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ScriptableObject (& “T—RO>7F” LBRINZENFLHBDET . LH L. COFVRIFATZ 59
IC&RLTWEHALScriptableObject ZIELERAT % & Unity 7—2 70— DRR{L XEVFERED
B O— R 7—F 7 F v OBRMLICHRIIB T,

ZDHA KT, ScriptableObject ZE&EICT 7O4 9 3ICRIID.TODRFEELISOEV Y%
FEHTVWET EEMNBT YA UNE—ADBERAER. LLKHZF LN ELERITIAEDHDLEE
NTVET,

ScriptableObject (&7 —R OV IR TEZE T IU—2RA—T1 VI FEDREIRIIBE £,
DFD ARLAVEERZS I SRISTICEEEZMANIAD. TAMD LY T ETEEDa—I/IL AR L
LFT,

ScriptableObject T T2 —TA VR IV T4 TICBETERH. TOJIY—OI57—
UADAN (=T AT HAF—%RE) OOATKRL—2avIlBICRIBE T, CDOH1RTIE.
ScriptableObject Z/FERT 3L OD DT Iy I LA EICDWTEHAL £ 9. BIEOT— 070 — DR,
7Oz REDEBILOBRICIITIETEWVTT,

TF—=LT7—F%TIFvDEDII1&E. ScriptableObject ICDWTIERLTHELLS,
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ScriptableObject &I&

ScriptableObject | =LA TSI VARV ZATIEAW Unity DA TSI T CNEFERT
% ¥.MonoBehaviour EDHA—/N\—ANYRHBDEVWIHBOEEEXV Y REFDHIZ LIS %ER
TEEY,

ScriptableObject (& Transform %#F7-9" Scene Hierarchy ICIZFBLTVWEHAZORHD.TTITIL®
3D EFILLERRIC. O TV RLARILD Ty LTEELED

ScriptableObject IFUATDLSICEETEXT,

[CreateAssetMenu(fileName="MyScriptableObject")]
public class MyScriptableObject:ScriptableObject
{

public int someVariable;

EEOO—FTHHBL5IZ.MonoBehaviour h5iRET 2D Tld %< ScriptableObject M oikEL
EE

NETF—LATINMIEEERTZCIETEEFA MR DIC. CreateAssetMenu BHEEICKST.
XZa—ICBMO 7o ayhAEINTVET,
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@ | What are ScriptableObjects? |

Assets > Create > MyScriptableObject Z3&ERT % (£7zld Project D> RITHEIIwITB) L.
ScriptableObject V7S ADNSHARLT Yy EAVIAAVRILTEEXT,

@ GameSystemCookbook - SampleScene - Windows, Mac, Linux - Unity 2021.3.7f1 Personal <DX11>

File Edit Assets GameObject Component Jobs Window Help
ew- & B

My Scriptable Object

= Hierarchy = e B Game Folder
o B Hx @x ||@x &
ﬁ_s_smp\e?:ene C# SCFiDt
W
20 ’
Show in Explorer Visual Scripting ’
Open Shader Graph 4
Shader 4
Shader Variant Collection
Copy Path AltsCtrisc  Testing '
Playables ’
Assembly Definition
Assembly Definition Reference
Import New Asset... Text >
Import Package b TextMeshPro >

Export Package... Scene

. Scene Template
Select Dependencies

Refresh Ctrl+R Volume Profile
Reimport Scene Template Pipeline
Reimport All Prefab

Audio Mixer

= Update UXML Schema
Console

i Rendering 4
Open C# Project .
N - . Material
View in Import Activity Window
Lens Flare
Properties... Lens Flare (SRP)
Render Texture

Lightmap Parameters
M Packages Lighting Settings
Custom Render Texture

ScriptableObject DYERL

DRI T I Tr—ILRZEER LT, ZD ScriptableObject 7ty r 2 EED S — VD SBBTEET,

public class MyMonoBehaviour :MonoBehaviour

{

public ScriptableObject solnstance;

ScriptableObject I > 21 LICEBTIHENBVDDICH LTHICERTY,
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@ | What are ScriptableObjects? |

Unity I& ScriptableObject #F—kA 7oz LTRSS 1=H U TOZ EHAIRETY:

— BRI

— SURALICBMICIER E T ISRET S
— Sl LTEY

—  XVYEHBIRY

— TREEILEDD

—  PUTIUITIITSAXTB

TWEF,DED. ScriptableObject D74 —ILRIETTA4Z—ATHRAP T BELPTVELWSZETY,

SR LIC ScriptableObject DEXZEE T3 7 —LT7 TV =g 0 BEICEFHFINEFIBE
E—RERT IR CNSDMEIFMIFCNE I ZDH. A—REEHTIC ¥—LEREDNT VR ZED
WBEQH BT — LT 1 F—IC > TERTY, TSI, ScriptableObject 132 DBE. TSV r—3>D
RITHICEERRETETEI, ZNUClE. MonoBehaviour ZBETHERT 358 LEARTLK DD DR =
BHDET,

0 SUTIIE

DITIE BT —RBEP ATV OREZ B TRESSUBBRTIIEAANCEHRTS
TcHDBEETOLZATYoUnity DZUTILENYITURIEXEVICHBLTVWS T —2ZEIEL.
ENZIEHEICEEELE T,

BERINCT 2R —LIF T—ERN—R T71IL I AXEVICERTE XD,
“FTIUTIAR ZEDEDTOAEITT,

)

Serialization File

Deserialization

SN
KBS

Database

H

SITINEIE AT I b NA RDIR) = LB L TREMLIED AT T =R =R FEZ 77 LK ELIED T2 TOEXTY,
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@ | What are ScriptableObjects? |

C# AR TIRAEILATIMIRZLLDETIN U7 ILUEZRIFBYIS Unity DEILMT iR
ZUVKODERHE L TEKHEDDBDET:

RIEFEHAHASH:.unity >—>T7(ILETFRANI T4 X—TCRE Unity B “TEINNERT
SUTINETDES” BETDE VTS —IE YAML Ny I IO RTRITEINETD,

Inspector V1> R:ZD1>R2—TT—XIF.C# APl LBELTREL TV HDDEE
BRETRLIEHDERANRDDIC AT IMIBEEIIVTIETRLSERL. ZUTIE
ThicT—2%=ZRRLET,

