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Unity ZEALTIER T BRI TN TZEONSHE T IV ERHDEFEAMBERDDIF FHENDTTIC
ER LTV BEIREMED R LT,

VIR I T FHA UL TESAEBRL TV I FTERMBICOVTH. ChETE<OBRE D
WODETHTRHTERL TSI D TTAACEET AR ERD BT L TIRLD S LA EEAD,
FHAYINE—EBLTEADE DL S BHINE F LTS ehEERTLATEET,

FHALUNE—VIF VT RITT T OZFUV BT 5—BMRRE I T 3 ABMARY 2 —
$aYDIETE, AE— LT Z0EEAHOI—RICED I TLERBESBER LY U2~ a0 TR
BOECAD. FHIVNRE— i FROEEBICANTETISATILIFDEER L ERBI LN
TEETFHIUNZ— VI DD OPTVEBA OIS, 25 TRVNEDETHATT.

COAARTIE Unity BREICEWTELHSNTWSTH A UNZ—2 2 & D E LI COHARTRNT S
PNZ EBRELCPT VL SERILLTEDEMNAEFIAEDLRS LTV ERITHRIRICERT BHICIE.
C# DERNLGHNF ZBRLTEBENBDET,

BEERBEIOFE 2 RICIZ Unity ISa=FTDXVN—DBUIIRRDHoTFH LLWINZ—2E LK DH
BMLTWES, TSI COATRICIBELTWSO—RFle O oM Unity 6 TEET3EL57v
JL—RTNTWLE I Unity 6 IFSFEERFICVI—IINET. COHIROO—REPRTEIOS VM
ROTHEETZHBEIX Unity 6 TLE2—fi #A U O—RLTLIE I,

FTHAUNZ=HDEO AR EEICEZLTEIEVARITIC.EDT I UNEZ—EBATES
—MEE T — LBER S FUFDBNALTVWET DA TS I/ MEREEE (Java.C++ 1Y) H'5 CH# IC
BITT3HDEDHIC.CNEDOY U FILTIE Unity IT8EELIc /N2 — @A EZHRBELTUWE T,
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@ | Introducing design patterns |

THAVNE—V I HHICERRETATT7DIETIT IR TORRISEEITBDITTIFHDEEA,
LHOLELKERYT B ET RT—ILIB3ARERT TV —2a>yOBRICRIEEI. O I
AT ET. I—FOAFMEZED - RN—XZBEBINCREICRS F .\ 2—VOFERREE
BRBIETEDEIIVITHEATNIERARE IO EROIE—RT7 YL DBHBHOHDET,

TTICHZBHDZEDETDOTIF AL LVBDICEDIEAEL LD,

BhRE

COHAARIBEDaTIITIRT—T4 A LTHEERPTLEERICT 3D & VFX OFIFEIC 15 5F
MU EICHOIc>TERDHATIRERERFSIREIIMIRY — LBARERKEE TH S Wilmer Lin KIZ

SOTHWESINFE LI FHEICIE = 7T o= AL AV T YR— T4 X% —J%— Thomas Krogh-
Jacobsen DIEH\ Unity D=7 T 7 Peter Andreasen & Scott Bilas HAI<EELTWVET,
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_DOHARDEWNS

COATRDOBEMIF - RICDVWTER BT3B A EZIRTIBETI IEIEAYTINILT
THA 2 INEZ—2% Unity BRFEICFHELTBNALTLED,

HO7IILTOT IO

CD e TYOICiF . AYTHFRMIA-TOA—RO—8% RS o770V BMIBLTWVWET,
Asset Store IS 7/OC V24T O—RL ST 3= 2FABALTTHAIVNEZ—2EFn%E
T ZBEAEREREL TS,

XZa—h"5 SOLID &ETHAVNEZ—> D VT IVICBEY %,
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@ | Using this guide |

Boot >—> WSO TV ERIALE T NI TEEBR L XTI U AZa—ADT7 I X% RMETS
T—rRLSYT o=y (BRBROFEALEELR) TIoXZa—DSBEMNOY Y FILICBEITEEd. 2N
2RO —>TIF BB 3 SOLID OVt FRHBIVETHFAUNE— D RINET,

HUINTOD I OERK.

YOIV TAS T IR EERAAMROOA— RV FILTIF BFDEVWHELBRBEENDHBZEICTEE
IV DHODDPRTILHEAPTIZEBEL. —EBOFITIEEILIN/ZO—F (public 74—JLRARY)
EZEALTULET,

FLAICEOTUIAATRRH VTN TOAD I TERATNTUVRREDALIZRBRZ ATV I REZI %
FOZEDBH B TLLD BRI —XIHFHE LT C# REAILHA RZER L. F—L2F T—EBLTENIC
ST ZHEBOLET,

FBHAEU R e TV C#t ZTILATRE(ERL S BARIEDH B F D) =24 0—FEE %
BRLETV. I RFREMILDOHARSAUIEIGAER . RETBHEDEMDESNET,
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@ | Using this guide |

@ SceneBootstrapper

CO7OSTIMIF. 7O TV EERD Unity O—ICREIT3TORB IO ZRRL
I37=-DICHE TN SceneBootstrapper 77 XHH D%,

T—hRSy7OSY I BEE—RICABTUICIEE LT Boot >—> R AICEEMICO—NF
L& 9. Z2D7=8.Boot ~—>I& File > Build Settings TRFICURXNINZIHEHLHDXT,

COT7TO—FICED T —LDHEERI—EMEFIEBIEHTEXTLIRE Boot >—>=FEWLT
WAEWMBETH. BEE—RICTRLECHS IOV BEINICO—REINET,

F7c.SceneBootstrapper IFBEE—RAPBABINZFIC I T —CRERICTIT1712o1:
O—>%BHL. ZDIEHR % EditorPrefs ICREFELF I BEE—RZRTIBZE RRICTIT17
1EoTes—VICR2 10 R LIC B S BR LY I<AD £,

XZa—%fEALT SceneBootstrapper Zt1DE X 3,

Boot >—>ZHEIEHETIC. > — & @RICHESE L7z LWEE & Design Patterns XZa—h'5
bootstrapper Z#E#)IZL £9 (Design Patterns > Don't Load Bootstrap on Play).[ElCX=2—
h5 bootstrapper ZBUBMICTI X,

TIVG—2a 0 FE LKHBESESICIE.TRTOS—2H Build Settings ICUX LTI,
bootstrapper >—>h A>TV IR 0 ICEREINTVWRHELRBDET, ChETHhHEWVEE.
FREFID IsSceneInBuildSettings XYY RIZIS—ICHRDET,

Bootstrapper OEEADEMICOVTIZ [FEFEO LI avEBRBLTLE TV, CDEETIE.
QuizU 7AYo b5 DEELID bootstrapper ZHBNLTWVET,
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@ | Using this guide |

Bootstrapper & Boot ¥—>%ZO—k3 3,

KISS DA
B I EBEICT IR EEIC T TO—F T3 "ELLAE" 131 013 TIRAVC CICBBL TS,
YOI —RIFEHDV)2—23>D550 1 DISBFFE A

FRREIDE LTSI AHT RO TR TEKISS DFEE (keep it simple, stupid; TI372IFTEHEICLTEL)
DIAINA—EBLTRBELIICL KTV RAERIBEDAH EHIZEMTEELSICLELLD,

IRTOFHAVINE—UIE L — RETH N F T ST R SHBE DB, IR E DB MBI
BOETRETBHIC. THAV/NE— VDB 5T Xy MBI RA S 5D THENESDE
LTS W,

B3N8V HSHI TN EBHARIBICE TZEZDESDEN TENRRIF. ZONZ—UHED
BRICEAT &S ICBLBRRICHZ ETHOCLEBBHLETH LU S HFTHENS5, LS
BT/ &R T 3O TR A BB SITEBLTI I,

E59BET KDBNIY I IITOREZT R—E TR VWSERKRDODBENT. THFINE—2%
BRATERELSICRDET,

FNTIK RO TVEELLS,
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SOLID JR=A

SOLID 3.V 77 THAUNIHT2R 4D 5 DORBD BEEE T ATV MER OTHA %,
BRELCIREAT R TLYPIC §3DICT—TAVIBRICBEINE 5 DOEFRIL—-ILEEZXT
<TETW

FHAUNNE—> DFRADEIIC TH A VINRE—UNCRETE VDD DT VR ERTHELLD,
5 DOEAXFEIIUTDOEEDTY,

—  E—&1E (Single responsibility)

— A= /7O0—XF (Open-closed)

—  UZO7DiEH: (Liskov substitution)

— A>A—TJx—25E (Interface segregation)

—  {&k7FMH¥ER (Dependency inversion)

CNSDRBOAVE TR 2ESEL. O—RE2LDHDDR I ERT AT FUALPTLTBZDICES
B O ERTVEELLS,
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@ | The SOLID principles |

B—5FDRA

IS2ELEITBEEIT 1 DTHINEIT.1D2DISXUE 1 DOEFDOHEFONETT,

SOLID IZB I3 RAIDH ORDEELFRF E—FEDFEH] (SRP) T CUFBED2—ILITR,
B3 1 DOBEEZRE. OV IDEDED DHENTEILTBEVSRAITY,

DEDN DDERBIFRAZIEN T D TIF B ZSHDNRRB I ZRZERTEIRITZEWVWS LT,
BWISZRAVYRDIFSHERANEE T EBELCIK REDRE TS

Unity OERRERIHNIE.COAVETMMITTICENTWBZETLES S — LA TSI M EER
TREEFORICIINETBREBIVR— I MDMMRERFRINEILHZIE IUATOESBHDTY,

3D ETINADBREAEN T S MeshFilter

—  EFIILOHY—=TIZAHNEEIEICEDLSICRTIINDD % EIE TS Renderer
— 24—l (scale). [El%x (rotation).fii& (position) H'&IH IS Transform J>R—R 2k
—  YEBEIEZalL—aYeiEEERTAHENHDIES T Rigidoody

BAVKR—2UMME 1 DO EZBV +DBREIZRICLET — V2 @RS — LA T T/ T
BRINE T, ENSDOIVR—R U MEOHEEERA T 7 —LISEDII>TVET,

RV TMESNI AV R—R M BRRICBRLE . N TN ARISEE TIBLSTHFILET,
LGNS Z BT ETRMBEEZRELET,

H—BADRAZERIZEUTOLISBARZLAVR—R U MIBSTLESEENDLHBDE T,

BROEE %D Player U7k~
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@ | The SOLID principles |

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();

Z® UnrefactoredPlayer 7 RICIFVK DA DIREIDEEL TOWE T LA V—DMANCEE T EZ
BELANZEEL.BHOUEHBVET RS TRERNEVWI SR TH>TH. 7O I/MD
HIEDNKRIKBBICONT AT FURISELABD E T Player V7R ENIBISRICDE| TR %

REFL TSN,

H—BEREFOERBOIFRICUT 72T SN Player
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@ | The SOLID principles |

[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

{

Player VU BRIV TMEINIMD IV R—R U EBIBTEZILIIEDOEFEANR. RIS
1 D2DZEDHEESIESICHE>TVET, COTHAIVICED FICTOS TV FOEHHEB I
ZT 3B A—ROEBELBZICKEDET,

— AT BE-BREDRNZERTZHFICII. EROEERNTNI Y RAZRBLENBDEI1 DDAV YR
LDMFI B WIS ZRIEDDIER Y B & W\ o o iBif 22 BB IS8 1T TKRE T LY,
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@ | The SOLID principles |

B—BRDORAICR-STERET B35S I U TOIEZREICEVTIE T,

AR I SRS WES D FRARP T VT T BRI —ILIZH D FEAD ZLOFEFEEIL 200 17
5 300 [T LERELTVWE T, COREEE "BV ERATHE. BREEPF—LTRDBLSIC
LTSV CDEREZBZ B EIIEKDNSBN=VICVTF7 IR T TEBRVHMRET LT
<TEELN,

AR NSRBI SZADIESHEDERICHATE X EREIHEEZELTLES 20 E T,
BEZMRAICDETRZIDTEET,

BB SR2NE DDEDa—IU1LTEESTHAUITBIET T —LDEDMDERST
BARATIZLSICEDET,

UI7702)>00FBBICIG I—RFZEREH T EDPHOF—LAYN—0 QOL (£EDE) %=
CNUFEE LS EBRIDEZERICANTLKE TV RANCE L E LIcFEZEMNT B ET RO NS TILEREHC
DEMNBIEIFELRICLTHDET,

@ VTV EIE T DT ETIEARL

VTN ERYIRIITTHAUICEVWTEEBICEN BT Y THO EEEZEHBIXT
ROEBRVEDTIEDVI I TTHAVIIHIFRICEEZ B TEXIH?RABICHTST
TIVT—=2a R L TAYTF VR ZTS5TENTEEIH?

COHARTRBANT BT HAUNE—RRAUDOEENEES VTIICTEDICRIBET. TD
CEICED. O—ROREMDZED.LODRT—FTILDOFHAR T BDF L EDTDICIE
EBMERECHEIBETT, "SI ¢ "EE" FRAETIEHDEE A

NE—2%FERETICACKEZIERTEICE (ZLDIHE.LDERET) Ty Kz
MIFTICERICER LI DD VTN BEDICHE LN B EEROEEA SV TINBHDEES

BFRUVTLESLY,

Rich Hickey EKIC&3587E Simple Made Easy ZfREEL. KDBNIY TR I T7HERICO VTILEH
EDESICHFETIMNMODVWTIBEERD T T LY,
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@ | The SOLID principles |

111 ey 37w ) | B m D 274

BN TASTIMIEI T LAV —F v S 02—ICBE—BEDREZERIZEEAETELNHD T,
Player 7ZRIE. FLAV—DREDIEENENENEBETIMDR IV EBRLET,

— PlayerInput (3. F—R—FHSOANZF v TFr L RUBL. FARIMUICEELET,

— PlayerMovement (& PlayerInput 9S5ADSDATIRIMULICESVWTILAVY—DFHE%E
HIEL £,

—  PlayerAudio (. LAV —HEEYIEHELILEIICHIVRI TN EBELET,
—  PlayerFX & FLAV—DN—T1 I AT LZNEBLET,

B—BEICED. O—RR=ZABPEDED 2= EIN FGEAPITEDE T, £ DIV R—R UM
HEESZFICEAVR—R N EEHLEDILERELIED TR EAEEICEDET,

B—HFEDTETIE Player BVNEIADVR—R I MIDEITNTULS,

A= o0—XRDRE

SOLID FHAVICEITE #—T /00— RDEE (OCP) Xidk. IFRIFHRFRICH L TR TED,
BEICHLTHELTLWAITNIERSHVEWSREOZETT. ENS5DHE LT HIFROERETED
HOET,TTDI—REBETZ R LVEEEER TE3L5 75X 2B LET,
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@ | The SOLID principles |

COfI Tl AreaCalculator JFRICEFOEBEZIRT XYV YR EMAOEBZRT XYY RRHDXT,
EEZETE T 57-IC.Rectangle 5 XICIE Width & Height %D Fd.Circle ICKRERDIL
Radius ¥FREROMEIT TS,

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;

}

NTHoIc#EEL £ h AreaCalculator ICISICHREEBIMT Z2HELHZHE I FLLFR
CCICFH LWV REERLBRITNIERDFEA B THARCABEZETHNENHZHBEIFEDST
L&S?2T51C 20 DRI UBRERIFEIZ?TD AreaCalculator Z3RIETCICEN EA D FIC
BXB<EL>TLEVETD,

Shape LWOSEKRISIAZED. ZDOFRZMIET S 1 DDXYVYRZERTBHEDLHDEI L.
E59BEEBBIRENIETZIHIC.ODYIRICERD if RT—bAVIBEICRDE T E5%83
ESFLRT—ILTEEE A

FTTDI—K (AreaCalculator ORER) ZIEET B < Ih3E FFLWIZREERATIHEEE) (o0 LT

TOISLEBCKERD D FI.IIRD AreaCalculator [FHEBEMICIZRIEDH D EFEAD A —T>/
JO0—XROEREANGERLTVWET,
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@ | The SOLID principles |

FLWERZZITEB £ 5IC AreaCalculator Z7 54> 3ICIFESTHLUELLD?

RODIC RIS Shape ZEHRI B LR LTEE L,

public abstract class Shape

{

public abstract float CalculateArea();
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@ | The SOLID principles |

Chilid.CalculateArea ELWOHIRXVYRAZENTWVE T, Rectangle & Circle #' Shape &
BEASNBLSICEREIT DL BN TEEOERBZHE TIZLSICHDIFERNBRINET,

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;

AreaCalculator I ATDELIICIVFILICTEET,

public class AreaCalculator

{
public float GetArea(Shape shape)

{

return shape.CalculateArea();

}

public class AreaCalculator :MonoBehaviour
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@ | The SOLID principles |

private void Start()
{

Debug.Log(GetArea(new RectAngle { width
Debug.Log(GetArea(new Circle { radius =

}
public float GetArea(Shape shape)

{

return shape.CalculateArea();

{EIES N7z AreaCalculator 7R TIEHRI TR Shape ZHEYNIRELTWVWD. HSDBFARD
HRERE TEET.CNT DYV —RIF—IEEE T IC AreaCalculator OEEEXILRTEI XY,

F=72/o0—-XRDRMNCHIES 2L 575X Z2EE
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@ | The SOLID principles |

FLOWRUIVHRE(IZR BTN Shape ZMEAITEZFHLWISREEEZT BT TI . CNICE2T,
YIS SNIBAARD CalculateArea XV Y REA—N—F1RL.ELVEREERLET,

COFLOWTHAUICED. TNV ITHEEICEDE T FHILWERTIS—HAEELIEBETH,
AreaCalculator ZBEEIHEIIHDFHEAGVWI—RIFIZEZITLWAEVDOT HLLWI—RICEAEDH S
Oy BRVHEESR S BT TREAE T,

Unity THILWISRAEER TR ESIE AV Z—TJ—AVHRIEZFBLTKE TV ChICED B LD
IERZHE LT BV switch RTF—FXVR® if ATF—FXV RO YIRICERETICER
F9,0CP ICEEEB LTS REHRET I EICBENNIE FLLI—RFOEBMAERNICIZBEMMICAD XY,

B2 g i = B2k 34 o

BTN TOSTOMTIE A=/ oO0—XRORBZBER T 2EEKOF ZBEATETBNALTVWED,
CCTIX HREARISX Area0OfEffect IC CalculateArea EVLWSHIRAVYRAEA TN TLET,

IREDV TR (CircleEffect.HexagonalEffect.RectangleEffect. TriangularEffect) I&.
IJ7zVbOEBZHELED.EDaFINITIIOMEBELIEDT3ODMBEORAZRETEIET,
FnENH CalculateArea RCHBEOAOYSYIAEETZIEITTILHLLWIVFTIIIINAT%
EBMLTH BEOI—RIEEDDEEA

TLAv—h EffectTrigger AVR—R VM EEETIL. BI TV MO EENAFFAZANS H<TH.
AreaOfEffect YHEEEALET.CNICEIDFLLWI 7T I MEBMNT 3R CIRIEN T EDET,

F—=72o0—ZRORANCED. - FOIRED B £ 50
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27D &R

UZXIAT7OEREFER (LSP) LId REISRIIEDERTZRAEEBRAREETHITNUIBSBVEWVWSREID
CETIATVTIMERTOVIIV I TR MEZITSCET I ISR ZBL THEEZEMY B2
TEET LD L. CNFEBLBVWEARELERSIC ORI BB END'HBD T,

SOLID @ 3 XBDORETHZVRATOBHRRANIZ YT ISR ELIDBRENDFRICTDT-DIC MHEE
CDESICERTEZINERLETD,

J'—LIZ Vehicle WS ISABUREBRELET.CNAT TV —2a>Di=OICIER S 2EmY TV
SADERIZRIIBEDETHRIE. BERERC S YIDNRBREBIZRZEHHDET,

TARTH Vehicle ZiET 3,

EAXUSX (Vehicle) WMEATIZLIATIEEZTHCar ¥ Truck DY ITISR%. 7S
T=2a EETCRLERTERLSICTINELRHDET,
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Vehicle 73R BIRIFUTDLSICBDET,

public class Vehicle

{
public float speed = 100;
public Vector3 direction;

public void GoForward()

void Reverse()

void TurnRight()

void TurnLeft()
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R—FETERZEHHTEZ—2HT —LEFELTLBELED,

HEELEEDOS —LDA

Navigator EWSRID ISR ZEH L T EDH SNIER ISR > TERZIRM T 5N TEET,

public class Navigator
{
public void Move(Vehicle vehicle)
{
vehicle.GoForward();
vehicle.TurnLeft()
vehicle.GoForward(

’

)
vehicle.TurnRight();
vehicle.GoForward()

’
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CDUSRICED. H5HZEM%E Navigator D Move XV wRICEEZESICARZIEHEAFTIXT,
CNIZEBIEBEL NS YU TIFREREEELEXT. LA L. Train EWS ISR ERETINELHZHEEIE
E5%BTLESIN?

