEY, VYAV T EZEOMDA
T M ATH—N—HFVFT,

CONZ=UICEOB T RHRICYIDBESNE T, TPz MEA TH—
N=ICET2EWD L ST FINERITERSILRICE S TANMTONEZDMIDOVT
BBARILEEA. ATH—N—ICRY T2 I MMIHT 2EKEFEREDHBZ—HT. &
TH—N—FELREEVOEFEZDHL TVEEA,

AR R

FTH—=N=NEZ—=VIILBEICHTED, C# SHBICHARAENTVET, ¥IPx
Ih-FTH-—N=ISR2BBICTHAIVTEILDHTIEITH. —RMICIIFE
TY, T TILHBZBDE—DSERLEVELSICTBILICDODVWTHBELLEDZR
ATVWEIH? CHICIETTICARNY FEEALINZ =V DRREShTVEY,
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AR MEBBICAMDRELIECEZTITRBADIETY . UTOWLL DHDESH
MNEELEY,

NTVyov— (BTOxIb) BT UT—FICEDVWTARY FZER L.
BEDEB VA FvEWILET, IRV MR BICHTZIIRTIY
BALICRTEINETO>ay (Bl i IX—DRITE. REVEIVY IS
Z2RE) ODZLTY,

ZO0®. YITRIZAN— (FTH—N—) BERENARY NV RES—L
WOIXVY RZERLET. ChFTIVT—bDITXF v e—HT2HED
HHET,

EBATH—N=—DARY NV RS=DNT VS v —DARY MY TRY
SATLET, BEICIGL T, BERBOA T —N—%HTXo) T3>
ICHEATBRIENTEET, ENBRIRTAIRY AN H—TNZD%EF
5F7,

SYUBALICNT VY v—h5ARY NOEEDS T FILBRETNBZ L
F,ARVERECEWVWET, THNICED. YTRISAN=—DAIRY ENY
FZ—DREUPHIN, ZRUIRLETHEBOARTOS v IDBRITINE T,

COHEICED, BBLDAVR—X VM EZOH TV MO BDE—DIRY
ICRISTBESICHKRELET, HIZ T I MIKDREUDBIUw I INII DR
INBE. ATH—N=—TT7=ZAXA=2a3 YTV ROBE. Av k=D Y
H—. TF71ILDREDTONZI D HDET, LARVIFEDELSHHDICH
RBAEEDHDET, CNHAA Tz META Y=V EFEETIDICA TS —
N=NEZ—2HRENZCHZVERTT,

Observerl

ThingHappened
event raised

-subjectToObserve

-OnThingHappened()

subscribes to
event

+ThingHappened: Action

+DoThing()
Observer2

-subjectToObserve

-OnThingHappened()

ThingHappened
event raised
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BTz MEATH—=N=—DHOH DTV

BIZIE. UTDLSHBBEANABY IS I I NT VS v—%2EETIEHHD
F9,

using UnityEngine;

using System;

public class Subject: MonoBehaviour

{
public event Action ThingHappened;
public void DoThing()
{
ThingHappened?.Invoke();
}
}

CITI =LA TV ML DBRICT R Y F$ 378 MonoBehaviour H
SHALEFIN. TNIIHNEATIEHD £HA.

MEOAREZLTI)S— b 2BHICEEZETIETH. FLACDT—XT System.
Action BNEITY, IRV EZFEHAL TN X—FZ—Z2XETI2HENDHIH5EIE.
Action<T> T U — b ZERLTENSZ LA > ZCTHAT List<T> & LTELE
T (BRATI6ED/INTA—F—),

ThingHappened BEBEDA XY N T, 72T T DoThing XV w REFUH
L£Y,

AR EEDYRVTZHDIC. T2 TILD Observer 7 S A% BRERTIEd, <
TIZEE L MonoBehaviour hS#fE L £9H. TNIIHNBETIEHD £H A,
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public class Observer : MonoBehaviour

{
[SerializeField] private Subject subjectToObserve;
private void OnThingHappened()
{
[l ARV MIRETZEROOD Y IHIICAD
Debug.Log("Observer responds");
}
private void Awake()
{
if (subjectToObserve != null)
{
subjectToObserve.ThingHappened += OnThingHappened;
}
}
private void OnDestroy()
{
if (subjectToObserve !'= null)
{
subjectToObserve.ThingHappened -= OnThingHappened;
}
}
}