TULNT WEICIE. T LNT 13T —LA TSz eAVR—Z D)7 SN
F—RZAR)—=LTIILNTE VT ENT=T—2DLICEBEEZMAZHNELH S
UZRTY,

AVRZVETLNT (RS —YRICFEEI BT —LATITIN) ZA VRS S
EERATOOR2IITIUELFILWAT OV R ERLTHS EDFLWLWA T I+
ICT =877 514ZALED,

Unity ICB1F2 )7 IUEDFEERIC DWW TIE. CBE50DT7OJ52% £izldTHow Unity’s
Serialization system works1ZZE<L 2 E L), (YoutubeBIERE A - FRIHELE)
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ScriptableObject &
MonoBehaviour @ ELER

|_

<

ScriptableObject I F—R > TFILTILAPI {FLK DD DXV YRDHERWVWET, COHBE.CNIEEL
CETI VTN THBIFEZABRDET,

Monobehaviour ScriptableObject

Unity #7727k UML

MonoBehaviour E[E#kIZ. ScriptableObject 25X & UnityEngine.Object 72 XhSIRELE T,
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@ | ScriptableObjects versus MonoBehaviours

g

ScriptableObject ZIBfR 9 2 REBDH LI EESEFDRE S TH S MonoBehaviour BT
TL&SCORIF.ENSDOHBREEERERLTUVET,

MonoBehaviour ScriptableObject
MonoBehaviour & ScriptableObject I3 55H X7V F+TY,

MonoBehaviour 27X & ScriptableObject 27X, UnityEngine.Object M'5iREL £,

MonoBehaviour |3 Unity h*53—JL/\w %% |} | ScriptableObject I3.Update. Start.FixedUpdate
BbEY, #E Unity BEDIELALDSA 7YoL =ILINY Y
ZZITHDOEEA.

Update() 7 &'D MonoBehaviour @ 1 X ~EEEL
ISR TXVY Y RICABIEMIT TS —LI YT >dD | ScriptableObject MY R—bTEZ AN REHK

TLAV—=IL—ATEHLELLD, & Z V21 LD Awake.OnEnable.OnDestroy.
OnDisable R IR NTWLWE T, /. Inspector H'5
fll: Start. Awake. Update.OnEnable. OnValidate ¢ Reset B'FUHEINE T,

OnDisable.OnCollisonEnter
ScriptableObject IZRID AV Y RZERTELHTE
FINTLAV—IL—TIZE-oTHENICHEUYHINS
_LiEHBhFEEA

MonoBehaviour I35 21 LICH =LA T Ik | ScriptableObject IIFEDT —LA TS T IMITRYF

KT RYFITRIHELHDET, ThTLEEA,

SR LIRS 335 & 13 AddComponent API | ScriptableObject [$7OC T RLARILTHEDO 7Y

ZERLTIE SV, T IUIRIFEL E L&D, £DF.MonoBehaviour £7zid
ZOMDR Y1) FRHS ScriptableObject 7ty k&£
LTLEEL,

R179 3155 13. MonoBehaviour 7—2%>—> ¥ | & ScriptableObject 122X (3. 7O TV RLARIL

TULNTICRZELET THBED I 7T IILICHEEFETIEY,

I7132—Tld.MonoBehaviour {BICHTREREIL | TF1X—CTBEE—FZETLTH

BEE-FETHEICVEYFIIET, ScriptableObject {EOZEEI|Z Vv rEhEtA,

AAVET7OYEILRTIE FR21LD
ScriptableObject fEDZEE | REFEShEFHA

MonoBehaviour & ScriptableObject (3¥55%H 1) 7JLILEI§E T Inspector TR TIET,
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@ | ScriptableObjects versus MonoBehaviours

A=\ eXyvtz—2
ScriptableObject ICIZ.MonoBehaviour TERBTEZ IRV MERO Y Ty D HBD £,

ScriptableObject IZIBBE DAYV YREZERTZEHTEIEITHN BOTHRUHEITHRELRHDEFITUTD
FkiF.PlayerLoop A CTEENICHEUYHEINEZXVYRDAHERLTVLWETD,

IRV ME# RITH

(5o21L)

Awake MonoBehaviour @ Awake 1—JL/\vwZ L[E#kIC. ScriptableObject X7 DRIRERFIC
MOHEINET,
J—LhBREIINI-EE £IES—2D ScriptableObject 7w h BB LTO—REINT:
CEICHETINFT,

OnEnable ScriptableObject A"A— R F£7zld1 Y AZV 2L SN FIC. Awake O—ILN\wIDER

ICHUHENET,

OnEnable |&. ScriptableObject.Createlnstance DR £7/=I&X U FrOBIAVNAILH
RINLIRICEITINE T,

OnDisable ScriptableObject XA =AU HoT=E FICHEUH TN E T, Z1ld. ScriptableObject
TrybEsRETICO—2O—RLIEHES. £7I3 ScriptableObject @ OnDestroy @
BRICS—>ZO—RLISHEICEELET,

F7= Unity (FXZV) OB /NILEIIC OnDisable ZR{TLEX . BEE—RICAB L.
OnDisable % OnEnable O ERIICEITEINET,

OnDestroy fahht ScriptableObject Z LT« X—A X/ IED—RHSHIBRLTHRET D S ITHEUH
INET.

S >RA LlZ ScriptableObject ZERE L7z & . OnDestroy (&7 FUr—a> b7 L
e E FE T T ROBEE—RPRT LA SICHDREFLET FRE ATV IDOR
AT47 C++ R DAHADERESNE T EHHICOVWTUI A THAIIIL BB BB LT

<F2ELY,

IT12—FAH0D | R1T7H

B

OnValidate OnValidate (& X2V O—RENF- e E £72ld Inspector TEHAZEE SN T
RIINFIT.CNZFERTIE T —FEe—EDHERRICND BN TEET,

Reset Reset |Z.Inspector AVTFIACXZa—DUE YR REVEBRTERUHINET,

ScriptableObject ZHE Y 3ICIE TT1X—HSHIBRT 5D\ 7221 LT Destroy/Destroylmmediate
ZHUOHLED

Z CTl&. ScriptableObject DA RV MEKE S TH A UL EBEITEN LE T, Z%.MonoBehaviour
ANV EHDOETIBEFDOAENS B LT E L,
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@ | What are ScriptableObjects? | ScriptableObjects versus MonoBehaviours | Data containers