Train IZEARIZRITERT Bo

FIEISIERDSANB A TER V. TurnLeft XV wRY TurnRight XVwRIL Train 25X Tl
1aEL £ AoNavigator D Move XV RICHIEZET L. ZDITICEREL/-E FICHKREEED Exception AP
2O0—3INFT (FLFABTONELA) B ITZA TR ICBBRTIRWVEEIZ VA T7OBERERLIC
ERLED,

Train IZ Vehicle DY TR TFTHBcH. Vehicle VSR FERTRELGEZATHNIE. LT TD
FERTIZEFATEIET, TS5 THVE. O— KRBT REHEEE TR REMERHD FT,

DZO7DEBHRREIDERICTFIDICUATOEV R EEBICANTLIEEL,

— USSR THICIFICHEZHRII . VRA70ERFAICERT 38N TES:
NotImplementedException (FCDRANIER LISREMGBAMITI XYY REZED X KIZTS
HEBRKTT VI IVIZADNEOEERISADEISICHELABVBEIF T XBRNABAIS—%
BINDRELTVWAWEETHLSP IZR>TUWEE Ao

— RBILBSOTNICEDEXRISRICODYIZEMINIETBIFLLSP IERT B RTEEMD
BEDETEARISIATRITI B30I TDORET T IS RD—MHBIEREDHE T RIHEDBHDET,
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— HITIOSRICIBEFRISXERAL public XYN—DHBE:CNSDXAN—ZFVHTEEICIE.
B TR Fr EBEBNETT,

—  VSARBEMILTIRICITR APl ZIRET TR IR TEEHMERELZLTVETH Car & Train &
AMBEDIRI S Z WA T BIFSHNIBICHE>TVBHE LN FEBA.ERBORENISIAER EEIC
—IBEIERD FH A

— BERIDHEMZEBEATIMEAETECTHELZEZSLTRRDODICAVZ—TJT—XEIFRD
IS52ER LB EDIMEE N T EILELET. ZLT. LWAWLWAR LA EHETRIDEEED
"Bt ETEDHITET,

MELDHERZESLTS

CDTHAVHEIETBICIE TTD Vehicle BZHEL T ZDOMEDKRE D E1 2 —T T — RICHBIT
IEXY,

public interface ITurnable

{
public void TurnRight();
public void TurnLeft();
}

public interface IMovable

{

public void GoForward();
public void Reverse();
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RoadVehicle B ¥ RailVehicle B1%{Em$ 2 T.LSP ORI LDEBRICRWVWET, ChickbD. Car
& Train "ENZNUSHIGT BERISAEMETDESICHEDET,

YRIA7DEHREERLILV I 708V
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public class RoadVehicle :IMovable, ITurnable
{

public float speed = 100f;

public float turnSpeed = 5f;

public virtual void GoForward()

virtual void Reverse()

virtual void TurnLeft()

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

{
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COREICEDMETIERAVEZ—TT—RZBLTHEET B3LSICADET.Car & Train OEXK
IS5 AIEALETHRL BB LSP -9 L3I D E L -RoadVehicle ¥ RailVehicle (&AL
BERISADSRETBLIICIEETCIEIN . COTN—XTIIZDODHEIFIZENIZEHDEFHE A,

COEZAISERMNICIFEELICKOUDD LNFEAREHRICEALTHZIEDRBLVIAAZFO TV
W5 TITVIMIITRARFEICEVWTUL. CNIE [ - FBAMECIFIEINETRED "is-a" OREFRHANITART
MAEICHTIEIEDDITTIEHDEFR AV TN I 7T HAUNINER OIS IREICEA T 2F A TlEEL<,
ISARBEZBIIT A THAIEEENBNTIIESLY,

DZOA7OBRBERICRES CETHEDBEVWAICHIRZE T O — RR—IXDILRE C ZHMEEH R
FOICLTLIEE LY,

m:yrInrsaszok

COYYINTAPIITR —EONT—FyTZRBLTUVRITOEBERFEANZHEALTWET,
PowerUp IR FL 1V —/\7 (InvulnerabilityPowerUp.HealthBoost.SpeedBoost
BE) OERISRLTHELEI. ST I USRI FEOOS v IE2RETZ/-0HIC ApplyEffect
XYY RZF—N—F1RLET,

YZXATDBIRIZED. PowerUp DAY REZVRITITRTZEDH T ISADAVAZVAICBERZZI LD
TEET,CNUCKDGEBTZ/N\T—7y T OREEICRERER T — LD ELLENMET S U AMRIES N £ T,

ZOFER A—FOBH AR CRFUED R LELE T A -T2 //O0—-XFORAZR{IL L FRAICHT LW
BATDONT—=7yFEMLTH BFEOI-—F2EETIHNERIHDEEA.

UZAT7DBRTIZ YT IZRADFA T MIBRISADAT VTV N EICBSRZZIEH TS,
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A R—TT—ANEEDEE
A2 =TT —2TBEDREE] (ISP) &I 7517 MEIFERLEWVWXYY RADKEEREI TN TIEAS
BWEWSRBIODZETY,

EWMEZBE BEABRAVA—TI—REBITEIETT 75X AVYRIFEHE K EVWVSE—FED
FRAILEILE R BICRVET CNUICKD FEMDIRARBRICEED. AVZ—T—IHRNAVNI DD

TETELT LAV -2y EH TS —LZFIELTVWB L LES, 22y b TEIC HP RE—R
BEDRAT—FADEBDE T IRTOIZY MIBELDOKENRESNTVB I EZRET 5105 —
TI—RZ2EHTBEEWTLED,

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; }

B BIBCARTFER DRI/ BB ZEN T 2R ED' HBELE T CO/BEEIFEFTEFEADHP D
RBBETY, £ 8OARMICIE. S —LROMD I =Y MIFEEMTENTUWEZLDTEUTrHRE
INEEA

IRIEATRE R/ ERICZHD AV Y RERET 5102 —TJ1—R%Z 1 DERTBD TR B ERD/NE R
AVE—TI—RICHEILE T, ENSZRETEISRIBELTEHDEMAEDOEBLITTEAET,
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AVB—TI—RENSBHDICHET B,

public interface IMovable

{
public float MoveSpeed { get; set; }
public float Acceleration { get; set; }
public void GoForward();
public void Reverse();
public void TurnLeft();
public void TurnRight();

public interface IDamageable

{

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

public void TakeDamage();

public void RestoreHealth();

public interface IUnitStats

{
public int Strength { get; set; }
public int Dexterity { get; set; }
public int Endurance { get; set; }
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IRFETBRICIZTIATDESIC IExplodable 14 —TJ1—R%ZEMIT B HTEEY,

public interface IExplodable
{

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

public float FuseDelay { get; set; }

public void Explode();

1 DDIFRICEBDOA > A—T1—A%RETES/-8%.IDamageable.IMoveable.IUnitStats T
WA ZEEBETIED

BHETIRIF MDD E—TIT—ADFREREA—/N\—AvR%ALIC.IDamageable ¥ IExplodable %
FERATEET,

public class ExplodingBarrel :MonoBehaviour, IDamageable, IExplodable

{
}

public class EnemyUnit :MonoBehaviour, IDamageable, IMovable, IUnitStats

{

}

f:grInraszor
COPYINTASTI TR —EDE— Sy AT M EBL TV~ T —RERMT B15%%
BALETIIATHOREEZ A DY IVRDEREZ TELET,

EA—TYMIBBBEXV YR ZRELTVWET . BRI TXIE IEffectTrigger.IExplodable.
IDamageable BE KDINE EESEROTcAVEZ—TI—REEEIT I T HRIZEHEL ITE
RELTVET,CNICED IFREAVE—TT—ABDRBRKEFEERINERINE T,

— IEffectTrigger #FAT3L. ATV MNIEEDBHTE AT IIT VN A—T1F
I7TUMERIH—T B ENTEET. SO — XTI BRI EREI NI BEY I TT O %
RLET,

— IDamageable #FEHTRE. AT IIMIAXR—CHEEZZ N TEE T HealthBar Z {317
SNFcB—HYMEHP BB ARZEERBLET,

— IExplodable (3. Z—7 Y HSERTIRICER LN T2V REVRELET,
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5LV BZ—TT—ADREICED T —LRRICEIT2F TV OB EERORSEMLA T EDET,
Bz IE Projectile IFRIE BR2—4 YV DEENAREIIOVWTERMNS AL TH MDA TITIMNC
FEREEZONETY,

AYB—TI—RADDBENE TSI T EHMERLTVWARVXY Y FICEFLTIEWIRVWEWS ZETT,

(D 1> s-—r—203071L1

SerializeField B4 %1 >2—71—RB D T7+—)LRISER L TH. public ICLTH.EDTr—ILRIE
Inspector ICRTRINEFE A Unity DIUTILES ZTLIFER I ZZHFIC MonoBehaviour »
ScriptableObject MM EINIITIERSLSICHKETINTLET,

AR —TI—RARAKENICHRNBRDOTHD. TNhBEFIREFNLT —2ZRFLBV D,
DITINEXNZZLDEEDHRICED EE A COFIRICHLTBITIF A TDOIIICLET,

—  AVR—TI—REIITIUELESETBRHADDICAVRZ—TI—RERETZIERATI I
(1 2. |£. MonoBehaviour ¥ ScriptableObject) ADEEE U T7ILILLET,

—  SYBALIC is F—T—REFEAL.DIVTIMENAT OV 2FIvILTHF v RE
LET.ELTURBERIVEZ—TI—RZRELTVWBINESIH ZREBTEIES,
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PleZEFTHELLD,

public interface IInteractable

{

void Interact();

public class DoorController :MonoBehaviour, IInteractable

{

public void Interact()

{

Debug.Log(“Door opened”);

}
public class GameManager :MonoBehaviour
{
[SerializeField]
private MonoBehaviour interactableObject;
private void Start()
{

if (interactableObject is IInteractable interactable)

{

interactable.Interact();

BORLICEDETH VRO TOBEHROF EEKICIRASIDER MBI INE T 1V EZ—TT—X 08D
FRENICED. SR TFLEYIDEE L. EEPIRNBZICRDET,
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KD RA
EFMEFE D[RR (DIP) i EAOED2—ILIE TUDOEDa— LD SERADNZEFEAATIIRS AL
EVSRRIDC LT BB L bR HETNE TS,

ENTNDE OERZFH LHBALTULEE . HB VI RMDISIEDBEFEDHBHBE. TN KiF
FIRETCITES TV IRIITTHAUVICEITZREKEFRRICII. —EDIRIDBHBDES,

HBVFZCNDIZZADMHEAICEATREBRNZL T I RIDIFRIEEEMAD_LT 2 DHOD
DIADIET S (F7id 2 DEDVFRODEEICKDRIID I ZIADMIET D) AREEN HD £ BELR
BERIEV)—TRWA—T12 I &K BBHCRBINTVWE T, 7 VT —3>D—E5DITZ—h\
ERZFERIIEZ BTN BDETS

IS ABOKERBRZTIZL TP AT R ZBER LTIV I BV ABOFESIC
RETBZDTIRABLLEDIFRAREBBON—VZEESEIHNEDNHD X internal F£7zid private
OSYITHEET DA TSz VMNIREEDNBEVWCRAINET,

NALSFIVAELTHREEZRICLUBEEZROHB L ZBIELTIZTL,

REEOBVEREAZEIET,
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FIELTc —LT7 TV —2a 3 EBEBLIRD TEBRLIICTEIBENBDE T 7TV r—23 0
BRI EETIONHLWVGE I RELEDISBBAICHEOTVBINFARNTIES L,

RFEYEDRANIZ. VS ABDBREIE R ERBOBIDICBIEE T, 7 TV —Sa il ISAR I AT L%
BRERIIRICBAL "L ODDE " DBDOHBHDET, ENDISATIX AADERITIB/HIC.
TUIDIZRIEIZELEI,SOLID TIE.CNETIDEZBLSICITRE EWVWSIETY,

XvIUR—HDRT—OFFERL. R T EEH S TR —LEHIELTWA E LE T, CDIHE . Switch
EWSUSR¥E.Door EWSHS 1 DDISRAEIER TR LWTLES,

(Efiz) 1 (FMiD) I3 RICEHEKEFT B0

EUTR FvS0F—ZREDHBAICEN L AN ZEESEILELHD £ Switch NEDREZ
BOWET,

TLIZIEHS 1 DDIFX Door BBDRTDIAXNIZBHKHEDREINTVET . > >TILIZTS
1=HI R 70O Yo %KY Debug.Log RTF—FXVRBEBMINTLET,
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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 (. R7ERAWVEDEALEDTEoHIC.Toggle XV YRERUHETIENTIE T EEEILLT
WETH E&EIE Door H'5 Switch AOEKEBMEHNEZEEEINTLFEF>TVWSETYSwitch @
O2wo% FIZIESA MPEREORY N ETITAR— T3 Door UANTHIEEESEZINEDLHS
BEIZESTNIEVLWWTLESH?

AMDXYyR%Z Switch I5RUTEBMIB LI TIEINA—F/I/O0-IARDRANISGER T B LIC
BOEIMREEHRYT ZHEMNH LB TTDA—FZEE LB TIIBDEEA,

CCTHOHRIEIBIIEET, VSR EISADMIC ISwitchable EWSA Y E—TJT—REFL T D
TEET
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2 20U SRMEICHB 1 2D ISwitchable 1> 2 —TJx—2X

ISwitchable IZRERDIF ENDTITA T THEINESIHDZIBETZ7-HD 1 @ public FO/NTr L.
F1 % Activate LU Deactivate TRV DD DAVYRDAHTY,

public interface ISwitchable

{
public bool IsActive { get; }

public void Activate();
public void Deactivate();

ZNICED. Switch 1. R 7 EETIEAHL< . ISwitchable client ICIREELIATOLSICED T,
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public class Switch :MonoBehaviour
{
public ISwitchable client;
public void Toggle()
{
if (client.IsActive)
{

client.Deactivate();

}

else

{

client.Activate();

—A.Door ZUTDLSICFELLT. ISwitchable #RETINENHDE T,

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.”);

CNTIREERETELE Lo ATy FERT7ERICEETAD TR AV EZ—T T —ADNENS DRI
HMRILDBEIEDE I, Switch ERTEBDXY YR (Open & Close) DEICEEMARMKERRHL
B ET,RKHDIC.ISwitchable @ Activate ¥ Deactivate WMEARAINET,
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CD&S B BLOELIRBNER THD. BHAMZRHBLICOBADET—77 T LA Switch &
Door MHTHAEL TLELIcHA\ 5 TId ISwitchable ZREITNUILE T THHBELE T,

CHUSED Switch IC&oTTITATICTIB ISR %EISICIERTI £ 9, LMD Switch 1&.3BEL
FTHAIE L—H—E—LTHASEEELEFT HNERDIZ. EEMEDHS client L. FIITEE
3N ISwitchable 7214 T,

ICEDERD AT TOTAR—bENBESITHoT

SOLID OMDFEEIEE L& SICAKFHFED R TIX VS AR OEREZRBE. COLSICHRET 5H\%
BT ROSNET BROBEZEAL T IOV I EBEERT—ILLELES,

B2 g i g = B2k 34 o

BTN TOP I TREEREERICOVWT RTER Sy TOREFAZBNLTVETZET S
TNARETIT17ICTBICIF TN ENDRAYFZI )Y I LE T LUDETa—IL (RAYFRE)
BTUDEI2—I (R7PRIYTRE) ICREITRETIRBVILZREITEVWTIES L,

DI ISwitchable 1>Z—TJT—ANENSDOBDMRL AV —C LTHEELET. ATV ID
BEMAREICEBRBR AT I ETOTo I EIEIETIT1 7L T30 DENEEELE T,
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Door 5R¥ Trap 7RIt ISwitchable 1>2—Jx—XERELF9, CNICLD. ERMBREIEE
BEEHSH<TH ORTLOMDEBA D SHIHNTIZLSICHDET,

ZD7®H.Door |SFMAEEZEEL. Trap I7IT471LEETIVT«TDODYvIZINTRHL
12— IT—ATUIBTEET,

BN ERETRIB<HRIICKEFIZCTYIDERARBHLVEATOA T I TIRAT L%
fEBICHRTE T,

EEFEFETIE LMESa— LR TRAED2—ILICERFIREITHRLV EE5DHMRILICKREFT B,
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@ A2 BA—TT—RECHRT T ADLE
CDHARDZLDBNIE MEALDHER" ZBFEITIERICHEST AF—TT—IBMERINT
WET T LIBMRIFZATOH T A VR NG =2 DELICRSZEDTEET,

AALD CHt THRILZRRIZEMBAETI . EES5ZFEAIZINIEDEIDZ—XIIEoT
ZHDEY,

HWRIZR

abstract ¥—J—REFERATRE. ERISIAEZEETIBZLOH. MEEE L TN
(AVYR Ta—=ILREBARY) #HTUSRICETENTIET,
HRISRISEENICIZA VRZ AL TEZFEAMNRDDIC. ERISIAERESEIHNELNHDET,

BRDF TIF BRI SATRILKEEYETREZRIBEIZ e TIXI AL 77O0—FH
BAREDEFI . FDED AVEZ—Tx—RA%=FERATI3RDDICERISX (Hl:Light.Door) %
Switchable CWSHIRISANSRELET,

HRIZZADER
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WAICEST "is-a" BARIPERTINF T LRICRIDIE.IRTA AT "YIDEXATRE" 4
HDTY,

HRISADF ST EFAN—T T THBRLL T ILREEBDIEETE R TI £/ &D
HHDH B 7o IERFF (protected. private R ¥) ZEEATI X I, 12 —Tx—RLIFBAD,
HWRISAZFERATIE ERISAMTIATHREEZRBOREICT IO I EZRETEET,

BEIZ. 2 DORBEIERISADKEZMATOREI SAER T DU ENHTB X TIFMELL
HEEL X IL.CH TIIEBRDERISRZMETZ I TITEE Ao

CEBDERIZRZERTBH

T—LICBHBTBINTOORY CBICHDOHMRISADHoISIHE @D SIRESE R D ZRDB
DHELLBED EFI BRI S Robot & Switchable DEE5ZFALEITH?

© 2024 Unity Technologies 44 0f 147 | unity.com


https://unity.com/releases/lts

@ | The SOLID principles |

12=J)1x—R
AYB—TI—ADBOBEATESND &S IS MEDBIEA IS ENESBVEFT, A2 —
TI—RIFEDBVERMEHTS LET, "has-a" BHREEA LT KDEHISERIRT 3 LA TSI £,

T2 L AYEZ—TI—RIIIAVN—DEE LD HDEFHAEDIIA—TT—RAEZRRICRET S
IZZDBBFENOD I EEMIL T 3RENEEHVE T,

CDESICBICZER—DBERCIIBROEFLA. I FZHBEITE2ERAKEZERTICIT HER
ISR FERALET. mVRRMEDROSNBEIEEEZER T BICIZ A Z—TT—RZEALET,

COBHITIFEAISX Robot h'5 NPC ZIRELTEDATHEEEZMATIEITH . 2DRICTY
A—7Jx—X ISwitchable ZfEFR LT NPC OA> A THEYIDEZ 2% EML £,

mA%EERYTS NPC OORY b~
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WMRITREAVZ—TT—RITIFUTDEVWDH B CITTEFELTLIES L,

RIS

A2 —Tx—2R

TR EIFEDMICRAVYRERET S

AVYREZETEIBDNRETIRL

BRET4—ILRZEE/ERATS

XYYRETOANTADBEEETS (FT0—ILEIE
FELAEL)

BHUXN—DHB

BIXAN—ZEE/ERTI R

AVANS V2% ERAT3

AV OZ—%fERTERL

ITRTDT7 I RIEHF
(protected. private % ¥) ZEHETES

TUEREMFIFEATILW (FRTOXN—H
BEZAMIC public)

BNRWTLREWV 1 DDIFRANMETEIZHMRIFRIERKR 1 DTINERDO1>2—T1—R%

RETEIIT
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SOLID ICDWTIB#Z R D S

SOLID ORANCIE BEOT XS ERIFETHANZCLICADE T, I—Tr Y JHRICEICEICANTSS
5 DOEAKFRATHBEEZ KTV HRICXLDTHELT

— HBH—FEISRI1D2OIDHFFEWNZETRIERIE 1 D7EIFICLET,

— F=F2/o0—-XR:USRICTTIHED>TVWIHAEZE XD E B KBEZILR TE 5L 51
INREITY

— VRIATOEBE:YTISRGERISREBERPIRETHEINEITY,
— AVE—Tx—RABEAV YR EVLBLILT AVE—TI—RZ2FHREE T IF1T7 VM
MERHDIEITRELED,

—  KEMFEEHERCICKEIBLSICLET. HEZERISIANSHDERISRICERENICIIHKE
LBWVWEKIICLET,

SOLID ORENIE. &I =B O—R%ESEEIRL X TF U APIERZE KDRIRMICITTADESFENITTS
HARSA 2 TY,SOLID ORANLIEERDMNBARRIRELR T S )r—a ilRBRZH. IV2—T51X
LARIIDY IR I T THA V% 20 FE<EFEELTEE LT

BEICESTIE.SOLID ORBIZBEICTFEZICET-BRIICEBINEENRETZeHHBDET, —ZD
KEBEFHRILCA VZ—TT—RICVT7 IR TS RRBEIRELZBEDHDET. L. RENICIE
EHIICRB VWS REDDBHZZEHZ VT,

CORAMICEDEBERBICRESMI. OIS OBE QY EARD £ MR HDTIEHD
FHACCTIHED EIFRAVHR AZERP T EIERREAENHDE I EERDIT. EFMNEIEX
TIEABLL FORADERICHZIEXATHIEICEELTIESI L,

FEVHICDOVWTHNS RV ERHBIFEIEKISS DRAIIIIBERSTLLE TV OV FILICREDLSIC
LELLS LA L RAIEER T2 LW e ENETOIOHIC AV ) TMMIEHTIIH B EIFPH EL LS,
MEAGE CRADBRICHRZRIETIZLSICLTLIESL,

SFMIC DLV TIE. Unite Austin @ Unity 243 SOLID ICEAS 37 LE YT —oay #HREELTIIE TV,
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T—LFHFEDIZHD
THA > INH—

SOLID ORAZEIBE L5 THA VN —UNESBAIAATWVI F L&D,

THAUNEZ—UIZED BARODBY I 7 OREICKH LTEIFEDOY U a—2 3> ZBFIAT3Ieh
TEETLILELNZ—VIE WSRO ELTIICERSZF1TSIRTL—LT—UTIFHDEEA
TINIAVZXLDES B HBEMREENTBIODEFNLGE—EDOFIETHHDEFE A

E5TIRBLLTHAIUNEZ—2 B BEEDLSBHDTH I EEZTLKIETVIRANAR TS THD.
KEEOBHIFZBEICERSNET FALNF—VICR->TWS 2 DOTASSLTH. A—RIFFEo7K<
BERBZEDHDET,

TAOFIHRHAZELICACHERBICERLEES. Z<ORBEIIHRANICALLSHRYa—a3>0FB 0
LETESVWDVUa—2a M EEBRICRZETEDEINESE HHIH 1 DD/NEZ—2 LT
"BR" L.ECTEONKERICRBIZH T ONTIFEERBZDTY,

Gang of Four

SHOYVINITTTHAVINE—2DZL | Erich Gamma K. Richard Helm E.Ralph Johnson .
John Vlissides KIZ&233E Design Patterns:Elements of Reusable Object-Oriented Software
(F72TOMERICEITBBRIBD/EO DT 1> /N2—>) ICiEZzRELTWET. AETIZ. BEER
TNBTEIFHT IV T —2a>TRESN 23 HONZ—2ZBNALTVED,

[RE#&(Z "Gang of Four (Fv > AT T+—)" (GoF) LIEIENBZZEHEL AU FILDNZ—2lF

GoF NZ—2EFENEIEIATNTVBHILIFEAY C++ (BLUY Smalltalk) TIHEZDEZXFIE
CH# BREDATI I MEMERLRICERATERY
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GoF 1 Design Patterns D#IMREFEITLIDIL 1994 EQZ T ENUMRZLDOEEEBENIEZIER
BHTWOBHDATPIIMERMNFZ -V ZRERLTVWE T ZLOI VI 27U IEMDEFICIE.
B SINNZ—DHDET S —LARHED—DTTY,

—_— W 4 w
THANE—2D"FER
THAVNREZ—=NIDVWTHBEL B TH S — LT OIS — e LTAKZ I TEER I 2B LTS ITIE
EOBNIFAEBICBENDTLED. THAUNZ—UIE S<KHIS N BIREICH T 5 — MR Ay )a—23>T
HBTHDNEZ—E LTHEINBDTT,

VILIIT7 IV 27 THNIZ BEROBFBIETRORLBICLTVWASTLLS.ES VW2 Tc/NF—2D
VKOO ZEEFDSBICT TICRELTLBHDBLNEE A

BATRDIISNBESICADELLS U TEZREIT B EDRIEET,

—  FITxzI/MERMTAISIVIEFHT BT 1 /N2—ld Stack Overflow DR IGTRIC
BENTMETIEHDEFEA BLADORFEICE T 2R EZROMXZ71-DD—HRMBHFETI.ZD
FECEREICH LT ENUIFEZ<OREEDNWMDMBATE A ZRLTVWET X BAHNNNEZ—2%
AL TV TH MDFHEMNI/NZ— 2 FERA L TVB L ZmNABNTLIE T,

— HORREICHEK TN NI F—LELTOAZIaZr—2a3 %8358 93T EBRRIRD
SOBBDELTHEET B EDHDET,"AVVRNEZ—" R "F TSI T—IL" EE XI5
BE R Unity DBEERETHNIZAZCD VDD ZEERISRAEOTKNE T,

—  HFLWIL—LD—I%ELE T :Asset Store BESEIL N > DIN T —J R E%RAVR— T B
G AR S S TN TR/ = DV OMCHLK O T T IR D T, TH AV NE— % 5558
LTHELEFHLWIL—LT—0DHAACEDERICEHZBE IO ADBRICIRIIBEY,

HBEAATRTDTHAUNRZ—= DB EDT — LT TVTr—2avIilbUTUEEZDITTIEH D EH A
VAO—DN\RN—ZFICLTHESIEVWTLIETV.EDESICELTH. B DD B DILETE 1T TLLS,

DY —ILEERRIC T YAV NZ—ORARE IV TFIMKEZLE T ENETADN—FEDRRETT
Ay ZEBIS L ERHIR RS S5 LET VI ITTHERICE T 2H 50 BT IE 2R MEVE T,

REDT =LA TSI E—RICEFEDTEBRLTVWETHI?ZDIETNTA—IVRICHEITHET
WEITH?I—REBEERITICTHRRTEXETH?