CDIYR—%> k% GameObject IC7 & v F L. subjectToObserver Z- > 2
R Z—QEFTEEL T, ThingHappened 1R rZ2 U w XYL ET,

OnThingHappened XYV v RiCid. 1RV MIGELTA T —N—TRITFINB
HoWBZzOPYIEZEHZCNTEET, ZLDFE. AEBRFE LI v IR
On] ZBMLTARYMNY RS —THEZ3ERLET (BFEVODREZAILHA
RO iTRAEZDOEFEFFRALTLETW),

Awake F7zlZ Start Tl += BEFEFRALTZEDARY MY TRIS1TTE
£9, CNhICkD. #TH—/N\—0D OnThingHappened XV v R, 7oz ~
@ ThingHappened HMEE& I NE T,

AMCE>TH T I D DoThing XV w RHARITINB . IRV EHFEEL
£9, CNIC&D. FTH—/N\—D OnThingHappened 1 R FN\Y RS—HBF
HICHEDEINh. TNAYIRXT— XY MDEAOINET,

7 : ThingHappened IZH TR IS4 TINTCRRETS V21 LICA TH—N—%Hl|
BRELIIBRELILIBE. EOARY MZHUHTEIS—HERET I8N HD £
T DT, MonoBehaviour @ OnDestroy XV w RT -= BEFHEFERL T
RNY MDY TRISATZRETBEHEETT,

FTH=—N=NE=2F T—LTLAHRICRETZREEHSPZHDICEATETE
To PIZIE. F—LATTLAV—DBERILIDTATLZE DT BIVICIA
VhERETEBZIENTEET, RATCEREZEHN T 2H52 AT LNBER
BRI AT -—N—NEZ—2Z2FRITNRETOT —LT LA DOI— FICEEZRIF
TEBLKAYRTLZER T BN TEERY,
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Unity 77U 7 =23 2D IE UMTOIEICHLTARNY b ZBEALET,

—  HEPNGERITRIRERER

— BEEH

—  PlayerDeath. EnemyDeath. F7:I& Damage
—  TATLORKRRE

- 1—Y—a HE-71I—2X

HIO I MIBEBERDIZBEY GBI A I VI TAIRY M ERETESZLDAT, U
TRUZATTEDFTHF—N—DORICLRIZHD FE Ao

Observing objects are unaware of
each other and react independently.

Observer

The observer pattern creates
a ‘one-to-many’ dependency
between objects.

In this example, they play a sound,
animation, or particle effect.

As one object (the subject)
changes state, the other
objects (the observers)
respond automatically.

o

2

‘,ﬁ /

Click the button to \\_/

invoke an event.

(W
)

Subject Observers

oY >7IILTFOC U LTlE. ButtonSubject IC&D A—H—HNRITIXDHREZ > %
fEAL T Clicked 1RV b EZMUPHR T EHTEFEY, TMNT. AudioObserver
JYR—2R> hE ParticleSystemObserver JV/R—2RY hHEEI N Z DM
BROT—LATS U D MBOAETAIRY MIIGETEDZLSICHDET,

EDFATTxo bz I U b Eeld THTH—N—1 IZT2DNE ARICE -
TEDDET, IRNVIERESHEZF T I MIITRTH TSI b LTHEE
L IRV MCISETS3A T I MIATHF—N—ICBDET, ALYy —LF TS
TMIHBRBRZAVER—2IV NI YT MIRBRB LA TH—N—II%RB
CEBHHBOEI, ALAVR—XYFTH, —FDOIVTHFRIITIEY TV MIC
B, ATRATHF—N—ICBBZIEHRBDET,

Bz IE. ZDFICH B AnimObserver IC& 2T U v I TNz FITHREZICD
LT BIMINE T, ButtonSubject =LA T U bD—ZBTH O BRH 5.
FTHF—N— LTHEEL £ 95
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0 UnityEvents & UnityActions

Unity 2 1& UnityEvents & WS BB D & X 7 L H'$H D, UnityEngine.
Events APl H'5 UnityAction T U4 — &2 FEHLE Y,