Awake

Initialization
OnEnable

Reset Editor

OnDisable

Decommissioning

OnDestroy

ScriptableObject ¥ N> MEE# ¥ R1TIER

71l

MonoBehaviour & ScriptableObject DR ADELD 1 DIk T —LZDREFHETT,

Unity (& MonoBehaviour > —>F 2l LN T 770 LRI ZILELE T RESNDZ T —RICIE
UTFHEENET:

—  MonoBehaviour Bf&

—  TRYFENHT—LATIOR

—  Transform

— TFRYFEINT—LATS I EDZFDOMOI 2 R—2 > k& MonoBehaviour

B My Monobehaviour (Script)
: MonoBehaviour attaches
to GameObject

Add Component

ScriptableObject
appears in project

ScriptableObject & MonoBehaviour M LEE

CHUTH L. Unity |& ScriptableObject ZIMBD7Evr 77 1ILCFRELET.CN5DT71ILIE.
MonoBehaviour &DH/NEL KDMMETNTVET,
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@ | ScriptableObjects versus MonoBehaviours

E—-F2ERATIHEE: T EEEIRT ( Project Settings > Asset Serialization) 71> K% &
$R9 3 . ScriptableObject 7Y b ETF AT T R THCZ UM TEZF T UTOLSICRREINET:

YAML 1.1
TAG !u!
--- lul114 &11400000

5 oAl
H
e : 11500000, guid: 3fc7a749f692b4f419234501022d8428, t
: MyScriptableObject

e

TEIRELTIUTILEE N ScriptableObject 1> ZX 22X

@ AML IR — O Ty TEETIEBDERA

Unityld. YAML 8D Y Tty b ZRETEIZ/NTA—IVZADIITIULSATSURFERLED,
XML & JSON (CBHET B . BETHAPILVEETY,

YAML Tl T—RUIHZANMROBEROERB L TEIEBSNE T AT IMIIE. 75X ID.771IL
ID. AT U RBINEH D FJ, ScriptableObject (FIRBDAT DT IMEA TE2EERT 2D TIdi<,
“MonoBehaviour” #4777 BI LTHERLED,

Class ID File ID

v

-—— lu!ll4 &11400000
Object type — :

Key-value pairs

YAML DA T I hAyA—
EF TP UVRDTICIF F—LEDRTTRINZ UT I SN TONTADBHDF T,

FEHICDOWTIE T AJEE Unity D2 U751 X 55E YAML Zi8f# 921 28RB LTI T,

© 2025 Unity Technologies
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@ | What are ScriptableObjects? | ScriptableObjects versus MonoBehaviours | Data containers

TER AT D)L

ScriptableObject DA 7HA2)LIF. 7OV CROMD T LY (RTUTIINTIZXFYRYE) D
ATHAINEBTVET,

BB EEFRIC. RV T RIC [CreateAssetMenu] BEZBERA LT ITAX—ICHRARXLAZa—T7
2avEBMLET. AT 3> T T IHILED fileName FolEXZa—BRDIEFEIEETEIETRD
d—Rid. ScriptableObject 7w b Z1E T 2R H—ARNARAETT,

[CreateAssetMenu(fileName="MyScriptableObject"]
public class MyScriptableObject:ScriptableObject
{

public int SomeVar;

S84 LC ScriptableObject 1 VARV RZEN T 2HENH D HE . FRH Createlnstance XVwk%
MUHT N TEET:

ScriptableObject.Createlnstance<MyScriptableObjectClass>();
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@ | ScriptableObjects versus MonoBehaviours

0 ScriptableObject D E

8D Unity 72T k£ [A#kIC. ScriptableObject (FR1T« 7 C++ SR L CH# XR—EH T
BHRINET RAMT07 C++ BRIFEBHRETEIEIN IRX—IBRIET7 YN AR—DTOL
P2 — (GC) ICL>TIVTINBZETHRIFSNEIGCC DV)—2T v NI O—VEEETDHN
Resources.UnloadUnusedAssets ZME UM LTIBSICHEELE T,

Native side Managed side

C++ [ C#

Instance of standard ' " Instance of your
engine object for SOs own class

Reference from
some other field

ScriptableObject (Zid FA T TREIF—JRIOBAD B DX,

HR=JAL TS a>0BE= Y 3. ScriptableObject 742w bADBRZBRAIC null (12
FELELLD,

EE: Nl Destroy 7=l Destroyimmediate ZIEUHETHIICITSCEHEE T ZDLSICL
BRWEE. ATV MADBREIE EBICIE null TELTH. I T2 —TEB L “null” RN D
CehBHOES.GC U1U—>T v Fld. ScriptableObject ADBEBHI AL Rofc L EICIEITRITEIN
*9,

ScriptableObject ZERB L PIRET 2 HEZB B LIS T —LT7 TV —23vlB T 381EM %
BVAICDVWTESTAHFELED,
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ScriptableObject DERH—EML RIS BB SNIBENT -2 FHICT U RALATEEINBR WS — L
RET—RADT—RAVTF L LTOFEHRTY,

ScriptableObject DHEBH BRI —X T —RIZIFIATDESBHDHHDET,

—  TATLOBE.TFAANLTE. ITIINREDAIANTVE

— B TILAV—TATLOGE (BN EAXA—J RE—RAI NTA—=R—7RK)

— EBEUHYIYRTFYEIVNM—TROA—T1F 0 )T IN—TiEDF—FT1AaL D3>
—  HBERTEETHIR AR —T—IILBREDFRET 7L

— RETX

SR LICTDT—43% MonoBehaviour ICREFETZZEHTITEFTHA CNISIENEMBIBENHD
F9.MonoBehaviours (& 7—LA Tz Uk (F74)LETlETransform ) Z R LTEIESES

BENBBTDRABA—N—AYRDEELE T, DED DDBEEFREFT BHIC.EDRERT 2%
ER S 2REDHDET,
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@ | Data containers |

CEOYDBETHEDDDT-HIC.ZED MonoBehaviour ZE5LFH LW —LA TSI EER LTI T,
TSIV TINUE SN ATz ETHFRANI TR —TCRKE U TOLSICHEDF T,

[D: 7467558130563611466

onent: D: 2006805663113952451 ]
: 0
GameObject
ing: Untagged

leID: @)

2 0

torFlags: @

2Rl
7467558130563611466

150 0

e -:.6'
Q)