THAVNG—VZBICANTE S BYBREIIVJ T —LEEOE 25| SHL T BORIOREZ
FERLELLD,

© 2024 Unity Technologies 49 of 147 | unity.com


https://unity.com/releases/lts
https://en.wikipedia.org/wiki/Law_of_the_instrument

| Design patterns for game development |

(D szay

GoF IZ&% Design Patterns:Elements of Reusable Object-Oriented Software (A7
ERICHITBBRIBDIHDTH A INE—2) IR TSEB IAEE Robert Nystrom Kl
&% Game Programming Patterns (Game Programming Patterns V7 b 7BHE D&
FRERAZ2—) T IEIEARYILTTTING—>EDOMDP T L TLET, Web kil
gameprogrammingpatterns.com CERI CEETI £,

Unity ICEITH/N\Z—>
Unity ICIZT —LBRICEWTHEIIINENZ—D T TICWOMRESINTED. BD TREIRT S
FEEEITEFI.CNICIFATOHDOHEENET,

F—=LIWV—TCEHR T —LT7 TV =23 2@h I N—RIT 7R BIRICDIBTDHD ITRTD
T—=LICEWTRKRELEZDIE. 7Oy I AR E (SEERICHKET IR EDN B BERIL—TTT,
AE—RARBBZIETERIAVE2—F—ICHIETBeDHIC T —LRAEEIIZDHE.EE
BTy (RELIL1BBLOOTL—LE) C HIDOTL—LH5DRBRBEI I UH
AETZEFHFERATY T2 FERITIHREDNHDET,

U Unity D774 THR—RLTVWADT BN TERETIHNEIIHD FHALHRITNIE
B5R W kid.Update. LateUpdate. FixedUpdate % &M MonoBehaviour XV REFERLT
T=LILAZBETELDH T EL UL T —LIOvIDTL—LIUI T —LA TSI
AVR— N EEETEEY,

TAR AT DA TSI MIEERRIFT L AT/ 2 AE—TRIHNELH BT —X I
ZWTTCOER/NZ—2IE MDA Tz IR EBEICBHDICT RO ATV %E
BELTIO—2ZER T 2BOBBZEALE T, COHFEICED TS —LRICITRTOREED
AT O RR—2FBRDISRAEEBZETICEAET,

Unity ® 7LNT V2T LGS —LAT SV MEOTONAIE ID—HEERELTVET,
CHUCED. OVR—R D ITRTRESNLT VI L— T TP O EERTIEITHED
TONTA1HZFA—N—FCRL T TLNTNUT7 s #ERLIED MO TLNTRIC 2 AT L/NT
FERLCBEBZIEDETSR JLN\TRET—F 2ERALCEREAIEOTFINATY
LNT%ERELETY,

AVER=FYb:Unity TEEELTVWBIFEALED AR CONZ—2Z2H>TVE T BHOREZ
FORSIBRIUFRAZERTHRODICENEN 1 DO ZBSINE BRIV R—R VM EBRLET,

EREFERALTAVR—R2 BRI 3568 1. TN EHAE OB TERAIEXRIALE T,
YIEEE OGS Rigidoody d>R—% >k Collider OYVR—R UM EBIILEY.3D JAXNID
HE&ld.MeshFilter & MeshRenderer ZEBMLEST. &Y —LA T/ OB IRB M IZ.

FOIVR— DL 2aAvICE>TEDODET,

HBE3AUnity BIRTZER>TNBZDITTIEBH D FEAEIL MV THRVWEDMD/NNZ—>HHEIS
BOFETRDEHDSEDIEDVKDONZRTHELELD,
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772 k)— (Factory)
JNAH—>

12M772k)— (Factory) Tld 1 DU EDEGREIR—2TES,

EFR MDA TR ER T BFNBA T I MD BB BRI T Z<LDT — LTI 7T—L4
TLARICSETELHDDNRR—VENET I SO ZALICADBETHZ2MNI RRICHELRR/EIC
BBRETOHDISBVIEDERICLTHDES,
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TR )—=NEZ—=CTIEEBBREESD. TJ7 IR )= WS BRA Tz O EIBELET. HBLARILT
EhlX. 20 "85&" (products) DRR—VICBEH 232 DD AT EIMESNTVET, ICII/ES NS
Xk O—RHBIEBINZ T,

LH L EEHED 1 DOELBD1 U Z—TT—XAPEERISRRSTVBRESIE. IS5I—HEDH T.EEED
MBOBEOSYIEFDLSICL T I7IR)—DNMIBL I B TEE T, COLSIHLWATS 7D
YERRIZ S SICIRMED SO £,

e T7OM)—ZHTOSRAUELTHBEOHRGERDEBDTI7 IR ) —ZEH T 5L HTEEXT,
COTBET T VI IR PEEMREZS VI TLICERTERLIICHRDET,

B> TR T IR )—
HBT—LRAT—=CENFCTATLEA VARV AT R T 7 IR ) —INR2—%ER T DR EBELRH D &
LESILNTZERL T —LF TSI EER TR T TEXEITH 1R RADERAFIC.
VKOO DARZLIEERITTBEEWVTLLD,

if R7—FXR switch ZFERALTCOOCYIZFEDEDBH IProduct EWSAVZ—TJT—RL
Factory EWSIMRIZRAEER L £,

public interface IProduct

{

public string ProductName { get; set; }

public void Initialize();

}

public abstract class Factory :MonoBehaviour

{

public abstract IProduct GetProduct(Vector3 position);

8F (products) IEXVYRDTEDICHEDTUTL—MIRSHBEIEH D E£ITH. ZNUNICKEES
HETBIIZHDEEFACOEBAD S IProduct 1 F—T1—REERTBREICHEDET,

T )= EHE SN REOHBRENUEICBRBZ D BB D . COY VI TSR ISR Z

FRALET. I ISIAZFERATIEICIZ.SOLID OREID 1 DTHBRVAITOBEBRERIIGEELT
<TETLN,
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TROLSBIBEICRBIGEDHDET,

108 —T71—2ERALTEGBATRESNTONTLODYIZEERT S

IProduct 1>2—JIx—XATld . HEE THBDERZEEZLFI. DT —XTid1 DD ProductName
TONTo L FORGEN Initialize TERITTBZIEZEOOSYIBH BT T,

ZFD%.IProduct 14 —JI—XRICRO>TVWBROD MEABOERZTERTTET (ProductAs
ProductB 7% &),

EHARUZX Factory ICIE.IProduct ZiR9 GetProduct XVwRHHD F T, CNUIFHRIZATH B0,
Factory O VRAAVAZBERIERTZEIETEEH ALK O DERY T ISR (ConcreteFactoryA
¢ ConcreteFactoryB) ZRESE. BA2HBZENENHREICEUSLE TS

ZDFID GetProduct ICIFFEDIBFACTILNI S —LA TSI 2 KDEHBICAVAZV AL TES

&SIcVector3 DUEBIBERBHDET. EFENAT7INI—FNZENDTr—ILRICIE WIS T TS
L—b7LNTHREMINET,
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ProductA & ConcreteFactoryA Y 7L EBNALET,

public class ProductA :MonoBehaviour, IProduct

{

[SerializeField] private string productName = “ProductA”;

public string ProductName { get => productName; set => productName

= value ; }
private ParticleSystem particleSystem;

public void Initialize()

{

gameObject.name = productName;

particleSystem = GetComponentInChildren<ParticleSystem>();

particleSystem?.Stop();
particleSystem?.Play();

public class ConcreteFactoryA :Factory

{

CCTClE IProduct #RET3HHEISID MonoBehaviour IC777 ) —DFLNTEFBIEE L1

© 2024 Unity Technologies

[SerializeField] private ProductA productPrefab;

public override IProduct GetProduct(Vector3 position)

{

GameObject instance = Instantiate(productPrefab.gameObject,

position, Quaternion.identity);

ProductA newProduct = instance.GetComponent<ProductA>();

newProduct.Initialize();

return newProduct;
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@ LIMBEDON—23>0 Initialize Z/RETBHEITTEBLTEET WV ZD ProductA ZL/NATD
BlIC %, ParticleSystem H& £ TEHD.ConcreteFactoryA TAE—%A VXAV A{LINBBE
TNETT7IM)—BEICIE N—To O 2 NI H—92EENAOSYIIEHDEFLA TR TOEGRIC
HBED Initialize XVYRERPHIIEIF T

Yo7 FOS UM EFNRClickToCreate AVR—R UMD T7 IR —BT. EDLSICHTIDEH D,
ENEN'E %3 ProductA & ProductB Z{ER Y 2 HDHEEELTS/E 3L\ Product B B RR—2 TN B &
2D, Product A I3/N—FTw I T 7O M EREIE XY,

ER iR
T7IR)—=NE2—>T—BREEZIT2DIF. ZHOERERETDIEITI 7V —2a>THLWL
BEORLEER TSI HEFEORGEZZEEIBZCH UBIOO—REZZEFEIINELHDFE Ao

FRRORBODvIZBBED I ZRICHBET BT 77T M) —O— REBIERDOCENTEED,
FBI77O7M)—TRHETNTVBDOIEZRED Initialize ZHVUHTEDAH T EDTICHBEMIC
DVTIZERMLEE Ao

KRNI NE—2 2 RETBICDILZRD ISP Y T ISR 2kl T BUEN BB LTI MD/NZ— L
BL&SIC HBDOBENENUFEZBVGEICRELT —/N—AYRHPDLEELTLEVET,

HRIHBIT IR EBELBIORRIINN—T1 N EBET 2. LE5BRLAVE—TT—XZFERALTWVS,
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W=D

/= 70n

T7IR)—NEZ—2DREIF . CCTBNALICDDEARIKELSBDICRBZHEDHDEIT . HED
T7IM)—NE—2ZBET BRI AT ORBEZRETLTIES L,

T2V eEALTRAERETIHREF —LEORTELTT172aF I 5L
FVTLES, —BOXFIHAF (BF1.ID BY) 2% — BB LTEALER I ChIckD.
HECHIETBT7I M) —DEIEH IS ICERICBEIEDBDET,

T7IR)— (3770 M= R—Tv—) ZFY (static) ICTB:CNICEDFEVEBFIFIRS
BOEITHGEBMOREDNRETIFEMNITRIL Inspector ICRRFINBWVEH ®FOILY
2AVHBNICTEIRENHDET,

F=LFAT xS . MonoBehaviour LN ISERT3: 7L /\TRZ0M Unity EEOIY
R=RZUMIHIBRLAEWVWESICLTKESTWVW I7I RN —=NEZ—2IEH503 C# AT IMT
HEEL £ 9,

AT T—IUNG—2 BB EDES: 77N )T BT LOATITI MMV RZ VAL
TR FLWA TIPS B e BB LEHA KT BEBROBIFEOA TV 1o
RST2CHTIET.—EILBROATI I (RBOSRFINBZHAY) 21V IZVR1E
TR AT I T —IUNGZ—2 AL T XEVEEZESICRBIL TS EHTIED,

TR ) —EFERITNE EEDT — LT LA1BREVRBIS U TRR—VTEET. 7 L. ZLDBAE.
HRZERTECEAHE—DEMNTIIBRVWCEISEFRELWKETW I7 IR —NE2—2Z DO KE%
RROD—E (PIZNE T —LRT—SD—ETHIEATATRYIZAD Ul BRODKTE)  LTER
RO HDET,
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AT T—I)L
(Object pool)

T=LI—2ADZHDA TSI MDIA TV A VINEBRIZ RBE/NTA— IV RZRTT B HDRE
BOFET.C# OEFAEVEEBIRATLICR AR AL I avENHDEM T AT I
PEEICER SN DIRESNICDTBE BT REYZ—PRANA VD RETEZEHHBDET,

NEEFTZHICFTITIRT—IL (Object pool) NE—>DEREKRETLTLIET V. CDFE
TlI T —LATz VM EBRIRITEZ TN IA—I VR ERECLE T AT U M EFRERER LT
WETZOTIEE ML SNIETITo TSN AT b0 "T—IL" ZFRELE T AT I
MBI E TV Tr—2a AT IR EeA >V RAV LT BDTIEH D FHARDLDIST—ILD
F=LATSz ORI AL BRICLET,

FT O MRIERRISETITATIIN T —ILICRSNB DT REICEZ A —/N\— Ay R & [E]#
TEEIEEANICIF AZYZ—ZRATcOIC HEDBRILLBWVWEZIIVT (AT JEERREY)
THATD I T =L ZEEL TS VW CORBILF R SO T — LA T U b2 ERLIRE
LW EICIRIIEFT,

Unity @ ParticleSystem R LA HNIE AT I T— I ZBICHRRLI-CEDRHD X T,
ParticleSystem OV R—RVE TR N—TA1 I DRABZRETCI LT CNUSL>THERATTEER
N=TA OBV AOINEINBZ D I TT I D RABEZBIZDZHIET. ATV MT =)L
BIRLIEERDY —LA TSV T ALK SICHEELE T,
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AT T =BT — LT LAICRZ YR — 25T e BR<CHAZEDDICRIEET,

B TFINBT =L AT

Unity (ZI&. UnityEngine.Pool ZEIZEMS 7V EXBEEREIL N VDA TS oM T—U I EEN
EENTVE T Unity 2021 LTS UETHARTRER DA ERIS AT I T—ILOBEBREZRZICL.
AT IORDSATHA N T =L DI FO—-IILBREDEEZBENMLLE T,

MBOATS I T—ILZERLTHBECDONE—2HEDESICHEET 2D TOEKREZ
BRTBDICRIUBEF T ENTR S VIIINBAT O IONT—ILEER L. ZDEEAZRTVIELLD,

2 DM MonoBehaviour " EESINTATDELS BRIV TIINB TSIV IORTLEEZEZTHELLD,

—  HWETOT—LATSzobOaL U3 EFET 3 ObjectPool
— JO0—YENEETATLNT—IAOERZRIFTIZLS. TLNTISEME N PooledObject
JVR—2Tk
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ObjectPool T. 7= YA X &R LI T+ —ILR BN TIHNEHLHS PooledObject FL/NT F—)L
BEEERTZaAL U3y (COBITIE stack) ZRELE T,

public class ObjectPool :MonoBehaviour

{

[SerializeField] private int initPoolSize;
[SerializeField] private PooledObject objectToPool;

private Stack<PooledObject> stack;

private void Start()

{
SetupPool();

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 XVYRIF. ATV F—ILICT—2%HRELE T, PooledObject DFLWLWREZ YD
#ERLTH' 5. 0objectToPool DOAE—%1 VAR R{LL T initPoolSize EBHRTHEALET,
Start T SetupPool ZHUH L. —LTFLAHIZ 1 EREIFRITINZLSICLET,
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FIeT—IINETATLERETEZAYVYE (GetPooledObject) & ZFDT7ATLET—ILIGRY
XYwEk (ReturnToPool) HHETY,

public PooledObject GetPooledObject()
{

if (stack.Count == 0)
{

PooledObject newInstance = Instantiate(object
ToPool);

newInstance.Pool = this;
return newInstance;

PooledObject nextInstance = stack.Pop();
nextInstance.gameObject.SetActive(true);
return nextInstance;

}

public void ReturnToPool(PooledObject pooledObject)

{
stack.Push(pooledObject);

pooledObject.gameObject.SetActive(false);

T—IHEDZEIZDH.GetPooledObject AL HFHLLY PooledObject ZERL 9. ZNUND
BEIFBICROBHRERTRLET, 7T XD+ THNIE IFEACDBE BEDT — L
FITO TV MNDOBROANRENET,

GetPooledObject ZMUHLTWVWBRISATUMNMIT—ILSNFEAT IV EFRREDMEICTEE/
BERTINENHDET,
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T=ILEBERICIE ObjectPool ZEIRT 218N DAHZIBS5/VE7% PooledObject JVR—R A
FELETY,

public class PooledObject :MonoBehaviour

{

private ObjectPool pool;
public ObjectPool Pool { get => pool; set => pool = value; }

public void Release()

{
pool.ReturnToPool(this);

}

Release EMUHT . EDT — LA TSI MDEMICHED. T—ILDF 2 —ALRINET,

CORBOTAOSTIMIE TS —LA TSI MITRYyFENTz ExampleGun XZUTRHEENT
WETEICAT DTN T —IIADBEBRIERINET. I —F—DBEEE O KBORTUT I
Object.Instantiate ZMUHITRHODIZ.EFDATUTED GetPooledObject XVYREMUHL
F9,

REIN28EMICZIE ExampleProjectile X271k PooledObject RIUTFRHHBDET,
ExampleProjectile ICIZ . RESINIEZNZNOEDYS — LA TSI/ EHBRICEMICL.EH
ARERT—ILIORE e %ZIE S Deactivate XV YRHAHDET,

T ENIcA T I b2 EHICLTHRIATS
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COFEICED MAEELOEEEEN THRFLTVBLSICRETCRBICIZFENSEEMICLTUY1I)L
FTBREDTEXFIT DD TSI A I EFICTITATRATS VR ERTITZDICHDTHS
CrERESRL TS,

T AZXZBITLESHBEIR . EDT—ILTEBMOA TSI EA VRV AL TEE I 2L
BEAEDBRR BBFDRTITATBATS LI SF>TEET,

AT ORI —IILZEOANBERTIREICOVTIE. > FILTOT YD ManualExample
TANA—EBRLTIIEI,

UnityEngine.Pool

Unity (2t UnityEngine.Pool & &1ZERF (Unity 2021 LTS W& THIARRE) #NLTATS o S—IL
SRTLDHEARAFNTWS O FIDFIDLSICIHE D PooledObject 75X% ObjectPool IS5 %
ER T 2REIFHD FE Ao

CHUCED RRYIR—ZD ObjectPool #FALTC AT INT—ING—2%FERLTA TSN E
B TEIFTHEICIGL T CollectionPool (List.HashSet. Dictionary %) #fERT3rHTIET,

Ho7)IN 7Oz Tid UnityEngine.Pool ICEJLMI 3Ntz ObjectPool #FEALT.FE#T
ERE LT8O TS —IL = BRI 2 HEERLTVET,

using UnityEngine.Pool;

public class RevisedGun :MonoBehaviour

{

private IObjectPool<RevisedProjectile> objectPool;

[SerializeField] private bool collectionCheck = true;

[SerializeField] private int defaultCapacity = 20;
[SerializeField] private int maxSize = 100;
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private void Awake()

{

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

private RevisedProjectile CreateProjectile()

{
RevisedProjectile projectileInstance = Instantiate(projectilePrefab);
projectileInstance.ObjectPool = objectPool;
return projectileInstance;

private void OnReleaseToPool(RevisedProjectile pooledObject)

{
pooledObject.gameObject.SetActive(false);

private void OnGetFromPool(RevisedProjectile pooledObject)
{
pooledObject.gameObject.SetActive(true);

private void OnDestroyPooledObject(RevisedProjectile pooledObject)

{
Destroy(pooledObject.gameObject);

}
private void FixedUpdate()
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CDRIVTEDOKREBDIE TTD ExampleGun RV THEEL £ 9727 LUA T DRI I TLK DH'D
O2 Yo% ERET B-HDERBEEEEDY ObjectPool VAR IZ—ISEBMINTUVET,

—  TIICANBRTATLERIICER T3S

—  T=IIDBSTATLERETRLE

—  TIIITATLERTESE

— TSN EA TN EWRETZCE (ERIGELIEBERY)
RISNAVARZIZ—ITEITHIBAV Y RV ODEET DU ENDHD T,

EILk1>® ObjectPool IS TFI7ANRDT =LA REBRKT—ILFA DA T arBEDELSIC
BENTLANMCEHTFEL WSV TITLBDREAR TSI AZBATWVWR . BCOKIETSZT7Y
SavhhIH—SIN AEUVEREHLNEEINE T,

K INBZBDX I ) TP ULEBELMZSN.0bjectPool ADBEBHIRI-NET, ZHICKD.
FTSz O EBBLTT—IARTOHDLPDRIAHRDET,

public class RevisedProjectile :MonoBehaviour

{

private IObjectPool<RevisedProjectile> objectPool;

public IObjectPool<RevisedProjectile> ObjectPool { set => object
Pool = value; }

UnityEngine.Pool APl ZEB T2 ATV =L 2 IDERBRTHRETTSLSICARDb. FOns
NE—V%BIEBRITZVNEDNELADEIT . CNT.ITILHDZHOEELOLSERTZFREN 1 DED
ZEICHDET,

FPh & REF
AT O T=ILINTA—T R ERE(LTRT-20ODE BV =)L T ITRTOTHAI/INE—IC
BETREREFELNHDICISFELTIETL,

FIT VN T—=ILIZIEU T ORI SD B D
—  AR=2ALI232DF—N—=~AYFORIB:A T2 T ER L TRET 2D DICBFIAYTS

CETAHR=IAL I 3> DORBEEERS LET, CNICED. TURALDINTF—IVADXINAY
PRAYE—%FHIETEET,
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NT7A=IVADAL: ATz o2 ETICEL L. BEBICISCTET7 270716t 935Z Ty
TURDBEWNT —L (a—Ta2 I —LRBE) TAL—ABNTA—IVAZRETEET,
LD RBIL: A T TV CDIERZH EDHEDBWVWRAIVJICHBIEEZ LT UY—RL
TI)r—a> o s&aEbLE S

LT ORELRH B 2RATHLWTLIET LY,

BHSOEKR AT LOBRICEFEIDIDDET. AT I OV LR %=
BUNATOKIES VW ES LAVE IS —PNTHELE T B AN HD £,

XEBVERE: AT I —ILIAR—2 LIS 3 Z2@l5T—A T ENXEVEREDEMIC
DEDBERRMDBDET AT I T—ILIIKERBOAT OO THOTH. HS5D LHRE
SNIBOAT OO EXEBVICRILE T TOV IO —XITGCTT =LA XZFRELT
<TESL