UnityEvents ICl&. A THF—N—NEZ—BHDI ST 1 hILA >V BZ—TT—
2DMEHL > TWVWE T, Unity @ Ul S RFLZFERAL-CcHHS (H: Ul
RA 2@ OnClick TRY b ZERT D) ATHNIE. T TICHERRERLH
LIl FT,

@ v Button

Interactable v
Transition Color Tint

Target Graphic =] Button (Legacy) (Image)

Normal Color

Highlighted Color

Pressed Color

Selected Color

Disabled Color

Color Multiplier

Fade Duration 0.1
Navigation Automatic

Visualize

On Click ()

Runtime Only v AudioObserver.OnThingHappened
B AudioObserver (Au ®

Runtime Only v AudioObserver.OnThingHappened
B AudioObserver (Au ®

UnityEvents (CId A —H—HRET 37HDT T T 1 AL IAVHR—2> hHMED>TWLS

CDBHITIE. REZ>D OnClick 1 R> ~Z& D AudioObservers @ 2 DD
OnThingHappened XV v RO 5D L RRY AAFUPHIN TR A8
NEF, COESICLT BIP I MDARY M2 DA—RALTHRET S
M TEETD,

UnityEvents &, 7 F—» 707 S7v—UADOI—H—HT—LTL o
DARY L ZEFETEDELDIC%0 3. ERLEEETT, 7=7ZL. System &
HZEEANSDRAZFEDARY bR TI2avEDHERICEZIEENLH B
HITEERLTET L,

UnityEvents X UnityActions ZfER$ 3BICIE. NT+—I VR FERE
ZHBIRET L T TV, FIIZDWVWTIE. Unity Learn @ Create a Simple
Messaging System with Events (/XY b ZFEHAL THELZXAvE—TY
JIORTLEERT D) DEZa—ILEBEICLTIRETL,
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B r®BS5, 8L ObservableCollection AEINTWVWE T, HENE
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§#89%4 EventManager #2173 : ¥ —LTL 1 DHERD DBRH AR ~
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BNICERINZTHIYNE—>0T 73 1)—T9,
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arhBYIDEETCE TY, CNUICKDARERKERFZRIBD . 2/ w70 J—
FOHIRICEE TR ehHD £,

EFIEa—d>bbO—5— (MVC) THAUNEZ—Y

ZOEBFDEED MVC NEZ—2ICE>TT7 V75— a3 >yhUTO 3 2L
V—ICHEITNEY,

— ETFLICTF—=2PMEMINB : ETILZIE. BRICEZIZENMREBEINET—
AAVTFDIETT. F—LTL10O v INREITINBZH. HEN
ThhalcbHDEEA

— Ea—-tR31>o8—71I—ZADTY :Ea—Iil&>TTF—2DI ST 1 hHIL%
KRENT+—<v bSh. BERLICLOAZUVITSINET,

— A FA=5=IC&>TASYIDUIBINDS  BBROLSBHDEEZTKL
123V F—LT—2EMIBL,. SUFTLIENREDLSICELT S D%
BLEY,

state-change manipulates

;ents \

Controller

N\ /
N/

Ffee COBRLDDBEICED. TS5 3 DON—YDREWIEDLSICHEET 5D
NEFENICERINE T, ETILTRT IV —2a3>7—42%2EEITS—AHT.
Ea—TREDT—FZ1—H—ICRRLET, A bO—F—TRRANZRIEL.
T—LT—2ICBADZ2H5DZBRBRECHEZITVET, €0%. ETILICHERZ
BLET,
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O, > bO—Z—BRICIET—LT—2E—FENTLEEA. Ea—D
BERTTo MVC THAUICED, ELAV—DREDFIREINE T, 1 DD/N—Y
NF—2Z2FKEL. DS 1 2ON—YHEZDT—FZNIBL T, REDNN—YHZD
T—REIA—F—IIRRLET,

RELIE. B—HEORAUNZNELAADDODERBIZENTETEY, EN—UH1D
DIrZBVET, CNHAMVC 7—FTIF v DFRD1 DT,

EFILEa—FLEYEZ— (MVP) & Unity

MVC ZfEB L T Unity 7O 0 b ZHRETZRIC. BEO U JL—LT—72 (Ul
V—)LFw b FEfE Unity Ul) IZR%AMICE2—Y LTHEBEELE T, TUIVICIER
ERIA—Y—AVRZ—T T —ADEREIFEHL->TWVWB D, B4LAD Ul JVR—R>
FZ2—DSRETIHNEITHD £HA.