.: 338842853706088653 ]
. - 6}

gy G;
1.178080
a7
Scale: @

1, y: -2.6573246, z: -0.01486098)
1;

“AnglesHint: {x: @, y: 8, z:
§2006805663113952451

S

-ID: @

: 9]
38842853706088653

ags: 0
D: 11500000, guid: 4d1457d233f8d479795a301859537d5f,

EABI% MonoBehaviour 28TH LW —LA TSIk
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@ | Data containers |

CN%ZZED ScriptableObject Y LEE T 2 & B IZFEEMDBVWBLDTHZZEHHHDET,

11500000, guid: a2dB85be56claed45d69604547c4544bas,
PlayerID

ScriptableObject 37— FREDF—N—AvRZHIFELE T,

ScriptableObject (& CDXEVTY R FUV MZHENL T —LFA T UM Transform ZHIBRL £ TS
CHNUIAKBEARBERE IO I MIEVWTIERER BRI L TY, £7. ScriptableObject (ZiF7OT ok

LANILDT—2HRFENE T SNSRI EBRD S —UhBRILT —RICT IV ERT2HREN HBIHEIC
BEATY

MonoBehaviour DEBIIT—2I. BHNI T TV —2a3>DINTA—I 2V RICEELEWLWHE LAEEADN

R

T—LHERARRICRRL AT TV KIEICIBR S & EDREDBIDLIICHDET,
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@ | Data containers |

@ scriptableObject 7 — % & ki T — 2D HE

ScriptableObject A7 —2>7F EMIEINBI5E CUSBE. T2 21 LISKGHNICEEZMZS
HBEORVENEIEHREGRET — 2B LET

ScriptableObject T—RIZX§3EEIK . I TUTIRTLNTDER LAKICI T2 —NTHFF
SNFETH T FVT—2a3 EILRDT U RALICIE NS DR EIFFRESNEEA T —LTL1H
IZ ScriptableObject 1> XXV RUICMASNIEEEIFATINCOAEEL. Y a AL TRIZEK DN
ESE A

HByarhSREL Oy IvIcCO—RIBURELRHZKET —RBEE.BR3T71IL
20 (JSONLXML.MessagePack. 7O ROJL/\w 7778 ) TIREFESNE T F-MIC DLW T BED
[Fa7ILo) 71 %= BB LTSV,

F—LEILRDZ A1 LIC ScriptableObject &—%4 (ScriptableObject ZH S>> 21 Ly~
RE) ZEEIBIFIARETI N CSDEBEIE—RNRDDTIH LW — Lty a>=REE
9% . ScriptableObject T—2HEIL REFDTTDREIZRD £9,

ScriptableObject T—42% "SiAHEDER" DXEiT—REE X TIE TV KETT — 2L “FrdED/
EZAHA” THABICERETIVREDHDET,

BET—XDHIR
HRAZLD MonoBehaviour ZET45 —LA TSI RH 1000 BHD. ENZNUERDT—ILRDH S
cLE9,

EOAVR—X UMD INSOEDHMEDIAE—ZFRFLTVWRIEE XEVARICKED T —ZHEELTL
£, NI FICT—EDA VARV A TR—TH D TV RA LICEE SNBSS ISIENERNTY,

B—0O—HAILT—8%BCATIT I ERB B L NTH—I UV ADIFNEMEICOBNDET,
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@ | Data containers |

COENT—2EEE TSI ScriptableObject IC77RILTEEY, 95,1000 EDA TSI~
ENENDCOHRBET 27V EBRTELFTEAIVIMI T —RBAFEZIAE—TEDTIFAL,
T—EANODERERELET

shared
data

ScriptableObject ZN L TT—2ZHBIZ3ZLHOA TSI~

VIRDTTERETTIE. CNUET 17Uz (Flyweight) /32— EIRIEN B EiE{L T, ScriptableObject
ZHERALTIOLSICO—FZEEREITNIE Z<LOBEZIE—TIBENLABD AEVTYRTIT D
HIRCEEY,

@ 71—

THAVNE—VE RAREEBEBDNEDRTFTLPI<KERARLG I - FZER T 37 DICRIL DD T HERIC
B35 —LAEFKOHATIIEATY,

SOLID OEREFHAVINE—> DI DO WTIEEBRLD 7 — LT OS50 D) N 2— %55 E
LTI—RZLANLTyZEES 2R 7O—RLTLEEL,

F—ADFTLE I —TId %<, ScriptableObject ADBBZFERT 2 . AR MILEBRNIKEDZT,
RT=ITYTTRET—REEE LBV CICEZATVDENEN KIBICIEZ X9,
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@ | Data containers |

Memory Usage

Managed Memory

Removing duplicate data
saves resources

Memory Profiler T.EE7T—% (A) ¥2EFT—4% (B) DXEVERAEELELET,

CDHAETREDHET—XERETET T, ScriptableObject DFERX KT IR TAE:

— IFqR—tyiarhorT—R20RE
—  SVAALTERITZ 7Y LTOT—2DRE
MonoBehaviour XIFE74 D, ScriptableObject (&7 —LFA TS TIMITRYFTEFHAMLDDIC.

TEyheLTFOP I MIRESNE T, ZHik.MonoBehaviour TEEINHWVWT—2%EAT3
TLNTDHBHBEIHICERI TS,
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T70%21) 20 DAl

NPC D&% HIfE s % MonoBehaviour IDWTERXTHELESEDIFZRAERDESICEERETEET,

public class NPCHealthUnrefactored :MonoBehaviour
{

[Range(10, 100)]

public int MaxHealth;

[Range(10, 100)]

public int HealthThreshold;

public int CurrentHealth;

CNIFBEMTID FVRALTEEINBRVWT—2HH D E£9,NPCHealthUnrefactored B 72y F
SNFATO IO M EHH 258 FNBEREET —IDZLABZAEENHDET,

@ Inspector

FL:' + MNPCUnrefactored

Tag Untagged * Layer Default

- Transform
MPC Health Unrefactored (Script)

Max Health
all
Enumy

te Ervimi)

Current Health

77 0%1) > #HiD NPCHealth MonoBehaviour
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TETI3NEN BT —HIE. ScriptableObject ICBETEET,

[CreateAssetMenu(fileName="NPCConfig")]
public class NPCConfigSO :ScriptableObject
{

[Range(10, 100)]

public int maxHealth;