SSRBERATOII NI - ORBELBH A XDRENE LWVGEDBDE T T—ILHVNETETBL
AXEVEIDHTHREICHED. T—ILHRITIBZLEDHTOSNIXEIDNHBITTERINAL
HBELHDET,

WE S

/700w

LEROFIZS VTN GEHDTIEROTODTIMIAT I I —ILZEAT BRI UATOTYS

JL—

RERRE LTIEEL,

BRELRIEO VI UICTE:IEZIERY —IADST—ILINA TSI EERTIHNED
HB3HEIF AT T =L 2B TEABAREICTZ 2RI LTI TV CNICED,
TIVr—oaROETHSTHTIEITERLSICHRDET D Inspector IFFERTIHRL
BOFEGT EII AT INT—ILINE—=2% SV TILNNZ—2 e BB EHhET.FO—/NILIC
FOLRAABEICT R ETHEVBFABCARDET,

F1ooaFVEERLTEROT—I2EIBTS:. I35 7LN\JOEENE VVEEIT. TNS%E
BMED T — LI T — L EDR T EEINTZE T IVTURROD =L R LR I<RD XY
(FLN\T D InstancelD Z2—EDF— LTERATIEY),

FRSNTVWEWS —LF T IS EHIRT3: AT/ T —ILZHRNICFIAT S
FHED 1 2EERTNTWRWAT DI EHRRFICLTT—IILICRI CETY . H5DIHE%E
FMALT TSN A T I IETIT17ICLEY (BENBERTRIRY),

IS—HDBVWHERTS: I TICT—IRICHZ AT M EBRT D CIdB T TS0,
ObjectPool<T> DA YVARZVAEER T B LTI collectionCheck /NTA—Z—% true IC
RETEET, CNICED T TICHZT—IIICA TSI ERESELIEBAIC.IT4Z—T
FARZO—TNET,

BRAYAX/ ERZEMTZ:T—ILSNA TSI AREBICH B XTEUDBEBEICOBNDET,
ObjectPool YA RS04 —M maxSize /INFX—Z—%FERLTT—ILUIXICLBERELET,

AT T =N ESFIBITBMNE T TIT—2avIiCEsTEBD T, TD/NZ—VIE—MRAYIC,
BRERVA—TAVIREFHPHBNSERORZENTIUED DB LSICFAINET,

REOAT DI EAVRZV LT B AR—OL 723> DRNA IS LD BB O T h
REITBIEENDDBOET AT VIS — LT DLSBEBEEE L T — LT LA ZRL—XICREE T,
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> > )L> (Singleton)
JNE—>

22JILEY (Singleton) IZEFHINELH D £ AL Unity EIHSH TOAICE ST B EEKRYNERHTS
NZ—=2D 1 DBV TILE Y TLED e RO ZRITBT A UNEZ—2D 1 DTHHDEY,

FUDFILD Gang of Four ICEBE TV TILEYNEZ—VIEUTDOEEDTY,

—  IISABISRBED 1 DDAV REVALDM YV RAZVRILTIRWI E RIS D
—  FOE—ODAYVARIAVAANDOTO—NILT IR %R HTS

SR =22 TTI2aVZ2R/BTB1E 1 2OA TV MR BELRBEICIZEFTIFIZIE.
AAYDT =L =T8T = LIFZ—2v—IF. —VRIC 1 DEFICTEDODEVTLED. Fes
—EIZ1 2077 RZ=2Pv—FRIFDRTF7AI I RTLICEETADBLIICTEDOHEVTLELDS,
COESBHROMBZENEBSIIR—Iv—LRILDATI I MI VT NE—2 %8RBT S
BHRMEHBEBBMERICHD ET,

SimpleSingleton [FHRADA UV REVREDEDINTDAVRAE VA ZKET B,
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Game Programming Patterns \CEWT VT ANTTIZAEDHELLAYAFRICERTRLEHNT
BOTUFNE—E LTEFSNTVEI . BFOEBRII.CONF—VOFEVEBFORIHELAIC
DEDBZEENDH RO TIT HEBIZHEDIA IO LLBWIRA TS VIV ZERA T 2ERICH D,
AERIO—NVRECKEFBRREIEAHTNTLEVET,

Unity TS UILE %8R 575 E 2B L. TORMEEMZLEBRE L TH L&D ENZEEZT,
BRDOT7 TV —a iFHATRED HEHESHEHIBT L TEE L,

Bl TINTe T

ROIVTINBIDTILED 1 BITY,

using UnityEngine;

public class SimpleSingleton :MonoBehaviour

{

public static SimpleSingleton Instance;

private void Awake()

{

if (Instance == null)

{

Instance = this;

}

else

{

Destroy(gameObject);

public static Instance IC¥—>A® Singleton @ 1 DDAV REZVANMRIFINET,

Awake XV YRT. ENHTTICREINTLBHFTvILE T, Instance HIRTE null DIFE.
Instance BCDEEDA TP TV MIBEINE T CNIES—RORHIIDT >V TILLTHBIET T,

ZFNUNDBE . DA VARV RIS TEETY,Destroy(gameObject) ZMUH LT o FILEICIE
O—YAICEFDLSBRAVR—R D1 DFETHBEZREELET,

SR LICRI )T 2BEBADERDT — LA T I MIT2YF I Awake DOTYIIIRAID
AT EFHZ L ENUNZRELE T,
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SV YINE—2TIE N DDA VREVADHEFFAI T B0

Instance 7«r—JLRIZE public iD static T EDAVR—RU B O—VADEIHSTHHE—D
ST IAZTO—=NILICT I EATEET,

~ =+ |\ N

FKHAGEE CIERE1 > R L

SimpleSingleton IFEIRINTWVBEEDICHEELF I, 7 LATD 2 DOBBICELHSN S
ZEIZRDFET,

FLWO—2EO—RTRE T —LAT M BIEINET,

— VUM EERTBREICEDI VIS ZRBEICRET DHENBHDET,

— VUMM UFETICTHDEETBIVR—Iv—X U T LTHBET 2 2 e Z W o,
DontDestroyOnLoad Z{ER L TKEH b TI XUy MMEHDFT,
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ISICGEMET V22> 24t ZERL T RUICBEIZR T SIICO VTN ZBEBICHEETEE T,
RBRDIZ T —LA T NEER L TEYA Singleton OV R—3VREEBIITELKOh 0O vy

213 TY,
BWRINDDVIILLVIBUATOLSICHDET,

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) ;
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CNT Instance (d.private instance NwF>J 71— I)LRZEBRLTWVWS public 7O/NTIC%D
FLIIDTIVIII N ZBRTZEEISEEBLTVWSHDDHIC Instance BNEETIHESH%
Foy I LETEELRVESIE SetupInstance XV R BRIV R— > MbMwh o747 — L4
AT O EERLET,

DontDestroyOnLoad(gameObject) I .>—>DO—REFICEEHNS S VIILE EHEELBRVWESIC
LET.CNTIVIILE AV REV DKL SN D T —LAD =2 EBELTHT V717 %
FFRICARDED,

DRI DER

EE5DN—2a>DRIVT B EILS—VRICEBR DS VTV EER T 2 A EICIERIGL TV EE Ao
Bl Z X AudioManager ¥ LTHgES D)L > X GameManager ¥ LTIEBRET BRID > TIL LD
MERIGSIF HEEATIEREIEZ I TEFFAEET 22— FEEEL. 20O Y IEEITRIC
AED(FHTBRELHDET,

RODICATOLSICD TRy IN=2aV DRI T 2B L E T,

public class Singleton<T> :MonoBehaviour where T :JYHR—F2k

{

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)

{
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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);

CNICEDFEEDISREI VI NIEZRB DN TEET . IVTRAEEEITRLIIL DRIy ISy
TV ET BT TIHRIFIATDELSICEE 5 T .GameManager £L\5 MonoBehaviour
IOV INCTEED,

public class GameManager :Singleton<GameManager>

{

CNTUBEREEIIZVDTH public 5D static %4 GameManager .Instance Z8RTE XY,
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RPTCKERT
VTN R NI CDHARTBN T I EDMMDNEZ—2EIZERD W DHDHAT SOLID DRE%
WOETUTDEISBRTEIERIERT. ZLOBEEDLSEHONTULED,

—  DYULRACRIO-NATIEIADBE: D VI T O—NILA Y REV R LTERT S
e BELDEEFRFDREINTLEVWNTDON STV a—T1 Vo IHIEBICE L BZEEND
HOET,

—  DVINRITRTAMDEULLE S BEETIMNIEWNIRIILTOVBHEDHD E T, JILUIC
o TI—22EICOTSTHELDT — LA TPV FDREDE DB REE D H BT D TR
FHT2HEENDHBDET,

—  OVINMUICEDEBLRESDPMEINZ:COHIRTENTIIFEAEDNEZ—TIRIKTE
BMREYVIDHMESELET . O VTIILN Y TIEREOHZITVE T BRERICKD UV T7o2U D TH
HKADFET DOAVR—R UM EZEE TR EBERINTVZIRTOOAVR—R I MIFEN
RO A=K =2 THLBRZEENDHD XY,

VTR UICHTBIEERBIEDEDDED T, TVEZ—TFSAALRILDOT—LZFELTWSAT
DN SRAFEFMICHDIBATFUVADBRFERITTWBILOD OV JILE VBB W EE
BEIOLET,

LH\LBL DT — LI Z—TSA XL ANILDT TV r—2a>TIEB D EFLALE DRIV TRIITIEE
MTRYICHAR S AR EIEH D EH A

REMERMZHBBELBWNSBT —LZHIELTVWBIBRICIE SV IIILE U ICHED O TULA U T
L5 A)y b EBANICELZDDLNEE Ao

—  SYULMVREBRNERBTERTEZ:ZOIT7NZ—VEREENIZCHEHLVDHOTIEHD
Et Ao

—  DUUMPYRBEVEBFISRWAIOIVR—R VDSV = ERT SIS public DD
static RAVRAZVRAEBRI BT TEAET I VIINAVAZVRIO—RADBH5DS
AT MDORBEICSLTEICHERTIEY

— VTN RYIEEMEEERENE SV TIILE AV REARICEICIOA—NILIC T IR TESR 2O,
EEICHRDD B GetComponent EW Find IRIEDIERNF vy adNBEHBLEDET,

COFEICED O—VHOMDINTDT —LA TV DSBICT IV ERAREBRIR—Jv—FT
DIUM (5 —L7O0-RRX—y—F—TAAIR—Iv—RYE) ZERTEEI . ATPTIb
T ZRELTWBEER. TV IS RTLZ VTN ELTT AT BT I—ILehi:
ATV ZBBICEIETERLSICBRDET,

TOSTINTIVIIN N ERT I LG IR RIRICE OB LI LTLIETVELBALAEWT
IV ITA—NILTIEZADOXR) Y Z2ERTEZ—EBODDAVIVTIDDHIZS VT EEEST
FVWTLTEE LY,
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JNHE—>/

F1)JFILD Gang of Four X2—>® 1 DTHZIAY R (Command) I FED—EDT7Ia %
EBEfTRINENHDEZICEFNTILEDEL (undo)/DEL (redo) #EEHEFERALED. 2 ——0D
ATBREZVZANMIFZRLIED TR —LZ T LALIEC e HZATHNIE. ATV RNEZ—2HEWT
WBDERECEDHEITLLES A—HF—DRITICBTRICERODZ—VICh 35 B2 TSNS
ARSTFIO = —LEBRELTAHATLKETVENHAIIVRNEZ—2TY,

OARVYRNEZ—2=EATHE XYY RZEEFVHTHADLDICT DU EDOXYYRFUHLZE "ATUR
FIPz UM e LTATEIUETEE S

ARV RNE—=V%ZERLIET O3> D&

CNBEQATURAT S IR 2 Fa—PRARYIREDAL I VICHRINT B T ENEDEITEA
SV EFIETEE T CNISNT BN T 7 LTHBELE S, 2DR. —EDT7 I a>EBSETET
BEIA DN BDEIEHTEET,
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OARVRNE=2RETBICIE . TI2azqd8C—RNBATPIIMBETI . COAVV AT
PIUMIEITIBRODY I ENERMDET AENMREINE T,

OARVRA T Ve ATV RIEOH LT

RRETEZHERFVKODBOEIAVEZ—T—RZ2FEATZN—2a = BNLED

public interface ICommand

{

void Execute();

void Undo();

DT —RATIE T —LTLADIRNTDOTIavIc ICommand A U A—Jx—XADERHAINET (ChE
HMRISATRETEZICDHTEEY),

LAYV RATO T IMIFNZENIHBE D Execute XVwRY Undo XVwREBWEY, LT=H>T,
F=LIZEI5ICAR VR ZEMLTH BEQAT U RICIIEEZRIZLEE A

AR VRERITELIUEDETRO IS ANREICAD £d,CommandInvoker 75X EEMLET,
ExecuteCommand XVwR¥ UndoCommand XYVwRICINX C.AYYRA TSI RDI— U ZADMRSF
INBEDELOXZYIHHDET,

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 > @)
{

ICommand activeCommand = undoStack.Pop();
activeCommand.Undo();
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B BB LPIge 7 En R

TIVT=2a T T LAV —ICEROPZEFEIE>THSVWcWELE T CIICIK T LAV —DfiEZ

Eh g & %IES PlayerMover ZER S 3 A EDHDET,

public class PlayerMover :MonoBehaviour

{

Move XVwRIZ Vector3 ZiEL.4 DO VNRAFENSH>TILAV—%2HIRLET £/ L1Fv X %
FRLT. YT 5 LayerMask DEEZIGHTEHTI XY, HBEAA AV RNZ—UISERLI-LWDOD

[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, board

Spacing, obstaclelayer);

ZRETZEENZ—BEREIERITY,
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OARVRINZ—UICiESICIE PlayerMover @ Move XVwREA TSI LTHFY I FrLE T Move %
EENFUETRHDICEHTLWVWISX MoveCommand ZERL £9, DY FRICIE.ICommand 1 >4 —
71—17&;% L/ij_o

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) ;

}

PRS2 LTVWBRIEZMINTBICIE. ICommand IC Execute XV wRHBMEICHRDF T, RT523O00voH
ATH>THIIICABT=H.movement RTKMLEIEELT Move ZHUHLET,

=% AIDIRREICIETT T BT ICommand I Undo XVYRHMETY, DY —IXTiE.Undo
O woic&>T movemenet R MLDBBEIN AIANICT LAV —E2RAABEICESIIEET,

MoveCommand IZIF . EITICHRBRIRTONSXA—F—HMREINEF T CNS5EIAVANSIEZ—T
HELET.COT—XTIE %Y TS PlayerMover JAVR—R2MEED movement N NLERTE
L&,

ARVRA TR EER L TR B INZ/INTA—F—ERFLT-5.CommandInvoker D&Y7
ExecuteCommand XV R¥ UndoCommand XYV R%ZfER L T.MoveCommand ZiEL X9, ZHZLD.
MoveCommand @ Execute F7:zl& Undo BERITTNEDELDORRZYITAR Y RA TV I DB
INET,
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InputManager Ti&.PlayerMover M Move XVyREBEHEFUVHTCIEHDFHEA KDL DI,
RunMoveCommand XVwRZEBIMLTEHLL MoveCommand %Z{ERLL.ZMN% CommandInvoker (C
EELET,

private void RunPlayerCommand(PlayerMover playerMover, Vector3 movement)
{

if (playerMover == null)

{

return;

}

if (playerMover.IsValidMove(movement))

{

ICommand command = new MoveCommand(playerMover, movement);
CommandInvoker .ExecuteCommand(command) ;

ZFOBUIREZVDTEFZER onClick TRVEEERTEL.4 DD movement RTMLEFHALT
RunPlayerCommand ZFFUH L 95

InputManager OREDFFAICOVWTH UL TOS I ERRT 2D F—R—REEy— L4

NYRZFEALTHRBDANZRELTETV.CNT. LIV - RO ZE3HIEINELSIC
BOELToUndo (BXDIHL) RE>ZI VY ITBHEREZ—MIRICROTUWK I ENTEET,
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RFETCEET

POELUKEECEDBE USSR EETZiE. ATV RATO I aL I3 EEM TR ERL
BUVEEBETYE, £ ANy I72ERALTCREDIVMO—IIL T 3 % BEBICBE T D
TEET,

BIZIE—EDEEDRE T )y IICED AVRL—=TRAVRT 2 IR NI H—ENBZRET — LD
HBRELET, ATV FERALTTILAV—DT7 023 % BT 2T ZOLS ROV RS
CTCOHBEICKRETIET,

EFO—ATMDTHFAUNZ—2EFLEIIC ARV RNZ—2 2 AT EBENERICHEO>TLE
WET, 77T —2avIilORYRAT T eBRTBICHT T E5LIBMD IR 01 32—
TI—ADHRBRA)Y MBI 5TIHETHIN I TILED BT,

NES

| RVZRENN

BXZRANE. OARVROZAIVIZRBL AV TFAMIGLTERLTBELLD EBELRED
TEEY,

XV RNE—=2ZBAATERICIF A TOIE ZERLTETL,

—  &DBLOOAVVRZER TS AL TOSTIMIEENTVWBROTVRF TV I ME 1 1848
(MoveCommand) D& T, ICommand KB IAVVRAT I IRV DO THIEML.
CommandInvoker ZfEALTENSZEHTEIET,

—  PHELKEEEZENTA LR ANDRZYIZEMT B LIV RAT OV ERDET L E,
POEUREZEITBRZYIICENE Ty alLET.COREICED D ELEEZRRED
BLUEDENSDRIEZPDELIDTEX T, I —DFE o7 <HLLVEEEH U T ST,
POELRZYIZZEICLET (RBOY VTN IOV TEREZHERTIEY),

DL (Undo) AZv 22 DEL (Redo) 2Zv
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—  ARYRFTDzIPONYIFICRAOIALI2a %2 ERTSB:EANERL (FIFO) BIfFHRER
BRIFF1—DIFSIHERTHBPIREMD HDE T VAN EFERI BG5S I RETITA TR
TYIREBMLE S T ITATRA U TYIREDRDOAR VR TTICR I CEDTEIE S 1T
JRAEDBODIRURIFPDELFIEETT,

DAMRZOMD LI aYh AR RNy T 7E LTHEET %,

—  RAYIDOHALXEFIBRTS:EDE LIREPPDE LIRIEIX. T CICH A IDAREIKAD FICERX
BLESTLESHEENAHBDE T, XXy IEZERDOATREICHIRLTIE 3L,

— BEBIRTONGA=A=%AVAPSI2—=ICET:ZNICED MoveCommand DI TRES
na3&sic.arvyobareIbInEd,

CommandInvoker TITHhNZDIE MONEA T IR LELSICExecute £7z1d Undo T}

HITEDHA T ARYRAT OV ORBEBEIIREEAIVANS IZ—ZHUH T ESILET S
BEDBHZIRNTOT—R2ZAIVRFATTIMIELED,
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HBTLATINF VS UZ— 2RI BELET HBBEE. F v 72— MEICII>TUVBI LN BDET,
IbAO-5—ZHHTEFVIEDESIDLET VvV TREVERT E F v I IF—HZERICHD
EDDFETHIL— LB EMLU BELLIBMNEICRDE Y,

RF—RERF =R
T=LEAYEZ0T4TTHOD SV RALICENTEIHESDI AT LZBH T EIHBENBHDEY,
FVIIR—DIEIFBRT—ERT 17070 2HERDESICHEZDDBLNEE A,

SVTIWBRT—MEAT IS
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U EREZT—FY> Y (FSM) EEIENZ DD T. 7O0—Fr—rEBMTOETH VKO DEVD
HOET,

—  BATITLIFV DD DRT—F FELELTWB/II>TWB SV TWB ES2TWE Py FLT
WBAEY) TREINTED. HBEETIE 1 DDRT— IR TIT4TICHEDES,

—  BATF—MITVETLOREGICEDVT D 1 DDRTF—ADEBRERN)H—TZE T,
— BBRHIEIDICBREDAT—IDHLWIITAIRBIAT—MIRDET,

T—LRARICEITD FSM OHRBEWNZRARD 1 D3 7F—LOT7I2—FIZNEEDHRERT— %
EBHT3IETY,

HEANBRAT—FIIYE2I—RTERTBICIE enum & switch XF—bXVhEFERLIEHA
F77O—FEFERATZIELVTLLS,

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()
{
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@ | State pattern |

}
private void Walk()

{

}
private void Idle()

{
}

private void Jump()

ZNTHHBEL £ H\ PlayerController 27T TICIFED DD HR<E>TLEVE T AT — MR
BHIEZEBMTZE. IFADENGNZCICHRDES, £ EEEMMX SV PlayerController
ZOVTROATZRETHELH DT,

HLTRRAKCET AT =S T L BB B ELE D,

B TFIIR AT — N —>

FZVWRILISAT—ENNEZ2—2 3Oy OBEEBICIRIIB£Y, 41 P F )LD Gang of Four &3 &,

AT —hIRE—=UNERD 2 DDRIBEERLET,

— ATz OMIABRT—ROEICHVEIEZEETIMNENHDET,

— AT FEBEOBMERRMIILTERINETLHLLWRAT—rEMLTH BIFEORT— FOBIEIC
IFRELEFE A

LEBDFID UnrefactoredPlayerController 35X UIXT—FDE{LZBHTIEIH. .2 DED
MEISEEINFEAF LVLRT— BN 3 LS BEDRT— MM OEEE R/ RICHZ ZHEH
HDETN DDAT—rZ 1 DDA TSI LTAT LT ZE TR TEET,
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BRT—FZRDESICHERTEELET,

H7 IS Nz ZT— I Entry. Exit. Execute DIEEDRHOTWVS

CCTIRATF—MIADEZEICE>TOFO—IL7O0—-PRTTR3EFTRIL—LEIL—TLET,
CDONRA—>BRETRHICAVRZ—T—X IState ZEFHLE T,

public interface IState
{

public void Enter()
{

}

public void Execute()

{
}

public void Exit()

© 2024 Unity Technologies 83 of 147 | unity.com


https://unity.com/releases/lts

@ | State pattern |

T—LADEEFNBEIAT—RILD IState 1 FZ—TJT—AWEREINF T,

—  Entry (1E):COOPYIIEZEDRAT—MIBRVICADEIICRITINE T,

—  Execute:CDODYIIFEIL—LERITINET (Tick £7z1F Update LIF-IENZEHHDET),
MonoBehaviour £[EL& 512, Update. FixedUpdate. LateUpdate 7% & C Execute XV RZI5(C
TIAMETBREHTEET,

Execute NOBREIX. B TL—LTRT—FDEEZ N A—F23F D BEHINBZ EFTRITINET,
—  Exit(1E):COO—RIE XAT—FEBN FTILORAT—MIBBIDESIICRITINET,

IState ZREKIBERAT— M1 DDIFRZERI BV ENHDETCOY Y TILTOTDTIMIE.
WalkState.IdleState.JumpState ICAHEDISRBREINTUVET,