ez L. KRB D MVC RE—VICRS itk ETILDOT—20EZ S >R
LICUYR>BHIC. Ea—BEOI-RAKROSNFT,

CHIFBEMRTIO—FTIEH D FITH. Z2<D Unity BIREIZ. J>~O—F—H
HNRE LTHEET S MVC DNV IT—23>D 1 D%FEARATAICZERLET,
CITlE. Ea—Il& 2 TETIHDEENICIIERINELA. KDDIC. LT &L
SIEZehfThbnxd,

COMVC DNVI—23>Dlc%. &
TIEa—TFLEYE—FTHF 1> (MVP)
EFVET, MVP THEISHIELODHEE
MRINTED 3 DOREOT T —
2avLAV—HBHBDEY, el &/N—
YOREDDLEDD XY,

state-change manipulates

“““l | MVP Tit. (MVC OO FO—5—Ic3%
LT B) LU E—DEDOHBDL AT —
BN rabEzd, EFILHET—4

Presenter EFREL. EDT—2%EE1—TKRTRTS
TcDIZT =Xy bLET. MVP IZL o
TANZNEBTZ LA V—D0EBDLD £

| T, A hO—F—0RbDIZ, Ea—7h
A—HF—ANENEBITZcZ2BLET,

updates Ulevents

ARY MRFTHF—=N=NREZ—=VNRZDF
FAUICEDLSIZEEFNTWVBRMMIE
BLTL#ESIW, I —H—I{F Unity Ul
Button. Toggle. Slider D&Y R—x%>
FeXWETZEHTEIET, Ea—Lo
Y—IZ&DZDABD Ul AR EENL
TTLEYEZ—IZRSh, SEIETLEY
A—TZOETIORELITONET, £
TILHDEDRAT—REEARY MILD.
FOT—ANEFINLCHTLEY
A—IfohD T, BEINLT—2HT
LEYRZ—h5Ea1—IZESN. £FZCU
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sees uses
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B EZHN1>2—-—T1—X

MVP DB T B7=DIC. F¥ T I X—T7 A TLDIEA (HAH) #RRT3
BERATLZTBICEVWENITATLESIWV, 120U FRICTF—E2% Ul ARY
ITARTCEFEDAL DB TETEITH. AT —ILTBITIEFELE T, HEEZIBMT S
IZE. RS REBICHR - Tm e FITEMICED £,

KHDIC, &D MVP ZERLACODATEHEAIVR -V 2B EMABLH'T

IFEd. XU T b% Health & HealthPresenter IZHEIL £9, Health >
A=Y MIUATDOELSICHED £T,

public class Health: MonoBehaviour

{
public event Action HealthChanged;
private const int minHealth = 0;
private const int maxHealth = 100;

private int currentHealth;

public int CurrentHealth { get => currentHealth; set =>
currentHealth = value; }

public int MinHealth => minHealth;

public int MaxHealth => maxHealth;

public void Increment(int amount)

{
currentHealth += amount;
currentHealth = Mathf.Clamp(currentHealth, minHealth,
maxHealth);
UpdateHealth();
}
public void Decrement(int amount)
{
currentHealth -= amount;
currentHealth = Mathf.Clamp(currentHealth, minHealth,
maxHealth);
UpdateHealth();
}
public void Restore()
{
currentHealth = maxHealth;
UpdateHealth();
}
public void UpdateHealth()
{
HealthChanged?.Invoke();
}
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ZDN—=3 > Tlde Health NETFILE LTHEEL £9, REOERNDEIRHIN.
ZDENZL T BTV R bk HealthChanged B"MUH I E T, Health (Zid
TF—L7LroO vy oidgEnEtA. T—FOEREEES XYY ROADNEEFN
£,

7212 L. I FEAEDA TS T FTld Health BEERELEFEA. TDEIXTIT
HealthPresenter A48V E F,

public class HealthPresenter : MonoBehaviour

{
[SerializeField] Health health;

[SerializeField] Slider healthSlider;

private void Start()