[Range(10, 100)]
public int healthThreshold;

XZa—TFoa>EHETBICIE. CreateAssetMenu BEZEFEBRALET . AS2a> T TI4ILED
fileName £7zl3X=Za—IBEHDIEF#IEETET XY,

0 ZDH1 KD I— K8
CDHARDIA—RH U FILDZLIE ALY I KT B 7HICBIRIEINTULET (flpublic 74—JLK
7E)o

ABRIETIX AT IO LB EE DIl private Tr—ILRE public 7O/NT1%
R L9, SerializeField B4¥% private 74— ILRISER T3 . T712—® Inspector ICRK
INET,

F7-. % RAIZ. ScriptableObject M XU F ¥ MonoBehaviour ZXBIF2DICRIIBEE T,
CNERIRTS 1 DDHEIFISRABDRREIC “Data” £7zld “SO” DY T4y IRZBMTE L
T CAUIHATIEHDEFLAN . TOP /BB L BHRIZHSITDICRIBED,

J—RR=XDILARICEODE T I—FDORRIAILAA R 2R L. TS 2B T IHLET,

SIS DWTIE C# XZTIINH T REZREAL T O2U—>TXy =27/ 75— LA0—RzE< 28R
LTSV,

RIS T7o2) > Ent- NPCHealth IV R—R Y MIL>TRDELS ICHEBL TET T,

public class NPCHealth:MonoBehaviour

{
/| ScriptableObject ADEHR
public NPCConfigSO Config;

public int CurrentHealth;
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MonoBehaviour (2. ZDFTLLY ScriptableObject ADBREHE £N3L5ICHD E LI=oInspector Tl
T=RZBREISNTVWERERIVT7IR)IEBONBRISIRTETUVET,

© Inspector

@ v NPCHealth

v

Tag Untagged v Layer Default

p) Transform

B  NPC Health (Script)

Current Health

Reference to
ScriptableObject

3 i @ Inspecto

‘ 922 @
iScriplabIeObu

Health Ai

alth Ai
NPCConfig

77 021)>71Z&DMonoBehaviour & ScriptableObject DI TT—2hREITNS

0 HRZLA D ARI R —

T —%% ScriptableObject ICO BT 335 & ScriptableObject 7EvhEZNZERTS
MonoBehaviour @ 2 DDFFAICT—ENEENE T,

MonoBehaviour OEELDEEICTBICIF.HRAFLTTAXA—DIERERETLTIEE L,
NPCHealth Ofll&ExICRLED,

* NPCHealth
¥ Layer Default

Transform
NPC Health (Script)

ARBZ LA Y ANRTZ—|F MonoBehaviour A ScriptableObject DZEHZRTL £,
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CHUCEKD.NPCConfig ®Z# %.MonoBehaviour Ot T O/NT4— E—#EICHREBETEE T,
JT®D NPCHealth LN\ EEIRTZ e MADA T TV TERBHEICIRETEET,

NARLI T4 R—EER T DDICHERDIE. HITHEITOI—RTI,

—  Editor h"5#H LWISR%ZIRE S, “Editor” EWWSRBIDTAINA—ICREFZELET,
CustomEditor B NPCHealth 24% @R L 9%

—  NPCConfig ScriptableObject BD—R T 72— ZHERLEX T,

—  OnlinspectorGUI T.NPCHealth A R—R DI T4 X —%{ERLE o
—  EBEERISRLFLWARZLA DV ARIZ—HEA VARG EA—%EE LT,

using UnityEditor;

[CustomEditor(typeof(NPCHealth))]
public class NPCHealthEditor :Editor

{

private Editor editorinstance;

private void OnEnable()
{
| TT4R—DAVRRV R %)y

editorlnstance = null;

public override void OnlnspectorGUI()

{
/| RERRDZ—S YOV R—2 2k
NPCHealth npcHealth = (NPCHealth)target;

if (editorinstance == null)
editorinstance = Editor.CreateEditor(npcHealth.config);

/] MonoBehaviour DZ# %R
base.OnInspectorGUI();
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/| ScriptableObject Inspector MIH e
editorinstance.DrawDefaultinspector();

}

COFFHREZLTONTAROT— E T T2 —BHETHER TE F 9o CUCEKD. ScriptableObject
2SO - —FBRHE LTI LA TEET,

T—=FTOFv EDX )k

ScriptableObject ZER T3 L . HET —REIEHRBETF—FZHRBICOBTETE I HET -2
ScriptableObject ICREINZ—ATH—LATIS I VIRV RICBEIBEOEBNARDHDIE
MonoBehaviour RIZF%D £, Lh L. ScriptableObject ZERA LIz 7—F T Fvid BICXE ) #EH
TBREITTIEFHDEEA.

J—R7—=FTIOFvEBBEITZ I VKD DR RDBDE Y,

— BRHBRBYIFIITHRELSIDMILTHELETIZT:T—2raOPvo% 1 20
MonoBehaviour IC18#89 2 L BIRE L7 — LT 1 F—HEVDOIEEBE T B AHHZ 208
HELFET .2 ABRLCTLNTERES—VDRBIZIMNDZEET 3 HEOER LRI
RAEDRELETLHET—RXE/NESBIFIILPTEYMIDEITZIET.CNSORBEXT RS
CEMTEET, £/, ScriptableObject ZERALTHERT I T THAF—EBICFOIS5Y—
ICFEBR BT —LTL1ZEILRTEET,
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T—REHBEIBIRICIF F—LETHEERY—IT7O0— 28R T2 E R LTEVTIE L,
AZa=7—23YzMBICLIRRZRITZ . HEORELE ZHCDICRIEE I EBMDOTS—
FIvoeT —HREINUERSESOHDEY (BIZIZ EEE S OnValidate ZEALTHRER
BZf<ERE)o

HET—ADREEIRZIDBET. I5—DREDDVEBLLBOETHET —FIANDEEHN—EICTTH
NBEIICBDETHIZIENPC DREZEEIILENHBIHEIE DFALEITTHEL.IART
DY—2DREEERITZINTDIAVR—R U MIEBZGRIEZENTEET,

CHUSEDZBHDERDT — LA TV M2 FEETREIRET D LICKBDBENLGIS—H
WA LE T, ScriptableObject ICTF—4%AT7O—R§3ZIIN—a3 B RBICHRIUIBE F—LA
AARDRECS =R TLNT TEET BEDOI— P OMEZHSTEDTEE D,