ZO%.BIDISR (StateMachine) IC&->T. O O—IL7O—NEDRT—MMIABFEEBBIAHEN
BIEINET,ZD 3 D2OYVTILATF—RCED.StateMachine 13RDLSICHEDFET,

[Serializable]

public class StateMachine

{
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 Execute()

{

if (CurrentState != null)
{

CurrentState.Execute();
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INE—IZRES T8Il StateMachine TIXFZDEEBTICHZIEAT—k (CDT—XTlE walkState.
jumpState.idleState) @ public 77U BB L %9, StateMachine & MonoBehaviour %
MELBWH BRI VREVAERETBDICIAVANSI2—Z2ERLEY,

public StateMachine(PlayerController player)
{

this.walkState new WalkState(player);

this.jumpState = new JumpState(player);
this.idleState = new IdleState(player);

MBEINBZNIA—F—FAVAN V=BT ENTEEFI . COYOFILTOS I RTIE.
£2XT7—KT PlayerController "8BINTVWET, ZOE. FNEFRALTERT—rETL—LZLIC
B LET (B IdleState DHIEBR),

StateMachine ICDWTIZ A TFTORISES LTI T,

—  Serializable B %A Y % L. StateMachine (£ Z® public 7r—JLK) % Inspector IC&R
TETEF,CNICED RID MonoBehaviour (PlayerController ¥ EnemyController &) T
Z 0 StateMachine #74—JLRELTERTE XY,

— CurrentState 7O/NTwIEF5AEDERTY,StateMachine BI&IZZ D7+ —JL RZBARAIIC
SRELFH AL PlayerController D& SHBNLA TSI/ MT Initialize XV yR%E
O LTT 74D State #RETEET,

— £ State AT IMNIIREDTITATRAT—h2ZETB7-HIC TransitionTo XV R%
O TEEEESRELFT,StateMachine 1 VX EZVADHRERIC.ERT— MIHBERIKTE
BEf% (StateMachine BA%Z2) ZEI A TTET,

ZOY>7ILFOP T R TlE PlayerController | StateMachine ADEBEHITICEENTWLS
721 DD player NIX—Z—DHZELET,

RBOSYIEERT— TV TENENERBIN S — LA TPV R—R M a0
TRADITHBEREI T RT— M ER T3 TEE T BEXT— D\ IState ZREITIHMBDIS A%
FBEF£Y,SOLID DFRANIAV ZT— 2 I5ISEBMLTHUFIER LI AT — MIRIZFTHENR/NRIC
MzENET,
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ZBE5h IdleState DHITT,

public class IdleState :IState
{

private PlayerController player;

public IdleState(PlayerController player)
{

this.player = player;
}

public void Enter()
{

¥

public void Execute()

{

}

public void Exit()

BORLICEDETH. AR NS I2—%FERALT PlayerController 772V % ELE T, ZOHITIE.
Z® player IZ StateMachine ADBB Y Update ODYIICBRBREZDHIRTOHDHEENT
WFJ,idleState IZ&>T.Character Controller DERER v I RTF— MO ERIN. ZOHBEE
StateMachine @ TransitionTo XVwRAEUYHINET,

WalkState ¥ JumpState OREIZDOVWTH HUFILTFOS I THERLTKE IV EBEZYID
BZ31DODOKZFRISADHZDTIFHBLLERXAT—MIMBED Update OPvIHHDET. 2593
CET RT— AL L CHERET B L 5ICD ET,
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RPTCKERT

ATF—bMNEZ—=2NF AT I MMIAREBAS Y I %RETDMEIC.SOLID DRAETFEIDICRIEET,
EAT—MIEBHNSK BIDRAT— M DOEBRZHEDHEBHLET . A—F>/oO0—XRDRAIC
LT FRBDOINB switch ATF—RXVER if RT—b XV EFEAE T BEORT—MNIFER
RIFTEBLRAT—FEEBIMTEET,

—H BT BRT— D BVBRIF RO BEENBRICEZIEETNDHDET. CONFZ—2HELT
WBDIF AT — M B ZREEMICRBZENFERINZHBBICRONZ DB LNEEA.

AT—bNE=UNI AT TV SDRBRT— BT B0

W=D

/70w

SO INTATTIDATEILNIBHIE L. TLAVY—DREBRT—MMILST Ul BEFTNET,
KEOHTIE AT —FDOEICHSTSICEMB I II VM ER T2 HTTIED,

— RT=INA=20"TFTZA=2aVeIEHhEZ:XT—MNNEZ—C%ZERAT3—RNRIBED
1 DELTUTIXR=a3 BT NE T, LAV —PRFvS 72— I3Z<LDHBE. ¥Z7OLRILT
FVET47 (7)) CLTRBEINET. ZOBRABRT—FOEIIRETEIT7=X—3 1k
SN FAANIZERET BT T — LT I8—DESTD. v T LDk WED BE>T=D LT
WBESICRERZENTEET,

Unity @ Animator 71> ROEFRLIEZEAHZATH UL EDT—IT7O0—HXT—rNNZ—>
ICELTVWB IR EBVWET. B TX—30 Uy T 1 DORT—MMERIN —EIC
1 DDRT—RDIHIDTITAINTHRDET,
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Animator D 27— kIS 7Df, EDiEiE% StateMachine LB L THE S,

— ARV EEMTERAT— OB ENLDA T T I MIEBRBICIF AR NEZEMNTR LW
TL&S (FATH—/N— (Observer) NZ—>%B08), RT—MIAS £IEHZHDIR UM%
AEIRCTCEETRIVRFT—ICEBRL. VAT LICRE IR eHTEET,

— BBZEMIZIRT—NZ—%FERLTEIDERRTI T T DEERZIRDBICHT=> Tl
BRI SNIAT— IV ERETIERVWTLED.—BDRT— NI DICHD E£T. BRI,
LAY =7 — LT 72—HHEICII>TW3SIEEIE. WalkingState TH RunningState TH
BAREDSv>FLIEDTEET,

SuperState ZREITNIE. LBEDOEEE 1 DICEFLHBZENTIET, 5T BT HlE%E
FALT. EFENAEAHN 2T TR T—MATAH—/N—51 RTE X3 HZI1E. ®RHIC GroundedState
EEE 9B LET.ED%.EIH5 RunningState F7-1x WalkingState A TI XY,
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—  OVTNGE Al BRETZERIAT—IIIVIIBOERNLE Al DERICHEFITI.NPC D
MEEZEEBETS FSM 77O —FIE RDESICHEDET,

RT—hNE—=2%R—RETBIUTIVE Al

CHESIE FoT<BIDAYTFHFRNTHRET B HS 1 DDRAT—FNNE—2 T ZFRAT— DN HE (Attack).
HFE (Flee) [E3 (Patrol) BEDTILa>%ERLEST.—EIC 1 DDRT—,DHBTIT1TI127D,
BRTF—MIEDRDRT—ADBRHDREDFT,

. W NI
Bl 7 — LODIRRE
BIDBTIE. TLAV—DBEILIED. v LD FRIELTED TR TV S I72—DYTUTILDEBL
Ul SRILDBFHEINET ATV OABREZESTIBRENBHDLAICAT—MNNZ—>%
BRALEFFvII2—TZX—2aVEEORKRMAHF TH D, Unity @ AnimatorController 12 EJL K
AVAT—hRY BEENTVBIZLTT,

YN TAPTIMIB RT—N\EZ—2DB5 1 DORAMNBBERAIE LT 7 —LRT— M EH#FT 3.

EDBEBRRT—IRIUHEFENTVET TEBRIZ.CORT MR VEFEALTS 21 LOBEZE
BEELEY
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Scripts/StateMachine 7+ /L2 —RICIF KDFEBEINTAT— MOV ZBRE SV HRETAIITS
T2HDAVR— DK DD BHDET,

— StateMachine XA TPV MDREOREZTBHL.ERZXT—FEDEBREZLIELET,
BAT—rDSATHA IRV YRERITLIL—TTREOE(LZERLET,

—  IState 14— TJI—RIF.FRXATFT—,ATI Tk (Enter.Execute.Exit BRMEDSATH1UIL
XYY R BFIUMMDRT— A DBR) DIZEL NI RREEEERLF T,

— AbstractState |& IState 1A —TJT—XEREL. IR TDRXT—DOEKXRISI & LTHAE
LY,

2TF—hNE—VERETBICIFRDEISICEEHN BRI T 2EHELET,

—  GRBE® State 7 RIFRTFT—MIA- e EBLUERTHRIC.EFIER N T3 EET
T,

— DelayState ICIFRDRT—MIBB T3 EFTOFHBBNEAINTE D EH/N—PO—F
EmEICEF T,

— LoadSceneState ¢ UnloadlLastSceneState (3. >—>DEREBEITZ-HDIXT—F
JSATI,CNBEDRAT—F T —ZIBRO—RFIE7O0—RTE360H. 7O 70D
A>TV %EEALD Unity O—ICHEITEET,

DR T—MIBETBICIE BEDRERPAIRNNIGETZIO v IERELEFT. CNICED. I —LA
AR I—F— ANNCLBRAT—FOEEIEREICRD E T,

—  ILink 12—71x—XRIF. XT—FEDOEBBZERZLET,

— BEDOCHARVMIESVWTEREZRNIH—9% EventLink ZRELZT,

—  $3%E D ScriptableObject R—=XDAIARYMMIETVWTEBER)H—F3 EventSOLink #RE
LFd,

— BEOI—VHRMBAFARINMIBETVWVTCERENIH—F5 SceneEventSOLink #REL T,

XTF—=RIINIEBDA R NF oI (DRA L CH ARk ScriptableObject R—XDA R LD
BAZER) ICED. T TV r—2aRAoO > AT LEBELET,

CNETRTEZEAEDLENIE. TEIELREBEOT7 VT —2a >y TEETB3AT— IO URIEBE
TEFI. 7OV MDHBEBICHLTBMORT— BB EEHR T 3T TS,

Ho7NFOP UM TlE GameManager IFCDRT—MI IV ZERLTT7 U Tr—23>0—KREN%

TJO0—%##8ELF T,V RTLIE ScriptableObject R—XDARV R EFEALT. XZa— Ul B55TE
AVTIOVICBRLEYD,
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A—H—A2RS7q> (RR>DV)yvIRY) IZ.GameManager ICRAEAT— 2 ZEE§ 5L 5EH
LET.TBRECORT—MEATISLIZREST Ul BEFHFINE T,

GameManager DX7—hc417 05 o

\\\\\\\\

Z—REDETHAREIAATEET,

CCTCRT—INE—=2%EB TR 7TV r—2a mNSBN—YDSEEICBAI TR ENTIET,
BAZa—FREVNIARNEZRETTE T, EDAIRVMICKRISFLWAT—MNOEBERZ RN H—L.
ST 3TEIVTYYEO—RLET,

FREDEA X FILWAT— M ZEBIIL MERBRAZRET 2D LR LS VEETY,SOLID (27820
FI)r—2a i LON—YEBELTH BEEFEOTOS I MIEEELFE A,
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QuizU 7OV =S

RBEOTHAUNE—2FH2b RIEVWTEH?QuizU H27)L7O 7 R TlE Ul Toolkit ZEALT
BRERINIXAUAZ2—TD MVP ERT—bNZ—2OERFABBNLTVET.COTATIIRTIE,
XA —LIIL—FIZHIDAT—IIIVON) I =23 72 FRALTVET, OO T ME Unity
Discussions DBEES ) — XG0 E E—RICTHUCE TH KRB TEET,

QuizU 7O Vb TR T —LOREDERICRT—MN\E—2%HEAL TS,
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AT —/\—
(Observer) /XA —>

FUBALIIE T — LR TS ESETRIEDRELE T HEH LISAIRIBTLLSIHINT =Ty T %
OO BRZT )T L5583 TLIIMZLDBE  AERKEFRFRMNMERINZ A B0
S5 AT P TIMMIDA T O M2 ERBR I B BRBHITIBLSICTBIXNZ ALV ETT,

7% —/X— (Observer) NZ—2IE. DL SHBEERRAT 32— ARV )21—23>0TT" {HE" O
KIZEREZREFERAL TEHOESEREADS. ATV MEITIBERDOCPODEDNTEZLSICHEDET . HD
AT IMDRT =BT R EFNUTHKIFT R IRTOA TSI M BFNISERMINE T, CHid.
ZHOURF—ICEFTERERETIEREICUTVET,

FTH—=N=NE—VIBRIEDLSICHEET 3. T T DI MDA TH —N—ICHETN B,
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RELTWBATOIIMDI 2 HTITIM () EHK.ENZEVTVREDMDA T LI &,
AT —N— (RRE) LtHUFT,

AT —N=NE=2E BT I eDB DB L ET T T DI MIESA T —N—ICB T 2B <
SOFNEZITRSTRICE S TRIMNMTONEIMIDWTIBERIL £ A A T —N—IZIF YT I RS
WY BEEFEFEDBEZ—A T AT —N—RALIEEVDI L= MDEEA.

AU

FTH—=N=NE—=VFILEKERLTED. CH EFBICHDEAAENTVWET . T Ih - ATH—N—
ISR BBICT AV BEDTEIEI N BEIRAETT ITICHBZDDZEONSIERLERVELSIC
LELESCH ICIF ARV ZFERLINEZ—H T TICREINTULET,

ARHEBICEADIDEE L ZR BN TY CHNUSIEVLK DD DN—YHBEHhoTVED,

— NTVyiy— (BT Ih) BNTUT—MIBEDVWTARY M EER L FEDREB S I F vz
BIULETARYMI YT IRTIVRALEICRITINGTI23Y (AX—TJ %3,
REVEDIYITBRE) ICTEFEEA

—  ZEOBRYITRISAN— (FTH—N\—) BENENARIINY T —EFIENE XYY REIERL
LET.CNETVT—bDITRFrE—RIBIREDNHDET,

— BFTH—N—DARVINYRES—DNTVY v —DARNEYTRIZATLET HEIC
BLTEEOHOA T —N—%H TRV UIEE IR TEE T . eN5DFT
F—N—IFITRTCARVINIH—-ENZDEFEFT,

— SUBALIINT )Y —DBARVID RIS T FIDRETNBZ R ARV RELE
WET,CNICED T TRISAN—DIRY RNV RS—AREVHIN ENICIHECTHRBEDORER
OJyIhERITINET,

COESICLTBLKDOVR—R UM EG T IRDED 1 DDAIRVMIRBTBEIBRELFT,
REVH IV I ENCEDY T IMIEDRENBZE AT —N— I TZX—=232 P IVRD
BE AV —YOMIA=T71ILDRFEZTICEDNTEER T REBIRATHoTHILL TDOI LD
FITP TV METRYE—JZRKETBDICA T —N—NZ—DNELKERTNBERTT,
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IO DA RN ERESE T AT —N—ITEH T .

B S FIBYTOTI R AT/

BIZIFRDESICEANBY TSI NT )y v—EERTIED,

using System;

public class Subject:MonoBehaviour

{
public event Action ThingHappened;

public void DoThing()
{

ThingHappened?.Invoke();
}

TR T —LATIS I NMIBERICT 2y F$57-HIC MonoBehaviour Zit& L £9H\ ZNUSHAE
TlEHOFEH A
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BMEOARZLT IS — R 2BHBICESZTEFITHIFLALEDT —RT System.Action BNEM T,
ARV EFERLTNSIA—EZ—FXRETINENHZFE . Action<T> FUF—rEFERLTUILHA>IT
FAT List<T> ELTELEY (BK 16 BD/INTX—F—),

ThingHappened H"EEDA RV T H I UM DoThing XYY RTHRUHELET,

AR EYZ G BTDIC T TILD Observer V5 RAEERTE 9, Z TlIEE L MonoBehaviour
EFRELEFIHMEBTIEHDEFHEA

public class Observer :MonoBehaviour

{

[SerializeField] private Subject subjectToObserve;
private void OnThingHappened()

{

Debug.Log(“Observer responds”);

}

private void OnEnable()

{
if (subjectToObserve != null)

{
}

subjectToObserve.ThingHappened += OnThingHappened;

}

private void OnDisable()

{

if (subjectToObserve != null)

{
subjectToObserve.ThingHappened -= OnThingHappened;

COAVR—R U — LA T IMITAyF L.subjectToObserver % Inspector TBEELT.
ThingHappened IR hZUY RV LET,

OnThingHappened XVyYRIE AR MIGELTATH—N—HDRITIZEEOODYvIEFOEN

TEET.ZKDHE HAREBIEIARYMNYRS—THBZILZTITHIC "On" LWSTL Ty IR %
FFFET (BEVDREZTILAAFORBIRAICRE->TIZT LY,
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Awake F7zlZ Start Tld += BEFEFEHALTEDIRIINEYIRISATTEES, CHUTED AT
' —/N\—® OnThingHappened XYy R&H T2 I MD ThingHappened BMEEINET.

AIMCE>TH T TIRD DoThing XYY RZERTINBL ARV EELET. CHICED AT
#—/N—® OnThingHappened IRV MN\YRS—HEEINICFUVHEIN. TNYITXT— XM
HAShEY,

JX:ThingHappened Y 7RIS T LIDRET. AT —N—%S5 021 LICHIBR £ ISRRE LB A,
FDAIRIERVETCICEDIS—DRET R8N HD £, D 7= .MonoBehaviour M
OnDestroy XVWRT -= BBEFZFEALTARVNDYIRISA T BRI EZEHEETY,

MonoBehaviour @ OnDestroy XVwRT -= BEFEZFERLTAIRYMDYFITRISATHERT 3
CUIFIERBICEETY  Unity 7TV MDA THAOILNEEEELTARNDOY TR T %
BETRZCCT AXEUI—=% null BERZLREEL. O—RFEI)—2iREICREET,

@ Gee=ystl

FTH—=N=NE—=2DEN—VIHG—SIN=DBREIHDEFLEACHEDAZTILHART,
CNBEDON—YDImBAEXEREICL TS,

— ARVMEBROTIIIVERIEITFILTT. CDORFITIF. AR h%Z ThingHappened &
ATWET,

—  ARVINIRT=ARVMMIBRELTREETZO VI T, COBITIF AR RS—
12 "0ONn" WS FL Ty IR ZMFITTVWET AR\ RS— OnThingHappened (&,
ThingHappened 1 RV MIGELTRITINE T,

—  ARVPFREXVYRARVEEFVPHTAYVYRTY, COFITIE. DoThing ARV RRE
XYVYRTT,

ARVMMIF T 2a P EEERTHANGEFEINTITSNDZ AL VTT (DoorOpened.
DamageReceived BE)e T RYMARYEDRIH— ARV EADBEICZRAEZFERT I .
ENSDEGRZELDBEEICTZIENTEET,

F—LMHBED C# RZ1ILHA RDIERDEMICDWTId e TP Create a C# style guide:Write
cleaner code that scales (C# XZTILAARDIERL: RT—Z7ILTOU—>%0— D) %
BRLTIESL,

AT —=N=NEZ=NE T =L LAHICEETBIEEFIRTOICICERATEETAZIE S —LT
TLAY—DBERI LD TATLZR2T-DTRIVICAR N ERETEBZEHTEEIXATP
EREZEBWTIHAATLANBBERIBE AT —N—NRE2—2%FRITNIE. TDTS—LTL1D
A—RICHEEXS X TICERTEET,
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@ | Observer pattern |

Unity D7 7V 7r—2a>DELIE U TOILICHLTAIRNY M EALE T,

—  HEENGERECREEE

—  BREMH

—  PlayerDeath.EnemyDeath.Damage
—  TATLOWRE

— I—Y—A2E—T1—2R

YIS IOMIBERDIFBEYRIAZI VI TAR M ERESERIIERLITT Y IRISATTESZ AT
H—N—DHICHIRIZH D FE Ao

AT —N—DH > TIN—>

oY FNLTOT I MTIEButtonSubject IC&KDA—H—HIIRDREZV%FEALT Clicked
ARV ERVOE TN TEX I AudioObserver IV R—R k& ParticleSystemObserver
ARV PR OTOMDERD T — LA TP I HMBOFETIRYMIGETESLSIC
DX,

EDATOT O "BTD IR T END "FTH—N—" THZMNI ARICEOTDHREDET,
ARV EREESEZA TP IMITARTH IOV ELTHRBEL ARV MIRE T34 TP UM
IRNTH T —N—ICBODETRLT —LA TP I MDRBZAVR—RX DY T IMIBBZIED
FTY—N—ICBBIEDBHDETRLAVR—RX I TH HBZIAVTFINTIREY T IMIBRDFID
JVTHRIANTRI AT —N—IZBZEDHBDET,

BIRIE. CDFICH S AnimObserver ICk>T IV I NI ZICARZVICD LOBEHEMINE T,
ButtonSubject 7 =LA TV CD—ERTHOBHS A TH—N— LU THEELET,

© 2024 Unity Technologies 98 of 147 | unity.com


https://unity.com/releases/lts

P

| Observer pattern |

@ UnityEvents & UnityActions

Unity [Zi&. UnityEvents £ WSHENE®D > X7 Lh'd D, UnityEngine.Events APl H'5 UnityAction
TUTF—rEERLED

UnityEvents (ZI& AT H—N—NE—2BDIT T4 I A U 2—TT—IBMEH TV E T, C bl
BMOI—RERELETICARBTONAE TR A VETIIaVDREZITIENTES,
T—T1ANMIEOTELWRTWVWF FO—F T, Unity D Ul X7 L (Ul Button @ OnClick 1 X k?D
ER 7 E) ZERALI-C A H DA TH IR T TISRERED HBLICHDET,

UnityEvents IZI&. I—F—HERETB/=HDI ST AL VR— Y M HMED TS,

CDBITIF.RE>D OnClick IRV KICED AudioObserver @ 2 DM OnThingHappened
XYY RDSDRENINEVHEINTRIA—INET COLSICLT T IMDIR VA%
I—RBLTRETTFY,

UnityEvents (Z. TH A+ —2. FOJ 5 —TlREVWI—H - T—LTLA DI RV ZERK
TEBLSICHBEFLIHERET I /72 L. System BAIZEBDSDEIFEDA RT3 EDD
BERICRDEENDHBEITEFRL TSI,

UnityEvents ¥ UnityActions ZfEE T 2RICIF N TA—Y VR EFEREZ LBRFT LTI T,
Unity Learn @ Create a Simple Messaging System with Events (1R +ZEHALTHEL
Ay =V T RTLRERT D) EZPa— L THZERER LTI,
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@ | Observer pattern |

KA &P

ARV ERETBEICIFEMOIERDMFVET A TOLSIBHRH B DT,

— FTH-—N=NE=2R.FTI1IMRLTZYDBETDICRILD: ANV INT Iy v—IC ED
ARV TRISAN—BERICET BRI FE T, V7 RAB TERN L KFRRZIER
TERDODIC. BHBREVIDBESNREZRE DO Y TP I/ eATH—N—ETIAIa=7—
arvhmshEd,

— BEIIVEDLBVCH ICIFBIIINTARIN AT LDMEDSTED MBOTF U — %
EFEITBMHDDIC System.Action TUH —rEFERTIF9, £/ Unity (ZIE UnityEvents &
UnityActions HfEtHh>TWVWE T,