{
if (health != null)
{
health.HealthChanged += OnHealthChanged;
}
UpdateView();
}
private void OnDestroy()
{
if (health != null)
{
health.HealthChanged -= OnHealthChanged;
}
}
public void Damage(int amount)
{
health?.Decrement(amount);
}
public void Heal(int amount)
{
health?.Increment(amount);
}
public void Reset()
{
health?.Restore();
}

public void UpdateView()

{
if (health == null)
return;

if (healthSlider !=null && health.MaxHealth != 0)
{
healthSlider.value = (float) health.CurrentHealth / (float)
health.MaxHealth;

}
}
public void OnHealthChanged()
{
UpdateView();
}
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ZOMMDY —LAF TP o LTIk, Damage. Heal. Reset #FRAL CHENEEZE
EFB5DIC. HealthPresenter ZfEHAT 2 HENH D £, HealthPresenter
TIFEH. Health /5 HealthChanged 1 XY A LT S £ T. UpdateView
ZEALEI—Y—a>2— T —ROBHZHELET, ChiF. ETILTEZ
RETHDICDLEELSIDBZIZEICENTT fl: Ex2T7+ XVICRET S, E
ETF—AR—RIHBINT B)o

The Model contains data. The View
represents the Ul. The Presenter

MVP acts as an intermediary between them.

Model View Presenter is an
architectural pattern.

Like the other design
patterns in the Model View
Controller family, it applies
separation of concerns to

parts of the application.

Click the target to

apply damage.
Health I

Reset

oY7L TOC Y RTIE A= —DE2—4 v ATz 20w ILT
BXA=T7ZEZ1D, REVEFRLTEAZ)EY LD TEZECNTEET,
NS5 DIPEICE D, Health "EBEZEINZDTIEA <. HealthPresenter
ICIBERMME D £ 9 (Damage F7:ld Reset "IEUHEINE ), Health 514N
VEDREL. ZOELHEDL T tH HealthPresenter IZfzhB . Ul 7%+
Fe U XRSAA4—DEHFINET,

RFRCFEFR

MVP (£ MVC) 1&. 77U Tr—>a > DFEHRES BB IEFEBEZREE Y. 7 —
LOBRICHEDOREDF—LMBEE SN, O—2FRRIICODI>TXAYTF
YREFIS L ETFRALTVLREER. UATORN5A )y bZ2ERTE 50 8EN
HHET,

— SDEMEEHNABICEDZ . SLEVE—DIBE—%YDET T, I—H—
AEA—TI—XAOBERCEHFEZDDOI—RR—=IWBIFIFHIILTITS
EWTEBLSICABDET,

CHUICED. EfORRER TEEZPETZ W TEET, F—LIC70
VEIVRBEROIFAN—MDWVWBBEEIF. Ea—IC2VWTIXEETLEL
FL&So F—LDSHMII L THEEXEDHDZI D TEET,

— MVP Y MVCICEDEEFETIMDIEREICEZ: CNS5DOTH AV INZ—2 Tl

A—Y—A2VE—Tx—IADST—LTL10oO vy IZDEELET. D
e, ITAZ—TRRICBEE—RICAB AL, ATV 00—k
TOPEICOVTE I al—2aryZEFTS3ENTEEXT, CHIFKIELKRE
DERNUZDBMD £,
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MVC & MVP EU Tz THBEPI VA —TFSA AV I Iz 7 TRILKEATNTL
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58VWE. EDOXY Y FMIE2EDEEZHDD EEA, WTNHD/NRZ—2% Unity
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EBD. MVC E MVP BEDKRERT—FTIFvNE—2TT, AT SBIC
305 22 REICHE T ZRENDHZ7-0. HHEEDOMBBILL. FRIICK
DZLDIEEDKRDESNET,
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Ea—D—&TI, Unity DIRTOAVR—RV bET—42, OP v I, 1
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Too OO TFIBRV) T RTIE MVC/MVP OZL DAYy hEZEZSTEHRLE
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EFTRITRMRELNHDFT, —MBNICIF. BETIAMEREHETEZI 28O L
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SavODEDAEDEHICENSEHRA TR ZREF LTIV, £5T
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<TEELN,
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ERELEFT,
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DEHT—2%2RFETZEHTEET, TNIckh, —HDEY k
DT—REHS5S—AZWNEBLTVWBBICRTIZ N TSI, C
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PH|IZAMEEImICL AU VT LTWSE SITERTY,
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