BEE—FTOY—LTL1ORBORE: T TXA—DBEE—RTC.THAF—DF—LTL 1%
REZH I EATEXET L BET—RERT T3 Unity Bo—>0O—RIE—%HKET S
7=%.MonoBehaviour ICIIZ 7=ZEEldLhHNE T,

ScriptableObject (& 7Y b TH 378 Unity B'BEE—RTHZHESMEREL ZDMEIC
WTRAEBIFFREINET. CNE TR LICRABZITSIHEICENTY,

1= L. NS OEBETICRIMNEL H 255X CDHEDBIREICED £, Unity Version Control
FEFHON—Ca BB AT LICES TR EBICS L TOW D THIEEZETT CIE I 58MIC
DWClE, 7OV REBEE/N—23EEDNI N TS 071X (Unity 6 i) OHAR%ESELT
FEEVN,

=2 DHRHAHFEDIENE: > —> £ ETLNTZRET B EE Unity I3ZDOATBICHZDHD
ZIRTUUTIMELE T CNICIF IRTDT —LA T IMENEDT —LATIT IR
TRYFENTVEIRTDAVR—R Y M BLUIARTOD public Zr—ILEDEENE T, Unityld.
T—RDEREFIVIETICCNEITVET,

ScriptableObject |7 —R%EBET B L. —> ETLNTDHAZHINSKER D FiAAH LIRTFIC
ELVWEEZE5XZPREMNHDET,
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0 ScriptableObject ZE#}

1 DDEFIT%#FKT ScriptableObject ZFERA L T HET—RA> T Z ESIHNTET R TLHRIL
value LWSEHID public 74—JLR%Z 1 DIREFLTULVS. IntVariable £UL\5%E1D ScriptableObject
ISREVER I BT EDRIRET T,

using UnityEngine;
[CreateAssetMenu(menuName = "Variables/Int", order = 1)]
public class IntVariableSO :ScriptableObject
{
public int value;

}

ZD1.MonoBehaviour T IntVariable ZFERTEEXT. €DK SICLT PlayerHealth 75X %18
TRERDESIZHEDET:

public class PlayerHealth :MonoBehaviour

{
public IntVariableSO health;

}

3B . ScriptableObject IFEEINARMEZRIFIZIDLDELEZISNTVWETH TV EALICCD
T—REBHITEIAVYR (BLUBEE—RERTIZCSICVEEICUEYNTEXYYR) ZI8E
TBEHTERT . COLDICUT B EZB NS T )7 R RRIRICE R LTHEET 5
ScriptableObject ZER TE £,

THAFT =3 T —LODYIRICT — 2 ZHERTES O MEREEICBEV IV TREED
TR ERTIVBIEHODEC AT L. EDIDICIFFHBEZIL TRIVEDN DD E T AU
DT —LTLAT—RDRENFEET AT —LEBITRELELLS,

BEARDIF.ATARL—>a>DHEEI—EDERERGERITECTTHAZIE. OIS VIF—LA
BAIRYR)ORTFLTHERT 375D ScriptableObject DHEAREZITIHBELHD £,
ZFDB.THAUF—LIFINSEZFRBLCETITLDT —LRDRAT—RIAXEEEIBHZ e H
TEET,

IT4R2—DRIVTRZEBMTNUE COERERIFIFIFD—LLRABHDICHEDZ F T FIDAEEM
L T.Inspector DT+ —JL K% ScriptableObject DEEEE EHMDETYIDEZSNBLSIC
TRIHEDHDET CNICKD T —LTHAUF—LlF A ZXERTLIC ScriptableObject
T—REA—N—F1RTZEHENEHRDET,
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a i
EI 3‘ L4 ¥ Int Var e {Int 2 L

Unity Atoms

V Developer Description

IntWariabla

Open

Initial Value

(Int Event) @  Create

{Int Pair Event)

F—7>V—2Z® Unity Atoms 7O T2 kO ScriptableObject X—2® IntVariable Dl

COFEECBEDTOYIIMIRET S AICDVTIE Unite Austin OFLE>T—3>
FGame Architecture with ScriptableObjects] %8R LT T, (YoutubeEIZREE - FRIELE)

Fle A =72V —R®D Unity Atoms 7O &R O—RLT. ScriptableObject ZHDEERES
IR EHTEE,

Ta77)L>UT UL
Unity ICTF—2% U7 IUL T ZFEZBAEHEZZEHTEE T, £ 57 % L. ScriptableObject %

ITaZ—TERIELBH S EDT—5% JSON T71ILX XML T 7 IL78 EDRIDIGFRICIREF TEE 9o
CHUCED . BRADBAZERATETED

JSON ® XMLOKSBI7ANERIE T —LDE—TT—2PRELLEDKEET —ZDRFISELT
WEITH IT A Z—TOREDNHELVGED B 97/l Unity DA TERDTFRMI T2 —%fE
ALTBRICEETEEY

—75.ScriptableObjects IFT 71X —TCRIFICEIMEL.BEBRNSYIT7URROY RETELE RSEC
EHTEXT,LH L Unity DA TOEER. LAV —AZa=27HNTOHRBIIBZ TIEHDEE A,

STINLE NI T — YN ERES BRI E T LARIRERSE R E T — AICH - AT REME A R
T EGEILREFIC. AU T NTHDT 7r)L%E ScriptableObject (IR TEE I, CNIETL—>FTFR
DB ERICTRAIATNET,

—EOHWET —2 (7 —LRBE. T AVMERGBY) EY—N—ICR2IREITILENHDET

B = LT —R2O—EEZAZa=TAIC R RT3 T - —ICEZEBRAD YV RRYIXL AL
HRIFAREICHR B T=DH T — LT LMD E LT Za[gEMENHDET,
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F=LLRILDLATINEEE TS ScriptableObject B’d3 & LFd, ZNiCld. FLNTDEBERIA
BREREEERITDZHD Transform BNEENTVBBEDHBDEIT X —LRIIVTMNICDT—4%
FALTELANILEBAIITET,

ScriptableObject I INT VWS —LDEE L BRI B BIHRL TAHA TS,

[CreateAssetMenu(fileName ="LevelLayout")]

public class LevelLayout :ScriptableObject

{
public Vector3[] wallPositions = new Vector3[2];
public Vector3[] playerPositions = new Vector3[2];
public Vector3[] goalPositions = new Vector3[2];
public Vector3 ballPosition;