—  BAITHF—=N—=CHBOIRVNYRIITADYIDRESNZ:COHEICEID AT —/N—
BOBAT S IMIGBICHRBEINZO v IR INE I CNICKD. TNy T L BK
TAMEERIZAEDET,

— A=Y= 2=T71x—=XIBLTVWE: S —LTL1OETERI—RE Ul O vo%=T0E L TH<
CeNTEET,UI ERDEENLEYT —LARYRPREE )YV L OBYICHE TEIRLSICHRD
FIMVP /NZ—2% MVC NZ—>TlE. COBRDF=HICA T —N—N\NZ—2%FBLET,

FTHF—=N=NZ—=2TIFRRDRITERLTLIES L,

— EHODETMHONE D EERRIS ARV NBB B T —F T O F v ZE T BICIE BRICEDZL<D
CEEREITIMNEDBDEI, £l IO MCA T —N—%HIBR T BRICEHEELTIETUY,
W9 OnDestroy TAIH —/N\—DFEFERERL TSI,

—  FTHF=N—ICRBARV I EEETEIISANDEBEBHIUBE: A T —N—ICI5 | SHRE AR E
RHET RIS RRERBRIFEELEF T IRTDOAR N ZAIEYT Z8409% EventManager
(&) 2RI AT NEOREEZEET2DICRILDBEDHD F T,

— NIF—RIADVBHRICLIEENDH I AR INEBET—FTIFvEEAITIE KRR
F=N=AYRDEELET ARES -0 ZRDT— LA TPV NTA =V RZET
TEBEENDBLET,

E R

CCTRERNBA T —N—NE—2DH BN L TVWEI T —LT7 TV r—2a>DH 593 =—XI
HIHTBEIMLERCTETE Y,

FTHF—N=NZ—2ZRETBEICIF AT OREZERICANTHTLETE L,

—  ObservableCollection 75X ZEAT3:C# ICIS. EENAREEZ BT %285 B4
ObservableCollection BBEEINTVET, 71 TLD B EIFHIRINI-E S HBAWVIIUR R
ER SN IICA T —N—ICBHTEET,

— —EBOIYRAEVZXID Z5|HELTETREAOR Y —LA TP IMIE—BD 1222
D BBDETEEDA T —N—ICEAINZAREEOHZ IR ENIH—T25E8E.FD
ARYMMI—ED ID %Z (Action<int> BlzEH) BLET. ZOR T —LA TSI —ED D I
—HIBBEIARNVINYRS—TEDOOSYIDAERITLED,
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@ | Observer pattern |

—  BM7% EventManager Z{ERT3: 7 —LTL1DHBRDDERHA R NEBREETH B 7.
Unity 777 —23>D%BLTIZENEIESJILE> D EventManager ZfEHALEI. D
FAEILED. AT —N—TS —LARDOFRONGRY —REG TR LTBRBRTESLSIC
BBIDERENKIDEEICADET,

FPS Microgame Tl 97 EventManager 5 £<EEINTVET, HAXH L GameEvents A
REINTED IR FT—EBMEIFEIBRT 2 BB SEINRAIN—XYYRDREEFNATUVETD,

F7-.Unity Open Project ICT.RIVTRZINA Tz FEo1c T —LT—FT0F v ZBN
LTWE S A =T A OBERHFLLWS —>OO—RICAIRVMEFERLETD,

— ARV FA—EERTE D CAICKEDA TV M HBI5EIF —EICTRTDOARU b
RETEBVADEVTLESN DDARV VT EAFHLOAT IO SENES,
ENDNENBCEREDTHENMEBRLTH TS LY,

FTHF—N=—NEZ—2F AV RNFZ—V A EDEBRET B DA ZE 1 DDAV
Fa—IlHTEIMETEXET, CNICED. ATV RN I 7 EERLTAIR YN E—EIC 1 DFD
BETINMBEBISHLTERNICERTEEY (—FBICBEZRTZLDTEZ AT IMD
RABZRETIHEHRL).

AT —N=NE=VIF ETIE2—TLEYE— (MVP) 7—FTIF v NZ—UIIREHOTVED,
MVP NZ—=NZDVWTIEIRDETH LLERAL Y0
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EFILE2—
L% — (MVP)

EFIIEa—a>bO—5— (MVC) F.A—H—A > FZ—T 1 —AOHRBEEICIKERAINZ T 1Y
NE—=>DT7I)—TT,

MVC OBRICHIMXNE VI T7OODYy IR ET—2E LV TLEYT—2a>hbyDEd
CETEH — LM77V r—a @ A——1 > 2—J—REBL WL VY= 7O L0D
BB THZIT—REEEHLEFIT U ET7—F2AVKR—MIZLLDBE TV —2a DI £F3EFR
BRICEKID > TWBR D E BEEEES T2 LBMENRETIEENDHDXT,

AVR—R U MDBBIEE INTVBR L AURELRKERRIEL. - RR—XDEMH I BRI L.
NTDEEEZIVILRZBENDHDEFITMVC NZ—NFE. TV —2a>DZN—VEDES2—)UE
HRELSEESEDZPMILET. CNICKD. RBRKEFEBHRARD 2/ v 7 I—F ZHRTES
EESESr10E 38

EFI)LEa—O>bO—F— (MVC) 1>/ E2—>

FOEZBDESEDMVC INZ—UNZE>TT7 V=23 A TO 3 DDLAV—ICREISNET,

— ETFIIUST=EHDRRMIND:ETILEIG BERICEZIXENMREINEZT -2 TFDIE T,
F—=LTL1OO Y I%ETITBRZEDHFEETOICLLHDEFEA.

— Ea—RBAY2—-01—-R:Ea— kT —FZEALICTI T NIRRT BDICTH—I VL.
LRIV TLFET,

—  AhA-S-PASyIEMETEEMOISBDDEEX TS VT —LT —FZIUIEL.
SUEALIEDREDESICENTBDEFHELET,
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Q \ Model View Presenter (MVP) |

EFNEa—arbO—35—

COESICEDEDETRLICED.INS 3 DON—VYOHEEEBLEFNICERINET. ET/LIZ
TIIr—23 57 —425BB L. Ea—I3F0T7F—4%1—H—ICRRLEFT. A O—5—IFA %
WIBL. S —LT—RIEH23H5PZRENCFHEZITVET.FDR.ETFIICKERETIRLET,

CO=H. aAvrO—>—B8&KICIETr —LAT—2IF—TEEFN TV ERAE2a—DREKTI.MVC TH1>
ICED B LAV —DREDFIRINE T, H2/N—Y DT —2%FEF L BDON—Y DT —2 = NIR L ZED
N—=YBEDT—R%EI1—H—|CRRLET,

KALIZI BE—EEOREILELIEDDERBRIEHTEEFI.ZEN—UYH 1 DO EHBVET,
B MVC 7—FTIFvDRED 1 DT,

ETILEa—TFLE>H— (MVP) & Unity

MVC ZfER LT Unity 7O 2R TS BIEZED Ul 7L—LT—2 (Ul Toolkit F7=i& Unity Ul)
IFRIRMNCE 2 —E LTHBEL E 3. TP iCiEA— Y — U E— T —ADTEHRERE N MEHOTWVS
72 fB4D Ul AV R—x 2O SRARTZHREIZHDEHA.

TeE L RERBED MVC NEZ—=VICRSICIEETILDT =2 ES VAL LIC)YR VB . Ea—
EBEDI—RHPBRETT,
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@ | Model View Presenter (MVP) |

CNIFBEARTIO—FTIEHD FITH. 2D Unity BREIZ. I>bO—-5—DHNRE L THEEET S
MVC DNV I =g RT3 BIRLET . FCTIR . Ea—IFETFILZEZEITBER LI A
KOOI UATOESHIEEZITVET,

D MVC ODNUI—23>DleZ ETIILEa—TLEY
F—THA1> (MVP) EIFUETMVP THE|SHZE DD
DEMRINTED.3 DORHED T TV r—>a> LAy —1
BOFEI I L BNV DREIDDLEDD T,

MVP TiE (MVC OOV FO—5—Il5%2HT3) TLEVZ—
NEDMDOL AV —EDHNREBRDEST ETIHET—R
ZRRL.EDT—R2ZE1—TRRIBLHICTF—Ivh
LEXTMVP TR AHNZLETBZLAV—H MVC &iF
E4DFEd,20hO—5—TRELEa—P 21— —AHD
MIBZIBVET,

COT—FTIFvDBARINEATH—N—NE—2% LD
FOICFBALTUBMTEB LKLV Ea—DRE2,
I ZAZAE—RED Ul ERZBLTA-Y—AN%Z
FrIFvL ENSDANREARVLEN LTI LEYZ—IC
BINFTLELTUILEZ—HTINSD1UE2502avic
BEOVWTETILZEBHLEI . T —EDEHFINB L D
ARV TLEZ—ICBRLE T, DR EELIT—4
ZEALTUIDEFHINE T,

MVP:MVC ON\JI—3>

FBHP 1> —T1T—X

MVP Ofl% BRIt T RT=DIC.F Vv T IF—PTATLD HP ZRRTIBEELRI AT LEEICELEDL
RTHATLIETVT DDISRICT—2%P Ul BEITRTEEHACZIEDHTIFIN R —ILTBICIE
FRERE T HEBE BN Z WMFEILEDNNRE|IC A>T e IITEMICAD E T,

KHDICMVP ZEDERLIZPDAT HP OVR—R N EESRIBZIEHTIET . RIUTE
HealthModel ¥ HealthPresenter ICOEILET,
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Q \ Model View Presenter (MVP) |

MVP Tl EDKDBAT TV MTH HP T—RZRIFTET LI H\ ScriptableObject =AY % LBIEN
F—RBENSTIDHINDB =0 S EHREL F T, P> )LD HealthModel ScriptableObject |
RDOESIZHEDET,

[CreateAssetMenu(fileName = “HealthData”, menuName = “DesignPatterns/
MVP/HealthModel”)]

public class HealthModel :ScriptableObject

{
public event Action HealthChanged;

public int CurrentHealth;

public string LabelName;

public void Increment(int amount) }
public void Decrement(int amount) { ... }
public void Restore() { ... }

HealthModel (Z.IR7ED HP f& CurrentHealth Q&AL EDENEEINZICAIRU+
HealthChanged MU' L& d.HealthModel ICIZT —LFL1OPYID B T—2%E12 TV
XVEEBLUVTIIXNTEIXVYRDAD G ENE T, £/ LabelName OXZFEFTs—ILRBEEN
F9,

%> 7L T Ul Toolkit Z{ERLTWLWAT8. Ea—id UXML TEEIN TV ET.CO1E—TT—RICI3
HP N—XT—FXASRNILESRILHIEENETIT.RENBRIRFIE USS 771 Z2FEBLTREZTIL
BREINEFI,CNS5DT7 v I Ul Builder TEEBIAZZCH . TFAM L TEEEE IR EHTEXD,

Ul Builder @ UXML
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Q \ Model View Presenter (MVP) |

HealthPresenter . ETINDT—ELAVY—Ea—D1—HF—A 2 F—TT—XDBDHNZELT
¥BEL £9,HealthModel DEEICIGLT Ul ZF#H L. A—F—ANTZNIEBLTHP T—2%2ZEL£T,

ST SAXEINTcTr—ILRIE Ul Document (Ea—) ¥ m_HealthModelAsset ScriptableObject
(ETI) 28RLES

public class HealthPresenter :MonoBehaviour

{

© 2024 Unity Technologies

[SerializeField] private UIDocument m_Document;
[SerializeField] private HealthModel m_HealthModelAsset;
private VisualElement m_Root;

private ProgressBar m_HealthBar;

private Label m_StatuslLabel;

private Label m_Valuelabel;

private void OnEnable()

{
NullRefChecker.Validate(this);
m_Root = m_Document.rootVisualElement;

if (m_HealthModelAsset != null)

{
m_HealthModelAsset.HealthChanged += OnHealthChanged;

UpdateUI();

private void OnHealthChanged() => UpdateUI();

private void OnDisable()

{
if (m_HealthModelAsset != null)

m_HealthModelAsset.HealthChanged -= OnHealthChanged;

private void UpdateUI()
{
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@ | Model View Presenter (MVP) |

private void RegisterElements()

{

var resetButton = m_Root.Q<Button>(“reset-button”);
if (resetButton !'= null)
resetButton.clicked += RestoreHealth;

public void RestoreHealth() => m_HealthModelAsset.Restore();

public void ApplyDamage(int damage) => m_HealthModelAsset
.Decrement (damage) ;

ZFOMDY — LA TSI M Tld ApplyDamage XV R RestoreHealth XVwR%EEHELT HP %
EEIBHICHealthPresenter #fERTIHREHRHDET,

BEEADIL HealthPresenter (Zl& Ea—%ET /LT —R2 AT H31KEID UpdateUI XV RH
EFENTVWBRIETI.COXAYYRIZ . HealthModel ® HP T—ANWEBIND-ICHKETS
OnHealthChanged A RV MN\YRS—THUHINET,

private void UpdateUI()

{

float healthPercentage = (float)m_HealthModelAsset.CurrentHealth /
m_HealthModelAsset.MaxHealth;

m_HealthBar.value = healthPercentage * 100;

m_HealthBar.Q<VisualElement>(“progress”).style.backgroundColor =

new StyleColor(Color.Lerp(Color.red, Color.green,
healthPercentage));

m_StatusLabel.text = healthPercentage switch {
< 0.33f => “Danger”,
< 0.66f => “Neutral”,
_ => “Good”

m_ValuelLabel.text = m_HealthModelAsset.CurrentHealth.ToString();
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Q \ Model View Presenter (MVP) |

UpdateUI |d.ProgressBar DE%ZFHE L. BDELEPDEREZZEELTC.AAD Label ZEFHL XTI,
COOPYIIREERIODVTREICIGC TG EREBEEZ XN FIAvE—UFidBICEBLET,

CurrentHealth fEAZEE SN/ L FIC UpdateUI XVwR%ERJH—F37=8ICHealthPresenter H'
HealthModel BMSARYMIBVTRIFATTINENH BN BEELREIRATT,

UpdateUI XVwRADT—4 (LabelName &) (SRHFREFIC 1 El721F40EA(L S CurrentHealth H°
L LTHEEMICIZIEFHRF INEE A

MVP ZfER LT HP A >2—Jx—Z2DH > )L

Bo7NTAST LTI E—= Y bET )y I LT HP N—ICEX—CHE XD REVTHP &
Dy LiEDTEET. CNED Ul EXR(Z Health #EHEZEITIDTIEAL. (ApplyDamage 71
ResetHealth ZMEUFHF) HealthPresenter IC@FILF 9,

@ Unity Ul TTD MVP

Unity Ul ZERLTVWAEBEIF UGUI ICHIELIEEHWAN—23> 00 >IN —26HD XY,
7ZMVP LU KJAT MVP >—>%FELTAHATLIES W Unity S—UNITF IR T BHIIC AT
SceneBootstrapper ZEMICL T T L,
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@ | Model View Presenter (MVP) |

EFTCRERT

MVP (& MVC) 1. 77— 3> DFREDNKEIKRBZIFEEMERIELEF .5 —LOEARICHEDD
HEREOF—LDPPNEEIN. O—>FLTHSREAIICHDIESDTAYTFIURATERZEHBEINDSEE.
UTDX )y RHESNBRIEEEDLHD £,

— PEEELAEICRDZ:TLEVEZ—DSEa—EYDELTWE 0. I —HF—1 > F—TT—D
BRCEHREZDDOO—RR—=XDSIFIFHIILTITSEHATIELSICHEDET,

CNUICED. BB REM TIEEZDIBET R TEIET . F—LAIC7OVMIVREREOIFX
N=:DVNUE I BSICE2a—FEET X LLSMDAN—CIIRNHEEEEDDENTIET,

— MVP & MVC ICEDBFTFRAMEEICES: NSO THA U NF—> TR - —1>5—
TI—ZWST—LTLAOADYy I DB LE T DD TTZ—THEE—RICASHLTH.
SORLIcO—RICEB AT I b DEEZ S T oL — b TEE T, CNIFKIB AR DEHIICDHHD
£

— Od—FZERBPIKEOIEDNTES:COTHAUNE—VTRNSBRISRZER T BMERD
HBTD FHAP T LD ETEKEFRRENDBVEVS ZLIF —MRIICS VT RO 7 HENBI5FAH
DIRLIZDNTDBATVSEENDHBIHAH D BB ZRKRLET,

MVC & MVP IZTTTREPIVA—TSA4XYV I Iz 7 TRIGKEAINTLETH. ZLDFE.
TIVr—2a> DA A EH IO HIIEEARIKBESHEVNE. ZOAVYMMIIE>TO MDD EFH A
Unity 7SI MIVWTNDDNZ—2 % RETIFIUATDOICEEEBITIHNENHDET,

— EHICHEZITRIUVEDLHSZ:MVC & MVP 1F.COHARTEBNTBMD/INEZ—ICHEART
ARERT—FTIFYNE—2TIERTBRICITIVSRERENICDENTINELRHD-H. HD
EEOHEB . S<OEFEENKROSNET,

—  Unity 7Oz FADOITRTHSIFCEHTIIFE I3 HITTIERABL:MVC F£72id MVP @ "#lifrxa"

RETIF EEICLYAIVIEINZH5PZHDHE2a—D—EB T, Unity DIRTHIVKR—
IXUbETF—A2. O YO AV RZ—TJ1—RAIEEICHETES LIFRD £ A (MeshRenderer
BE) Tl O TINBRIVTETIE MVC ® MVP OZLDANY R EZEZTIHRVATREED
HDOET,
FONZ—=2DERHA)Y N EERTEZHENECTHAINHIMTINELHD £9,—HRAICIE.
BETANDEEHEBRDE T MVC ®° MVP ICE->TTANEABICED B D TIZDTHIIE.
FTIr—2a>DEOATHRATILZ R LTIV E5THVNGESEIF. 7O IS
ZFONEZ—2%EBICYHTIZHZZEIELABEVTIETLY,
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T7I)lEa—Ea—
7))L (Model-View-
ViewModel)

MVP IZBDORBEZ 7Oz /MIBRALEIN L
EoE—PMTICEDEII ETILEE2— DR THEHKEIC
T—REPOIDTBIENT T CHUI T —HIBDT=8HD
ZLOERI-RIHEELED

HP REDT LAY —DREHERD H 3. giibD >+ A%
EZXTHELLS.CDEZ Ul TRIFTBHZEIFLKDD
HOFETHIZIEHP EEE (ki HP HT7IL ARl HP B
0 ICIEW) TRIRLEDHP BMETFLIZESIICEE XY
t—CERRLIEDTZEDHBDET,

MVP Tld. TLEVZ—IE1 o 2—T—RICEWEHE.
REIZIGLTE Ul BERZEFH IOV IZRETS
MBRHDEIIFEAEDT—IATIK. ILEYT—3Y
LIV —Id . BFZEOTFT—22Ea—RBIC7+—< v kL.
BB L TIRHEI ST TI.ChzE8bs5 T,
J—070—%Z@RILTEET,

MVVM NE&—2,
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| Model-View-ViewModel |

Unity 6 O MVVM

FDT=H. Unity 6 [ZIEMVP NE—>% £F7)LEa—Ea—E7 )L (MVWM) NZ—NZT7vFIL—R
G2 SUBALT—ENATATIRAT L DMEHh>TWEITMVP EEIHRICCMVVM 6 3 DOEER
MO TEHRINET,

ETFIVT IV r—23>07F—ReESX A0 IERLET, CNISEEDA TSI T ZLD
B &1 ScriptableObject £7z1& MonoBehaviour O EZEXD £

Ea—:7— 2R AL TCA—HY—CRETZI - —1>2—T—XTH,Ul Toolkit TIFiBE.
UXML 771JL¥ USS RZAILS—hTHEINET,

Ea—EFILMVP OFLE U R2—RERICEa—FETFILEETINEE2—DRDMHNERELT
HEEE L £9, CNIEE . MonoBehaviour t LTRESINET,

BEIBRHDEITH?ZDIETTI.MVVM & MVC THA 2 NEZ—DHRE T, TAEWMZ.MVVM Tl
F=BANAT12Y (FEEEAFER) MEMINTVWRI LTI T—ENT TV IICED ETILD
ZTONTAHEEINB . Ea—DEHFHNEDBEEMNICADE T, CNICKD B RZTF—Rr 21— —
A R—J1—R%ZEAT2HDREI—ROZLHBRIELINBEIHINET,

@ TN T

F—HNA T N EDFE Ul AT D7 O/ T+ (MonoBehaviour DX 5] FO/N T )
Ul BERDZO/NT+ (TextField DETONT17% L) OREANMRIESNET NI >Tro T
AFEIEUI 7ONTaENEEFETS Ul EXDOBDIVITY,

NAVTAVTZRET DL BEREBZT —2ENBIBEDaTILBEREOBTEELNBEFMIC
FHATNE T CHICED Ul OFFCEICANY MY RS —ZFETERIR T IHBENRABDET,

Unity 6 @ Ul Toolkit T.T V21 LT —FNAVT1 00 DY R—bETNBZLSICHEDELIE.CD
HREICEKD. TR LD UHRERIC CH AT /b FONT<% Ul > bO—=ILOFA/NTrIC
NAVRTEXEG, VI T7SAXINET—2THEVED. T702—D Ul THERTEEY,
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@ | Model-View-ViewModel |

P BN )L O ok
ZDTEI—=UIEMVP BT ILo—2h5 HP N—DFZED.MVVM & Ul Toolkit DT V21 LT—4
NI Tae % FERLTBREELTVLED,

MVP OBIEREIRRIC, S—NCIFZ—T b D HP N—ZBH I3 Z5 0 T4 I RERDEENTULED
ASAE—%0 VI BEE—TIYMIAR—D 25X ATORE 20 )y 0§BL HP N—=hUtvh
ey g% 318

MVVM H>FILS—>,

MVP H#> 7L —>DEIC HP N—DFIC R B & THA Y NEZ—2DEVH DA D ET,

ZDIFEDH.HealthModel & ScriptableObject T.CurrentHealth @74 —JLR . EDEZNIE.
BE.BELVIEY TRV ODDEERXYYRDBDE T, e T—INA TV JICERINET—4
IVN—2—HLKOMEMTNTVWETI ENUNIE LT,

HealthView [ZIZIFEH 5T UXML & HealthBar OXZ1I)L—kMIEL T,
HealthViewModel IF.CCTHEFILEE 2 —DBDHNEE LTHEREL X, 7= L. Ul DEHIC
FRINZOYyIDZLIE. Ul Toolkit OFURALT—FNA T TICATO—RINTWVET,

ROVFRAVR=R U MIRE DA E50 T4 TEZBEREL.CH TT—ENAVT1>T%
BRIBZHEETLED
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Ul & HealthModel ScriptableObject DREIDT—RZN\NA > T1 I HNEDLIIZEFINDZMIFELT
<TET0N,

—  Label Name (3. EBID Ul SRILICNAVREINET, Tr—ILR%ZZEE T3 . BE ETEHFHNIC
FHINET,

—  Current Health 7r—JLREDEN . BRIDSNILICRRINFIMEHNZTIL TR TFIMNIEEIMIC
FHINEY,

— RTF=AEARASRNIILOTFEINTO/NTslE.CurrentHealth EICEDWT "Good". "Neutral".
"Danger" ZRLE T INILDBIE ENISIELTRDSHRALELLE T,

—  OJLRN—0DOEHENICEDLETEFINEI, NIk HealthViewModel XU U S+%
FRALTCT—ANA TV IR ET D HEZRLTVWETD,

T—=ENATA VI EFRATBILETMVWM NE—VIRETILEEa—DEEAZERILLE T,

Ul I¥ HealthModel ScriptableObject DfEIC/NT >RSI N3,

F=2I\1 2712 Ul Builder

Ul Builder Z{ER LT1=T— 2N\ 2TV T DEANBHREANZRTHELLI.Ul TT—4%
ScriptableObject NS EREIE T IURELH BI5E. CONT VTV I IRELDHBEBIDRIU T %
RBEHFICRITTEED,
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HealthModel %##fmd 378l InitializeOnLoadMethod B EIFOFEM AV YREEBIMTE
FJ.RegisterConverters |F.HP #RITBHYEEZE (RHS5KR) FLIEXFHRIR ("Danger".
"Neutral"."Good") |ZZ# T3 ConverterGroup (CDFITIE "Int to HealthBar") ZEMML 9, Cnsid
EDa7ILE I FICEBZ T — RNy ORI TEIET,

NERETEHEZUATICRLET,

[InitializeOnLoadMethod]
public static void RegisterConverters()

{

var converter = new ConverterGroup(“Int to HealthBar”);

converter.AddConverter((ref int value) =>

new StyleColor(Color.Lerp(Color.red, Color.green, value /
(float)k_MaxHealth)));

converter.AddConverter((ref int value) =>

{
float healthRatio = (float)value / (float)k_MaxHealth;
return healthRatio switch

@ and < 1.0f / 3.0f => “Danger”,

1.0f / 3.0f and < 2.0f / 3.0f => “Neutral”,
_ => “Good”

ConverterGroups.RegisterConverterGroup(converter);

Z®D#%. Ul Builder TUXML ZRE T—ENA YV TA T A VRS OT4TICHEATEE T,

—  7AONTAIINTIVRTE Ul BEEZBDIF 9. >/ 7OV I Tld CurrentHealth %
AT—=BZASRIIEESNRILICNTVRELTWVWETD,

—  BYUYILT AYTFERRAZ2—H5 Add binding... BERLET (3 TICNAAVRDEETS
B4 13 Edit binding... ZERLET),
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Inspector TTANTAICT —ENA VT4 %EBMT S

JRIZ.Add Binding 7>~ R"J T, Data Source. Data Source Path.Binding Mode =3&RL 7,

B ZIE RT—2 X)L Tl Data Source |& HealthData 7+t'v~Td,Data Source Path &
CurrentHealth 7’0/\7 1 T9,BindingMode & To Target :REXFRALE Y. Sk . T—2I&
V=25 Ul IZ—ABICDHNAVRINZEVWSTETE.DFED Ul IFT—2ERMT3EL5IC

EESNEAEICIEINIYRENEEA,

Edit Binding >R,

ScriptableObject hS4FED IV /N—42—%=FEIRT 335513, Advanced Settings ZF I %7,

G O—A)LaYN—2—|& HealthModel ScriptableObject TYERL I 117z "Int to HealthBar"
ConverterGroup =R L 9,
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SREMNSTT 9B Ul Builder @ Inspector ICTF—2ZNA T IT7AAVHRRINET,

T—=BINA T4 Inspector ICRRINS,
F=BNAVTAVITDREINZ L. A —1 U FZ—T7T—XFBMI—RRLTHEELE . COEEL
INfT—2o70—%2MVP 7))L —>@ HealthPresenter EEERTHTE SN,

2—4yhkE 1)y LT CurrentHealth ICAX—C% 52 %9, 7OJLAN—2IRILHATCIC
EHINFLWVEN RSN ET,

UXML Z57F X IT4Z—CHI - VDB R TR O TWBRILERTHE T T —ENI VT IT
REINRZERICIX Ul Builder TEREINIZIARTOBI®RES L Binding 7Oy InHO T,

T—ANAYTA2FIEUXML BICO—RTOvo e LTRR TN S,

BIZIEHP N—®D EICHB health-bar__status-label EWSEFIDSANILIEZ . CurrentHealth %
BYIBRXFHEBICEBRLET, ZDR.CNSDMEI "text” FO/NT & "style.color” ZFO/NTrIC
NTUVREINET,
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T=BNAT1VT:R9VTT10T
4r =21z k2T Ul Builder DD DIC C# EALTT — 2N 2TV I ERET ZRENBDET,

CHIFFED Ul BERICHTBN— VYR HTBRZLE ENTWBIHEICEFTIL X IE ProgressBar O
B2 REDBELEIE Ul Builder @ Inspector TEFEEIRT B CIETIEE A,

ZDR=RyhlF. HealthViewModel RV TN TT—ENA T4V I %BETDIHEETRLTVETD,

private void SetDataBindings()
{
var healthBar = m_Root.Q<ProgressBar>(“health-bar”);

var healthBarProgress = healthBar?.Q<VisualElement>(className:
“unity-progress-bar__progress”);

if (healthBarProgress != null)

{
healthBarProgress.dataSource = m_HealthModelAsset;

var binding = new DataBinding

{

dataSourcePath = new PropertyPath(nameof(HealthModel
.CurrentHealth)),

bindingMode = BindingMode.ToTarget,
}
binding.sourceToUiConverters.AddConverter((ref int value) =>
new StyleColor(Color.Lerp(Color.red, Color.green,
(float)value / m_HealthModelAsset.MaxHealth)));

healthBarProgress.SetBinding(“style.backgroundColor?”,
binding);

SetDataBindings XV RlZ VisualElement BEEICX LTO I Z3EITL. "health-bar" £ WS EEID
ProgressBar Z3EL £ 9, D% Ul Builder EALC&KSICT—ENA VTV I ZRELE T,

— FT=AY—RZRELEFIT.COT—XTIF.T—FY =IO I AD HealthData
ScriptableObject 7wk T3,

— dataSourcePath ENA > TA VT E—REZELT—ENAVTaIF T O RERLET,

— BEBEIIRLTTF—2aAN—42—%2F&LF9. LEEOHIL. BEHIEE ProgressBar DEDEL
B4 T StyleColor ICEM T3 HEERLTVET,

RICWUI R T SetBinding UM L. 7O/NF (ProgressBar @R DELEDDE "style.
backgroundColor" A&Y) & NAYRLTWS ATV I EEBLET T —ENA VTV ITHRER
BER7ONRTAZLIS.COTOERZEDIRLES,
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NI FF A LI ScriptableObject 1V X2V XEERT 2HEHDH B4 L. ScriptableObject
TEYMMIEENT VR TIRVEEICFICERICARD £9, HealthViewModel 23507 —LA TSI
BLRD HP A7/ BB INENH35E(1E. Ul Builder TIFBRRIV T T4 I N LTT—Z
N T T ZRELET,

T—=ENA T2 ZFRALISE EFRALAZVEIRD MVP OfIZLELEI. @A TEL UXML &

USS ZfERL &Y,

F=R2N1LT129%L (MVP)

F=R2NAT12THD (MVVM)

HealthPresenter (. B9 37=IC
HealthModel ARV rEUYZIVLET,

HealthPresenter (.Ul % (UpdateUI)
ICRTIBEEERLETD,

HealthModel ICIE. T —REBAMABRED
2 AOw?Z (Increment.Decrement) A
BN ET,

HealthModel (& ConverterGroup ZEEkL.
EFILT—%% Ul TERTNBERICER
L%d,

HealthViewModel . HealthModel i*5
Ul ADNA 25«14 (SetDataBindings)
ERL £,

HealthModel ICld. T—RBEANEEY
%X 220O2w7Z (Increment.Decrement) A
BRI ET,
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MVP T3 TLEVEZ—RBETIDESDAARY L ZYTRISATLTCREBOEEZRELF I EEN
BHISNZ L FLEZ—FEa—ICBLIERRICT— 220 L. ENICGCTE2—ZEHLET,

MVVM Tl FTREBRIVN—F—ZETILICERLEI RICE2a—ETILTT—ENA T4 0%
B LET COREICED BEEDODNA TV IZBLCETIOEETEZ—HEHFNICEHTS
ZEHETBEICARD &Y,

SUBALT—ENA T TDEHMICDOVTIE RFa Xk #BBLTLIEEL,

EFrCRERT

MVVM (. TR BRICHEZ BEBELIDBTIZHREMVP OXJyrDZL<ELE L THHFOTWETD,
FT=ENAITeICED Ul CEBERZT—R ORI Z#IF IS -OICHNERERE I-RFDODE%:
HIB L. ETILDSRETEZIRN VIO ERSTENTEFE I, CNICED. O—RAKDEFRICAED.,
AT IRETFIEEICADFE T T T—INT T T ED HWT— PR o T — IR
INBURIDEZTEH U O—EMHEELET,

TR LT =N T VT DREICEBEBMDA—/IN— ANV REZETINELNHDET . T—FV—A.
TF—=RZY—=ZANANAVTAVTE—R AVN—EZ—REDEREREICVLFEAIDIDDET, D
NZ=2NF EHTOOAR L EEIZ Xy D FENZ KRR BL L —HF -1V FZ—TT—XIZDHELT
WahbLnkxtA.
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~= 72— (Strategy)
JNA—>

T—=LTLAHBELTWB I LIZOSTACHB D ER AT VEALTIEIT — LA T I T I MIRMEDE{LIC
BISL.ENSGCTEE ZEH I 20 ELHBDET,

BN ATINRT = L2 BIRL T TV T LAV — DB RZ (IS BEREZDDLED 5B UVES
T RRINLBTRITEIHESZTOBEZIBVEDNDDE T, H B VI OEEEER EERETE
TELRBE-REFvIIF— DRI TEBHE I ATLEEITHTIISI L,

CNSDBNBENEZ Y- TR THAMDRWAETRETB LI T —LDKEILBICDONT
#BLBBIEENDDBDET AT —NZ—2EERKIC switch RT—bXVRZERATR L ITRH
KRBEICEERIT BB TNDHDET,

ZFZ72— (Strategy) NE—UE TILIAVZLXEMEEA T2 TV MRICEHIAH TN ZIIERTREIC
THILT.COMBICHTBRRERMLETBEANSTI—ATI I MI BINICEITH R @RI D
BEZ AT ILLLE S EDDISATUNATI IV MI BEDISAEEZEETH B TE
TERANS T ATV 2BRLTIVZTLICEEZYIDEBRZ LN TEEY,
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@ Model-View-ViewModel | Strategy pattern | Flyweight pattern

ARST = NE—=UF TR LB E RIRETRRIC Y B0

B 7ET AT

T—LHECIIONTHLLWTEU T (887) 2B RBL TV —LZRELTVB LA ZBERLTHT
KEETVINSDTEUTrIF KEE FPS 723> RPG TENI/NT4—IVRAZREBELIISGED
A " ELTEATE XL ILA V=0 LW T EUTA ZEETIELSICRB LTS Ul RE
UHEEICRRINEDQTE) T HMERARE TH A LD RINB LD BD XY,

V27920 DEiIC
FRINTORRIBT VT RIS ZR—DR I TN EERT BT LB TEZTLES. COTTO—F &
BHTIRFLLVTEUT ZBNLIDBEO T EUF ZEB LD T BUBEN BB L AT T VAN
#LBDET,
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NSDTEVTAZERT BODIREIFFIZITRDESICHEDEY,

public class AbilityRunner :MonoBehaviour

{
public enum Ability

{

RadarPulse,
AirSupport,
FirstAid

public Ability currentAbility;

void Update()

{
if (Input.GetKeyDown(KeyCode.Space))

{
ActivateAbility(currentAbility);

void ActivateAbility(Ability ability)
{

switch (ability)

{

case Ability.RadarPulse:

Debug.Log(“Activating Radar Pulse”);
break;

case Ability.AirSupport:

Debug.Log(“Calling in Air Support”);
break;

case Ability.FirstAid:

Debug.Log(“Using First Aid”);
break;
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T—LOREICHEWCORIVTMNIEALAEMICED BENELIBDETHLVWTEUTrIEIC
BEOI—RZZEETZIHENHBD A —T/IVO0—-IXROFERICRLET R FENBIETDIF. VY TH
DIT7HERICH LTI A —F T EBICH LTI/ O—XWRE 2RI 52ETY,

ARSTO=INA—=VDRE

ARSTO—NE—2ZFERLTTEUTA O ATLZBRELELLD. T HRIFR Ability F£7z1Z
AVR—TT—REEHRLE T ZHUCED Use EWSKAVYRDBERSINE T, COXYVYRIE BEEFNA
TEVTAIRTICEREINZIHNENHD T, ZDHITIE.ScriptableObject ZIL/RLET (/L.
CCTCIREEDAT SO 2ERATEEY),

public abstract class Ability :ScriptableObject
{

public string abilityName;

public abstract void Use(GameObject gameObject);

RISEBREDTEUTAICHET S Ability V5XDEMFHNABREZERLET. CNE5DIFXIE Use
AVYRRICEBEOODYIZRELBBEDT a3 Z2RTLET,

[CreateAssetMenu(fileName = “RadarPulseAbility”, menuName = “Abilities/
RadarPulse”) ]

public class RadarPulse :Ability
{

public override void Use(GameObject gameObject)

{
Debug.Log(“Activating Radar Pulse”);

}

[CreateAssetMenu(fileName = “AirSupportAbility”, menuName = “Abilities/
AirSupport”)]

public class AirSupport :Ability
{

public override void Use(GameObject gameObject)

{
Debug.Log(“Calling in Air Support”);

}

[CreateAssetMenu(fileName = “FirstAidAbility”, menuName = “Abilities/
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FirstAid”)]
public class FirstAid :Ability
{

public override void Use(GameObject gameObject)

{
Debug.Log(“Using First Aid”);

ZN50 ScriptableObject .U 7Z4XLTFOY 77y LTRETI 9, ZNICED,
Unity Inspector A CEID YT EEEZBHHEICITS AN TIED,

EDBR.IFATUNATOIIMITNE DRSS T —A TPV BB TEX T, TR SV ZTLIC

E®D currentAbility ZEIRICERE TES &L SIS AbilityRunner ISR IT7 02T LET,
ZOBITIEF ZAR—RF—ZHFT . TEUTODYI%ZRITT S Use XVYRAIFEVHINET,

public class AbilityRunner :MonoBehaviour

{
public Ability currentAbility;

void Update()
{

if (Input.GetKeyDown(KeyCode.Space))
{

currentAbility.Use(gameObject);

BEOATIS TR LTAT ISR TE) T3 —LDOT7A—RICREZ5 252 c%<
RE VB HIBR TER T CNICEID T —LORRAENBED. S UZALICBNICTE) T 2EE
TEBLSICHBDET. EORRFLVWTEUTAEROEEM X7 —FEUTsdRALELET,
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B> 77Oz ok

CO7APIIMI AN T —NE—2DEANBREZRLTVWET, T LAV—ENT—Tv T %
EHTERLTIFREAFTEIXT AEIVIGERE (streak) IS CTEFH SN GERBBOEMIZEL
TIFEIFERTEUTADHRRINE T REZEIVY ISR BEOERTEVTAH AR TI—L
TT7I0T4N—FrEINETY,

REDOERBOEEIL ScriptableObject IC5yFEINTWVWET,DED. S F1LIC Inspector BETzld
AMBEDS —LODY I TRIRTEET,

COYVTINTIEGERBRD AT Z2—HBEE S ARFEPEH T E) 7% Ul IEMTIFTED. L1V —
DINTA—I VRIS L £

RBAREBEANS T — R . BEOISRICATEIMEINTWS D . 7EU T, ZEBML THMD
ARSTI—ICIEHELEF R A BICHEICIEL T ScriptableObject 7EUTr ZEBMTER L £75

CCTREVIZIVK OO DEMER (N—T VI IT7TIMYIVRARY) ZRUA—LETHA SN
1 DICRESNEE Ao

AT SN ARSI T — R T —LEBOZ—XICEDEREWVWT I3V EETTEET,
T=LILADAANZIRAZEELID . FvSI2—DTEUTAZRIELIED. T —LREZEELD
TEED

CO7OP TV TRANSTO—N2—2ZFRALTHHRTEY T (FH) 2EELTVET,
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EFTCRERT

ARSTFI=NE—=NE TR M LT —LOMEEEETAINENHBIRA TS FHMELET . COD
NE—>%FERATZEBEOI—REZETEITICHRE LVLEEE X BINTE37-5H.SOLID OFRAIC
RO TCIURTLELIDEZEHICERATCTEFIL.EHEIENZENHBOISRICBEINTED. T LD
BRTY.

FAYYMMIBETEISANEZ R TEMINEIZETT AN TS AT UMD E
F=N—=AYRDBES D NTA—I IV ZADERINDIGEIINB/NZ— v RBIL ZRET LTI,

ATEIMEETNB IR . CNEDRMS T =BT — LT LA DMDIRTL (AR RRY) CERE
HBEL AZaZ7—2a B3 AR REILTHI VIR BENHEEOREKLET. AN T —%
OIAVR—FX P EBERBICHERTEICEIIBITEIVREDHDE T, E5LBVENZ—2DX )y D
BAabNTLEVET,

DD

ARSTI=NE=VE T EVTAZEB TR IOHIET DY —ILTREBDEEAT —LTILTDIETTER
AEICERTE LI RANLAZV OB LET,

FYIOF—DBEA NS TO—RIBPNT—TY TG TI LAV —F v I I2— DB TE )T %
TYTIL—RTEBRTIYRTIA—LT —LZFIELTVWBELELLS TLAV—REAIEH WD
Sy T LIEDTBELATIECANRICZTINDOv IRy EEICIREEZRRZT7EUT1%
ERBLEY,

Al DEFME: S —LDRERP T LAV —DTo2avIcEIVWT Al OFBEETIDEZZ N TEET,
LAY —ICIGECCIRE B NSO =IO R ST —RETHOREZRAELET,

FETF=2a AP TO—RBBRRIATLZERLIBE AN TS — N2 ERALTERO
TVIWAVXL (A FAIRNZDRERERRBY) ZERL.AVTFAMIBL TS —LTL1HRICENSZ
ANBEZBIENTEED,

B ST —:MeleeAttack (MTIEHE). RangedAttack (EEEEHINEE). AreaEffectAttack (EEFINE)
BREDARSTIO—IZED.TLATV— Al PREBEOBELZEFNICYIDERX D EHNTEET, £213.5ZDhD
HP ICIGCTE—R@IMBOERBI 7 E ) T 21D B X SNABARRXDHH D TLLS.

HMBEDOREE L AV—DNT+—IVRICE DV —LOHMGZEZEEMNICARERLE T UTIEZTLT

TT 3 EOEBSE ANSTU—ERELET, @ TLAY—H—BELERECHLT "BE
BBEANSTU—EBRTEBLSICLET,
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J2714T1h
(Flyweight) /352 —>/

ABRERT — LT —ILRICIE ZEOT — LA TPV AV R— VDR ESN D — 2D EL<
BFHELETEUDA TPV BELT —271— LR ZFDHBAR. T —FDELVEEZIBE XEY
FREMERZEENDBDEIMAA TV ENENIIMBDORET — I 2 INT /D —2%
EZ2EY

HF—=LI—2ADOBARICITIUATOHDOIEMINDAREEDHD XY,

— BAEZEEIIOHOEMET—FBE/MAETOS—JVILICERLTVWRBEE. CNICIE
float. color. Vector3 {EDET| £ 7= IX VRN EEFNZZEHBHDET,

— RICENBAZERITZIT=A—avh—7,

— HOYEBEMR TS — LT LA DXET—FEEERTDNAZLITAA VARV R,

BRDT4—ILRIEEBE/NETVWDBLNEEAN T —LFA TSI EERTZIE ZOIEIER

OAVR— VP ERMTNTUVWET—2 70— I)LRHAE—NE T, 70— ILEAMER (BEE. U

TA47REIARY) OB EHINCES —LATPIIMIIRBEOT—20aE—DHDET,
T—LT7—ILRORICHEAZHERZ L. ARMEIFTICBLET,

IIAMITAMNIHET 22—t 93T 7T —LRDERT—2DEZHIB T2 REIL/\EZ—>

T CNUCEDIBLZDAT I EEDIE—ZREFTEIADODILCORET - 2SR TEL5IC
BOERT,
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BLOA TP MATT—22H]E IR CDTFAIITAMNE—2%FERT 3.