CHUCED LARILDREREEEETIFTILLANILEEIRIU S ME LevelLayout AT I RDS
F—=REFHFMD.TLNTHELWMIEBICA VY AZVRIETEET,

ARRLZYITRTIE JsonUtility ZEALTRALT— %7 XIICTIZR— N TE £ ZORR.
I =AY — L TEETEBTH RN I 7 UD I T 2— ARSI NET,

BEEHDAAZLLAN)L ZO—RY B, ScriptableObject.Createlnstance E5 VX1 LI
ScriptableObject ZH ML £9,XIZ.JSON 771ILH S5 TF X EFRAED. ScriptableObject [ZA S
L% 9,ZD LoadLevelFromJson %)L XV RIZ RAFZRLTVWEY,

using System.lO;
public class LevelManager :MonoBehaviour
{
public ScriptableObject levelLayout;
public void LoadLevelFromJson(string jsonFile)
{
if (levelLayout == null)
{
levelLayout = ScriptableObject.Createlnstance<LevelLayout>();
}
var importedFile = File.ReadAllText(jsonFile);
JsonUtility.FromJsonOverwrite(importedFile, levelLayout);
}
}
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HRBRLT—RIZL>T ScriptableObject DRBHDNBEIRI SN COAMTEESNILANILZT — L
RDBDLARILEBILESICERTEE T, 7V T—2a fAIEWCRHAK I idd D E A

EDEDICEETHOMNTUTILTOD I ZAAWTCBEDE THELND TAHAWKIEIVW.EEIN:
JSON 771 ZAO—RTBE.CDHRAEIALITNTLRILIE ScriptableObject DT 7A4/ILEDLAIL

NG

Default settings

!

FASEN
@ — B — B

Runtime Customization JSON file
instance or mods

T—REF—N—F1RLFT,
SUTIMEEN 74—y MR B D ETRRIEED

SEE:JsonUtility ZfER LT JSON % ScriptableObject |27 U754 X9 3% & 1&. FromJsonOverwrite
Xy REFERTINELRHDET,

FLWAT DO EER LT JSON T—RZHAAT R DI IsonUtility TIEEIEDOA T IR

JSON T—RZFTHAHE T, CNUCED IFRETRB AT I TV MIBRENTVBEN BIDHTHL
TEHEINE T,
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0 F—a%RE

LREOEEBZEEDAIL ScriptableObject DFRBFID 1 DT 1L EEADYT —LT—4
EREIRHBEIE.TLAV—DT TV —a DDA ERIALBVESITERTIHEN
HDFET,

BELTELLBVWDDZIRET BRI BH AU TDEDTY,
— BSMtESE 2ERALGT 277 MR R ICHRAMSNIDEBENDOLABVELSIC
LET.CNUCED. AT —HEELRT —RZEEIBLeIDELLT BN TEXT,

—  FTOANEBR T A-TIVETIAVZL Z#ERALTC T —RI771ILHRIATNTLAEL
=R TEET,

—  H=N—QIORIE:Y —N—IIERENTVET 2T —LHMEELTVSEISEIF. T — LA
TEASNBFICY —N—LDT—2ZHE L. ATATNTLBLBDNET—RIEITART
EETEET,

B—p77O0—FIEMNBR LB B TLAV—DT —LICNTRHEE AT B VLD,
CNSDFEEAEOETERIT DN —MRENUCEXLVG AT,
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Extendable enum

(FLFRPIREZRSIZEAK )
JNR—>

TF—LRAETIZIEDRLELE T IMECEROBEERRTIIAIINUREIZRDZZEHILBDET,
FEVWRIIST A UNEZ—2 ICEoTCEIICENS T “BERFBEA” OV INIIT IV ZTIbDES
MzERTRENTEET,

THA VA= EDKRBETRT—STINRT I )r—2a s EILRTBDICRII>— RV a—
23> T, UKD, I—ROa[FEND AL L. O—RR—=INED T =N BDET THA N — %
SERYT3EUT7 ORI T ETANMID D BRE ZRIBETEXY,

THAVNEZ=UFZ AT DX B— RN BB ZRRT 31 DDTVTL— M EBoTIE S,

—  REOT—REDNERMIHEEFETS

— BARZYS—-LIATLBOATS VN Z@BEIES

— SURALICEIMNICENMEEYINDE X3

ScriptableObject (F.CN5D/NE—> DUV DD ERETBDICRIIEEF T T —H I TF L THRE
I BERFISBLICERBAL £ L7=1' ScriptableObject |38 ICEXREEFREITDIULOEREER -

TEET,RDLLK DD DY >3 Tl ScriptableObject ZERALTT— 2R EUNDORETHERTS
REEEDEY,

enum QK272 A7)
EFE. ScriptableObject IZfAIHEFNTVWALTHEHETY.ZED ScriptableObject #{ERLT 3 L. D

ScriptableObject EDLEEICLAMEHLNRVEE TH ENICIFEARE L TERMELHZ IR IKT
L&Do
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TF—=LT7P)r—2a> T ORDESIZED GameltemSO ScriptableObject '5ZED 72w M EER
TBHLLEY

Using UnityEngine;

[CreateAssetMenu(fileName="Gameltem")]

public class GameltemSO :ScriptableObject
{

Assets > Scripts > ExtendableEnums

Gameltem

ZE( ScriptableObject I& enum X LTH#EELF T,

CNUZED. AP MATREREOBO 7Y ZER TEXT. T —REHAEFENTVWAEVESETH,
ScriptableObject BifiE enum DL SHATIVRT A TLEZRT EHTEET,

2 DDOZEILE L ScriptableObject ZBBLTVWETHF S THNIE. 7ITLDOEIIF LTI F5T
BOWEEIXTATLDOENEREDET,

DEDFRHBIAA-—HR (AR AT BRBEERY) OV LT —L IZBITZLPAITAEEZ
E# 9B ScriptableObject #EHE 2 Y HFEETT,

N

&

Scissors
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ScriptableObject MLLE

TIVr—oa> by — LT LARTATLEERTDIOICA NN RTLERBE SR8 71T A
A TRHEIAOY M ZRT ScriptableObject ZFRE TEEJ,Inspector DT+ —ILRIF RSV T TR
FOY T THRETER1RZ—TJ—RLTHBELET,