Unity D FLNTD—2o70—IZBRTVWEFES.COTITFIFDSCEMD L EBVWE T EMD
FITO T METRARERRDZKDOT—2Z2HB L. EFENBXEV TV TUV M ZEIRTEET,

)T 570521 ) >IN TR LV

F—LTLAAZY DSBS TEIAN ST — T —LEZEZZFLED. TNEN HP K, BH1H. 728
REDODBEEE ODCENTEE I ZAYERANTEIOICTF—LDIRILETAAVTEINHFITTS
ZEHTEEY,

LIcho T RBILENTOWAWS — LT LAy MIEZ BIZIEFRDE S BISZDHBD E Y,

public class UnrefactoredUnitInstance :MonoBehaviour
{

public string factionName;

public Sprite factionIcon;

public int baseHealth;

public int baseAttack;

public int baseDefense;

public int baseMovement;

public int health;
public int attack;
public int defense;
public int movement;
public Vector3 position;
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private void Start()

{

RefreshUnitStats();

}

private void

{

health
attack
defense =
movement =

}

RefreshUnitStats()

baseHealth;

baseAttack;

baseDefense;
baseMovement;

public void SetFactionData(string factionName, Sprite factionIcon,
int baseHealth, int baseAttack, int baseDefense, int baseMovement)

{

this
this
this

.factionName = factionName;
.factionIcon =
.baseHealth = baseHealth;
this.
this.
this.

factionIcon;

baseAttack = baseAttack;
baseDefense = baseDefense;
baseMovement = baseMovement;

RefreshUnitStats();

A-vhE B OBEBRICINZI TOEBMDORIO—RTF—42%2FEF L TED EEDEERF—LLHAT
—ETH 3 HIBEEM T, SetFactionData XV YRTHLWIAZ YR Y RAZVAEERT B LTI
HBOIRTOEET—2ZEL. FOAE—%RELETL A VMBI ZIZE AR BRT—IHEELT

REINET,

CHIBBEICXEVZEETIR T TE T —LARATIRNTZEFH L. —EREROCCBELIARDET,

BROATO I MNATT—2ZFEHTEIITZ LIS —DEELCI REENELEZBENLBD XTI,

FTZTIORDDETHNESEEDBDELA LN L. FALEEICET S IV rOENZNE XEY
FREDBMABEZICAD D ECHEEIVEEICRZILHHBDFT,
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T349I NNZ—2DER
BEAAEIEET—22FRYRIEI DEDTISAVTAMATT ST IMNMIBIRNTEZZETT,

ScriptableObject I&. SV RALICEBOHRENBNT—F (REBHRT —FRE) 2RATZDIC
BRMNTHO.COBMICELTWVET,

HET—F2ZRDIZRICNT7IRITTBRERDESICARMZRSTIENTIET,

[CreateAssetMenu]
public class FactionData :ScriptableObject

{

public string factionName;
public Sprite factionIcon;
public int baseHealth;
public int baseAttack;
public int baseDefense;
public int baseMovement;

public class UnitInstance :MonoBehaviour

{

© 2024 Unity Technologies

public FactionData factionData;

private void Start()

{
}

RefreshUnitStats();

private void RefreshUnitStats()
{

health factionData.baseHealth;
attack factionData.baseAttack;
defense = factionData.baseDefense;
movement = factionData.baseMovement;

int health;
int attack;
int defense;
int movement;

Vector3 position;
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CONF—>%fEAY 3L FactionData JSRIEHBEOREEFT—4%3RY ScriptableObject T,
SN EER. 71 I BLUVERIZYMRETO T — LD ENET,

UnitInstance ZZXl&.FactionData ScriptableObject NADBBZFRIFTZIIATFANA TSI

T HRECNCEET—RICEDVWTRHD BN CNET BT —2LEB T — 227835 L T,
XEVEREBZRES LT — LA TV MNEDBEN BT EEZRHSLET,

B> IO T

RESNIAITII. FEMBOXEVEREZRBENL T ST IFMVTAMNEZ—2HRENTVET,

TIAVIA NG =V e FRLTEMDA TS I METT — 22 1B 3,

Ful e A3 RAE. intrinsic (RRICKFETHETES) IRETF—HF L extrinsic (IKRICKEL.EET
HETERV) RET—FICXBITBZ LT intrinsic T—RIIRETHD A VAV ABTHEINS
7= X EVERAEXHIR TSI £ extrinsic T—RIE1 VXAV ABTERD ERICEREINE T,

O TlL. ShipData |3 ScriptableObject T#H 0. 12w A RE . IREMEE. BAElZG & TR TDHERD

AENABHBT —ANEENTVE T IRNTOFERNCNSOTONTATRL T2y e5RT3
e XEVTYRTIV D RNRICHZSNE T,
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[CreateAssetMenu(fileName = “ShipData”, menuName = “Flyweight/ShipDa-
ta”, order = 1)]

public class ShipData :ScriptableObject
{

public string UnitName;
public string Description;
public float Speed;
public int AttackPower;
public int Defense;

CreateAssetMenu B TERIN/OVTHFIMAZa2—H'5 ScriptableObject 1 VX Z A% 1ER
L%9,

Ship 7S5R3. MEARDELDFEMEZRTCEDNTEXIBFHMOIVIAZVIFHBINT
ShipData NDERZEFFL.HP B OEBEOREZEELE T,

public class Ship :MonoBehaviour

{
[SerializeField] private ShipData m_SharedData;

[SerializeField] private float m_Health;

public void Initialize(ShipData data, float health)
{

m_SharedData = data;

m_Health = health;

public void DisplayShipInfo()
{

Debug.Log($”Name: {sharedData.UnitName}, Health: {m_Health}”);

ShipFactory I&. —EDOFEMEERLF T TLNTF—LATI o HE ShipData ZfEHLT
EFHMEDHEELES
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public class ShipFactory :MonoBehaviour

{
[SerializeField] private Ship shipPrefab;

[SerializeField] private ShipData sharedShipData;
[SerializeField] private float spacing = 1.0f;

void Start()

{
GenerateShips(10, 10);

public void GenerateShips(int rows, int columns)

{

for (int i = @8; i < rows; i++)

{

for (int j = ©; j < columns; j++)

{

Vector3 position = new Vector3(i * spacing, 0, j *
spacing);

Ship newShip = Instantiate(shipPrefab, position,
Quaternion.identity, transform);

newShip.Initialize(sharedShipData, 1600);

newShip.name = $”Ship_{i * columns + j}”;

HEF—A2% ScriptableObject IC—TTIb TR E T EHDFEMA VAZVRICHT=2TXEYTYE
TV EHIBETEE T, —AHP REDEET—RIF5 | ERIZEFTHMT VR ZVRICL>TERICER
INEY,

SIS —LAT PO BIDDEREBE L TIZHD EEAL O—UITEBIT 2FEMIMERBIFE
MEORINBEEICRDETIUDA T I MISHBHZI5EIF.CONE—2mARISTERTEET,

Package Manager 75 Memory Profiler /N —2ZBIML T XEVEHIC DWTIBBZ RO TS,
Memory Profiler 7> K™ (Window > Analysis > Memory Profiler) TY%— AT 17 M 2IRE L.
B Y THARXERELE T ITTITA MNNE—aRET IR ELEELET,
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I N XEU% Memory Profiler THtE T 3,

YOI —TIIVEOEE T —IILRLHOIRRINFEADRPG PRSTI—F— LR EHEm LIS
SOy BB INARIERTOS T IR TR TSI RNEZ—2 DAy DB AKWCHIES NS
AREMD HD £,

BRISRAHBOTONT A 2R/ OAT OISR B BB E. T35V bNEZ—2Z2ERBLT,
Y —RZEHHILET,

@ TLNTETZ147T1k

TLNTSRATLRRTZAIIAMNE—2DREEHBRTENTEIEIN 77 O0—FXO—FH
HEBEDFT,

—  TLNTRIRTOAVR—RVIPREEZSCT — LA TP/ MEE2FzH_EL.—F
TIAMVIAMNE=VIFBEDT —E 71— LR TONTA ZERNICHBETEE Y,

—  IIAUIAME-VRBEDT — LA TV MBEICBONTWAVW O HET 4%
EORMICHBELTEERTEEY,

TUNT BB — LA TP I OBRBISELTOWE TN 751U MIZHDAT O UM
TONTADB Ty bDAHZHBLTVWSIGEICESICRBEILTEEY.2 207 7O—FIFEWIC
HRETETILNTR2ENBBEOBFAAZRVN. TSI IIIMNIENSDOBERNDOHET—4

T1—ILRERBELLET,
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RPTCKERT

TSAITARNE=NI SHOA TS O M HEOREEHRETZFIUAITELTVWET, i,
XEHEBEX RS T L TNIA—IVAERETIZ. ENTMILTNARADES B IV —RICHKDH S
ToYRTA—LTRICEFI T SROA TSI IMDA YV RAEZ A ERBE TR T S )r—23>Tld.
T4 M ESFEGERTAZE T EDMBRIC R — ) TEET,

L CONE—VTIEEMDA —N—AY REEHETNEL B EITERLTKIET V. O —VNDE 4L D
FTTIDERICMA T ENSOREREDEBELHUETIEBMDOA —/N—AYRZIEHLTEDIC
TRBRIZYNID B BIHEEICDH TFT1IIA SNF—2 DXy hHBRREICIRNE T,

FIBLEERT—22zHELBTNERSBVEH IV FORAUDNHIREINET . RI=Zv%Z
EBEDHDICTBDICIIHET—2ZF—N—F1RIRIRBENHBD.CNIFFEDT —FtvhiC
BRINETILNT D=0 ICBTVED,

DD

T4 MNE—DRET B HEED ST ILNTEERALTREIZCHTIEFIRAUTOLS A
T—RICELTWET,

BROZAL—2a IR ERICHERDIVWBRR—YIIaL—2avh B D Ed. CONZ— % FER
LUGETINTZX=23 U TORFv—ZHB L A1 T IV I TARRIBGRR ZIBERTIET

FrSV—KBORAXENRFIAX:ZLDT — LTI T LAV—DRE T2y F AV 2 ER
LTHBPEBEAREIYAIATEE S CNEDTATLOEXRTONTAI.TZATVIAFTHRETE
HREIA XD DI ERNIARIHL £,

LRINT—MHRETHFA T2 BAROEENBRTONTAZIRTERDODANAR—ID Tree IFXIC
BIALF T, TD/H. T TUS2R (PineTree.MapleTree 72 ¥) TCNSERDRTHEIIHD EE Ao

HEFT—EZFOAFTHOATST I —LIZEEFNZOFUF (BLW a—Ta0F5 —AIC
BIFTREHOENC. TIIIAVAS TS —LIZBII2EBKAY) Tl DI Unity @ Data-
Oriented Technology Stack (DOTS) Z#EAT 2 Z&ET LT ETLWDOTS IFRILFALYT12JE
F—RRIEREROERISENT BT EDBNNTF—IV ADRE{LERIBTEELI,D0TS e-book
for advanced Unity developers (Unity @ _t#%Fa3& M T Data-Oriented Technology Stack (DOTS))
TIECDREYIICEFNZEN =270/ — BLUBEETIHRICOVWTELEHRLT
WFd,

HOTHAYNEZ—2 CERRICCRETZRICTAD TV O ERM B - —XZFEL FL &5, EL T
EDNFZ—UHRORVERZDHISTHZEF—LTHEILE T,
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A—=T4T727
(Dirty flag)

T—LRREDERICBRDIBD D ESTHEBHEIRM B B2/DTBIENBDE T A —T 7
777 (Dirty flag) NEZ—E o=V TREBOHBCEFNEE T BHRICRIEET,

HA—=T4T73TF AT I M RBICIBXRIEL D Z VT ENTH S EOREHEESINTLSH
ESDERTEREZT—IMETT . AT I "E—FT«" THNIFEH SN ESTRITNIZRF YT
T ERUY—-XZHNTEITET,

— BRI —RT—R S EHBEBZBHLID YA XDOKRIRS—2T7 (I 2 EEBTEETY,
B—=T4 7SI RFEDAT I "F—T1" EX—IINBZETHEZR/NRICINZZDICRILE
F9.BIZ 3. F Transform (3R Transform F7cld/L—b Transform KU BICRZETEHREZEHTS
CEDTEET, CNUCKDCREDSERICEN T 2HNA TSV MDRBLRHELXR/INRICINZZZeH
TEET,

B—=T4TSINE—=2%FRT R ATV MDREDN B LTS BIBFRICEIRINICF v IRI VM
BECTIET,CNUIAIRIMNIURS—WEERED 7Y ST —MNTZX—=23 P X7 LEWDTcE TS
TL&SFTV IRV EFIBLT LAY —DT o230 — LA RYMIE LTS —LT—ILRD
IV rDHIDNEFREINET, HNINBVY—REIRNTCUA—N—AYRDERICRIBE T,
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H—T1 T NE—V 2 ERLTREBREHZMH<

B> F)L 7O ok

KRBERA =TV T— LR —LEEZZTCHELES T —LBRELFE2—EICO—RT3I . Z<DFE
DY —ZBICARBTRE T DI — R AT EIE. T LAV —DIRERTWR S —LT—ILRO—ER 21+ %
I:'_ F?%: t_c\j—o

CNEEETZHIC T —LT—ILRENIZ Unity >—VICREILBSEBICISLTENEZNEZO—R
LET. 72 L.Cod—>0O— ROt R BRI DD D BV—HEIEICE TS —LT7L1H
FRETLTLES A HDET,

EDD BEREZICOHT —LT—ILFZBHTEINI T CORTR BEDORENHL-INT
BRICDAERTINBHEAZEALTVE T BFOERDES L. T—ILRICHE—T1 757 %IITET,
ESTRVSRIFEFIINL-—TREFOBVADYIZIF Y TLET,

TLAV—HBRT—SANEBETBE. COT—LT—ILRR T LAV —DREDOEI/Z—DIERMIAIC
BELILLIICOABHEINET . CNICED OVE2—To I VY —RZEIL O —LL BT — L
T RBRERBELET,

BTN DRET. CONF—2ZBRATZHED 1 DEBERL T,
— =L )LRIIERO 2RI DN TED. ENENICEED T YBHD. LAV —
HHELICWB ESICO—RINZUELHDF T,

—  RE—Vr—RHUTMET LAY —OBEEEHL. T T — OREHICE SV TR 5 — %
HITLET

—  BEIF—ICIZE—TAISIRBD. T LAV —DEIRER 1257 avIcE VT 20y
FoVEO—REEIE7O—-ROBRELRH I ERLET,
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—2OO—RIFLHBHNEEOSEWMEETHD . A—T1I77INF—2FERTIE. BFEOEWT—L4
J—ILROBEFHANRBREZICOAETINDELSICEDET . CCTIR T —LT—ILRDEDED %
Sy LICO—RT3h % GameSectors RV U THEIELF T,

public class GameSectors:MonoBehaviour

{
public Player player;
public Sector[] sectors;

private void Update()
{

foreach (Sector sector in sectors)

{

bool isPlayerClose = sector.IsPlayerClose(player
.transform.position);

If (isPlayerClose !'= sector.IslLoaded)

{
sector.MarkDirty();

}

if(sector.IsDirty)

{

If (isPlayerClose)
{

sector.LoadContent();

}

else

{

sector.UnloadContent();

}

sector.Clean();

CDY TN —=UE T LAY —DBEICS LTI TUZILOZE P —>00O—R/7rO— REREL
TR3HEZRLTCVWET A =TI INEZ—2%FATZ T AVToYOO0—Re7>O0—RD
MIBIZ. LAV =D I2—IC+EDWDEN-D LI e ZICDARITINE TS
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CNUCES T T IV T —2av B —EICRTI BT —LT—ILRDE 72 arhRoNZ e RERILIEP
AEVERAEZS/NRICHZ T,

COFIDE Sector X TyvhrZEO—REFLIZTYO—RTBZLIWMEE LT LAV— DB DS %
FRIEFELTVWET T ILO—E%ERISRLET,

public class Sector :MonoBehaviour

{
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[Tooltip(“Minimum distance to load”)]
public float m_LoadRadius;

public bool IslLoaded { get; private set; } = false;
public bool IsDirty { get; private set; } = false;

void Awake()
{
Clean();
IsLoaded = false;

public void MarkDirty()

{
IsDirty = true;

Debug.Log($”Sector {gameObject.name} is marked dirty”);

public void LoadContent()
{

IsLoaded = true;

public void UnloadContent()

{
IsLoaded = false;

public bool IsPlayerClose(Vector3 playerPosition)
{
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return Vector3.Distance(playerPosition, transform.position
+ m_CenterOffset) <= m_LoadRadius;

}

public void Clean()

{
IsDirty = false;

}

COERETIF TLAV—DRT—J%ESHBICDNT.SceneLoader AVR—R MO T—LD—E%
BIRNICO—RFELUVT7>O—-RLET,

CDI—=YDAAZII Y TEZ IV E2—T O RTLOMEEAEHRBLET EBOT U —23Y

TR AXGHT LAV —ZEVNF RENTBRIRE (FOV) LRI BRVETAZMRLTH T,
COIFIVATIE T LAV —DHERICERASZ LT VDA ZERNICO—RFLTRRTIEL
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ST CR—IINIEDRT — VB S

© 2024 Unity Technologies 142 of 147 | unity.com


https://unity.com/releases/lts

@ | Dirty flag |

TSICRBELTBIEHTETETH (Update Z—UIERLBWVIEH). CORTIFZ—T1 750 %FRALT
SceneManagement APl ADBE IR MEFEUH LZRS T VI GT—RERLTWED,

Er R

HA—=TATSTINE—NF KRE LSSl —2a3> 2O -2y T oV aSE T3 AT LTHIC
BRETI, AXFOOIDBNIBIZNEBEREZIICOAERTINZT-OH AELHEEZR/NRICINZ . XE
MEESDHBZEDTIETL.ENTILTNARBEXEUDESNTVWE S5 YN TIA—LTIERB RN T,

JAFTRAAELTCA =T 7371V R—R VMO BEE E I SR IIrIEEM I H B ITEFELT
TV CNICED MEKEBREVRAIDLAV—DEBMENE T £ A—T0 759Dy b EINEET
FRHEEHINB =D MBREFITONZET. 7TV Tr—a ORENHB>TESICRZZ e
HHFT,

(:)@—?«757ﬂﬁ—?«tv#t$vv>>7
"FA—Ta YR R "Frydat COWSRABII AT ITINE— VLM ATREEEICHED £,
AYEa—ToV TR ENENDBARBZRE ZRILET,

RB—=T4TSTINE=NE. T TV =23 DREBEREFZRST e EHNE LI S LARILDY T
DI T THA R TY,

—AE—TAEYMISRATLADTOATSIVITREREINE FMILANILDA DT —2—T EE
SNIAERIR=DICETRIFNICEFIBETHE L ZHASEBES T,

FrylaDEDEEARFETII T —2O—BNEIE—2REISZETT—2RSEEZH L
TEEIELDIFEF— T3 F —T1EV L ZRBLTU FryiadnicT —2Z&HD
REICHREET,

DD

A—T47Z71F. BIARDHERPNIEDZE X R/ RIS VWA TOESBIGEICFERLED,
BHBERETR, 7= XA—2a b INcF v 5 U2 —DF Transform BHZIFEIE R Transform B
BHFINDZEFTTA—2aVER/IMELET (EEEHBVTVIERITTHEEDAEFHTE.HE).

AZyhPREENTWVWB RS T =S —LDBE. AV DB EZEH T 5D TIL—T DR
2RI =T DI —IBMITFENIE T,

YRS S al—2a B BEEERYESROA TV MBS I 3B oL —2a TR N T2 —
RVRZRBILTBIHICATD T I DORE (LB RENNRY) B LI EICDOABIAELET,
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BERFA I—-CzVbORBOBHEIRIEIRMIBRBZIEHBDET A —T1750%2FEALT.
EENHBELIcEIPE—T Y EDIBFADED I EEICDHNRZBHLE T,

TAS—SvI ATV DER:S—O—ROFIERERRIC. CONZ—UE T LAV —DEE T — L
ARV BREDFEDMIA—ICESVWT. IO =SV T LAV ZBERTEF NI Z2 D ATLAIC
BRTEET,

Ul L7 MEMER Ul SRTLTIRRHEDEENEDS (T4 RIDHAAEZEE. VTV VOERH
BE) CLEBROBEZEZIZNENHIZENBDET AT ISINZ— V2 FERTIEMBREF
DHLATINZEHTETBZ-O. —EDBHAEZEB TE XTI HIZIE. Ul Toolkit @ VisualElement IZi&
MarkDirtyRepaint XVwRHE ENTLWE I, EHRIC.EditorUtility (CI& ClearDirty XY wR¥ SetDirty
XVYRBHDET,
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VIRITTINZ—=ICENZ OB O TDAHICES>T Unity IR TEE S 3 AREMIHIRH—HRIA
WKDODDNE =2 DIBRE RO BT=DIC.CDHA BHRICILTIEFEWTS,

FLNTHRRR=2EINBT7IR)—TH>THAl ADXT—ENREZ—>TH>TH. CNEDFE%
KBICBLTIRISGERTERLSICLTEVWKE S W T YA VYNNI —V B BAT 3213V e HiE%
B LTHELT LT Unity 585 NZROBEISHLT ZDICRIBFE T DBAANEED/INE— %
IR U TIIHBRZEITHESBVWESICLTLE TV NZ—%FER LAV B N\NZ— 2 AT
ELCKEWVWEETY,

FTHAVNE—=NET— I TOA—%AE—RT7 YT ITBDICRIIB. IELERI S TEDELEE TS
BEZFERLBRTEET, CNICED MICIFBRVELWMERZ LAV —D7DICHIET R WS
BERICICERTEIET,

TTILHZDOEONSERTBHRERDDELEAD N ZCICBRORERZEZZDIEHEAADEL
T A
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@ FOMDTHA >IN —>

COHAIRTHEBNALTWVWBDIE. AV E2a—To I —LRARICEVLWTEILHASNTWSTH 1Y
INE—=2D—EEG T T LD DICTITEHAMDWVWETAXTIIIBMARFEAD. CZTlE
BEIAICETIRIIDATBEM D H B Z DD /NZ—> EFEICBNLE T,
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74 T42— (Adaptor):2 DORBEEMEDHEWVWI T T hEENT LS IC. FNSDRICT V2 —
TI—R (TYN—CBEIENET) ZRELET.

AL\ 77 (Double buffer):StEA#RHSEZIRIC.2 LY hDESIT—2%2REFTS
D TCEFXT, CNICED. —FDEY DT —2 % . H5—AHZMIEBLTVWAEICRKRRTE
Fo.CnX.FO>—SyILoZal—23Yy (BILA—RILIRY) RPEICEALEE@RIC
LYH) VT LTWS L EICEFITY,

A2 F) 2N FI—F (Interpreter/Bytecode):MOD DY R— b #BIMNT 3. DFED
7O —TIRBWVWI—H— |7 — LADIERZF AT IHEIC. I—F—DABDOTF I
T TRETIBEB EBEER I BN TIE I /NI —FIVR—RVMIEST
ZDAVATIZEEED CH OF —LA—RICEIRREN 9,

HYITOS52H U FRYyI2Z (Subclass sandbox): BI{ENRERADELDOA TS I MDERDH S
BRI ENSDIEL IR I SA TRETNDILSICERTEEF I EOIBET.FISRE
HAEHETHLWMEAS L EEREM T A EDTITED,

AATATOT Ik (Type object): TEIERIATDT —LA TSI HBIBE I
FNBNICHTISRAZERTE3RDODICEZISNZIRTOHFEEZ 1 DOHRITAR
RIOSATEERLFIBLAOATSILOF M EZ. A—FZEETZEHRAREZTAX
TE3.BMEDT—27 7L (ScriptableObject H &) ICRITETHIZIE. TNICE-T
TRTCELITADSIRETEZI—REBRZTATLDA RN ZEH TR ENTIET,
F—=LTHAF—E. TAISY— DR ERITBI B EDT—RIT7MINEARZIAX
LT E7M17TL (RPG ICEIFTAIREBAY) ICEMZIFEZ N TEED,

T —24FEFt (Data locality): XEUIZRIRMICEAINZLSICT—2ERmBILT D L.
NIF—IVAE CERENEONE T VIRAEZBERICEZTRIZCT. EDFvyyall
BLIeT—RICTBIEHTITE I Unity D ECS ¥ DOTS P—FFIFvICTD/INEZ—H
REINTVETD,

ZE[E 4578 (Spatial partitioning): KFRIER S —2 7 —LT— LR TG BEEZFERALT
EFNTNOME IS — LA TPV ZEIB L £9,6rid. Trie (Quadtree,Octree)./\-
FUREYV)—FIART A—F—DEDRMICDEIL TIRRTZDEFEIT T EF LT,

F L —%4— (Decorator):BIFOEEERRBD R AT IMIEEEEMTZ D
TEESTAL—F—2FERIZ BB TE) T2 EX DTS —LA TSI EE R
MRIEDTBENTEET, CNUICED REBDEXRISRAZEEFTE AL EDOHRIBFIC
SHEETBZENTEET,
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779 —F (Facade): XDEML I RTLICHE—CicI VTN BAE2—T 11— =7 M
LES 2D —LATITIMI ANTZXA—=23 0 OV ROEAR—2 M REIEES D
BERIEENSOOAVR—2 S YIN—IFZZATERTC ELWTLELS (Playerinput X° PlayerAudio
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