© Inspector = L
IR 4

. @ v Inventory Static ¥
Scripts > ExtendableEnums > Inven -

Tag Untagged ¥ Layer Default v

p Transform

NG

RN X1

Inventory (Script)

Inventory slots
categorized by
ScriptableObject
Add Component

ScriptableObject R—XDHFAVERSYITVRROVTTS

=T ZAMIETEVWRT W Ul OENF T T A — SRR EDSDEMY R—bRLICT—LTLA
T—REBEEIMERTEE T T A F— LIS — LT LA T -2 MF T2 FREBERZS5 XD L.
LENEDDORLBRABILICERTIBLIICHRDET,

EIUEOEING =

ScriptableObject % enum Y LTHEAT 2. T—2ZBMLTIEELZVEICRICERTI.BED
enum CIZE7% D, ScriptableObject IZIZBMD T4 —ILREXVYRZEDHZEHNTEET,

CeAlTA®D Gameltem &L HDHTBE5TY, ScriptableObject 742w BRI FHFEE enum
DESHBATIAVEEELTVWEITHN SEILZETIEHD £ A,
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public class Gameltem :ScriptableObject

{
public Gameltem weakness;

public bool IsWinner(Gameltem other)

{

return other.weakness == this;

ScriptableObject ICVHRELSZ1ET0a>THOMDTATLEZRETS 554 To—ILRDNEM
TN E L7 & ScriptableObject IZI&. T—RZDHREICIMZA T IsWinner OFEALEOSYIHEEN
TWEY,

ZOB T —LTLADETATLICAEED ScriptableObject 71w k%&889 % MonoBehaviour '
DETT OB IA—F—Z TV TR LTHEEL T

public class GameltemController :MonoBehaviour

{
/| T—Fax.N—

public Gameltem gameltem;

private void OnTriggerEnter(Collider other)
{

GameltemController otherController = other.GetComponent<GameltemController>();

Gameltem otherGameltem = otherController.gameltem;

if (gameltem.IsWinner(otherGameltem))

{

Debug.Log(gameltem.name + " beats " + otherGameltem.name);
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ScriptableObject Z7—JLRE LTBERL £ 9,0nTriggerEnter T.lsWinner XYy Rz=Fzv I LT,
gameltem AEID gameltem (TR LI S ICEB5D BRI T ED ERIERTEE T, CHUCKD LRAITA
DESNFIL ZRESEZER’IEBVET,

ScriptableObject & enum ZIFEAD ERIILRTEE T Iy o7y I 7= ZRICAELIED.FHLL
TR CEEMITRIBEIFHDEFEA AV IERSIT=DD T —ILRP XYY REMZBTEIT T,

y

Scissors

@ Gameltem @ Gameltem

+weakness +weakness

+IsWinner +IsWinner

8O 2y o %EX 1 ScriptableObject
V=2

CNZRERD enum DHERFE LB L TE STV BERIIABES[HIHARL enum EDQE KRBV H S
maenum DIFAVHIRICE O TENSDIEFEHEHLZRIBEMEDLHD T, COIEFZEEICED. HTHAE
NIRERLBEWSEDRETBRIBEMENHD XY,

ScriptableObject X—Z® enum IZIEZFDESBBRBIEHD FHA. 7O TIMIBM (XI3BED
HOEHIR) THIE.ITRTHSFEVWEFET,

RPG T7ATL%EEmAREICT S LEd,ScriptableObject IC7—U7>T714—ILR%E 1 DIMMA NI,
FNDABEICAEDE TR EDF VS IX—DFEDTATLEFE TRVWKLSICLIED. —EBBD 71T LIC
RS TRAE 2 4 5 LT LB S . ScriptableObject A—X®D enum TENERFTEET,

DEOT —LTHA VU ZRET BB TT — LT LAT 22 E S EOSNDZD T MR TIETr—ILR
DREH EZHBIDVENBDEITHI EORIZTH A F—HIMER THEELATEIE,
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J\N A

T — AT T

Unity @ ScriptableObject (3 BICT — 2 Z1ENTI/DEITOHLDTIIHDELBAXVYRZEDHS
CEHTEET.2EDNETZHD (AP YY) LERTZHD (T—4) OEAZFRIFTIET,

0 FUYHF— R LRy DS
FYUTF—REARVME C# TIIBRIEICEAET IS TIN ENENELRDZIENEZR-LET. TV
F—=MMIAVY R TR FvEZERITDIE T, CNUCED AV YRZEF | ELTHO XAV YRICET
CENTEFETETIIHLAVYRADESBERIFTIEHEE ZTIEEL,

—HARYMMIBRHICEH BRI TOT IS — R THD. VSRR LEHBRES B A ETEETRL
EAREICLE T ARV MIDWTIE A TS —/V— (Observer) N2—>DETELERBALE S,

TVT—hEARVEDEWVICET 2 — MBI BERICOVTIE.CH DT VT — ARV EDEF] %
BRLTIES L,

BEDRRAIVERITIZDVENHIHE. ENODRRIERTTRTILIAVALZMBDA TSI
A7 TBREVWSEZ AT AU FILD Fv 54T T4— (Gang of Four.GoF) |, CD—A%EYZ%
THA % EEENZ— EIEATWET,

KERZBBI— b EHETIRBERRAT DI MBERELELLS.CDZE ATV I ERICIE
BERRODYIRBEENTEANDDICRALKEZR DDA T I MM OERZRELE T,
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@ | Pattern: Delegate objects |

BED BEERBRERIN (AAFIIINIRY) Z2EALTERZHRBALIEVSRIE. CORED “HiR”
FTOTVPRICELW I a2—2a ZRRELTWKLEEV IV RALICAT IO eI ZIETHID
TILAVZXLIZRT YT TEET,

ScriptableObject XV

Unity TCONR—>ZRETZHED 1 DRI MELZODYIZEYEL ScriptableObject %
MonoBehaviour ICBBEH# 2 T, MonoBehaviour 3. XXV EERTITBREIIC.BEDOAXVYRT
I&7%:< ScriptableObject DAZEXYV Y REFEUH L £,

o2 L. CHUSIZWK OO DFIR D H D £ 55
— ScriptableObject @ XY wkid.Start().Update(). &L OnCollisionEnter() LD

MonoBehaviour @ PlayerLoop H7'5 BEIRICIFFUIH INFEA.BR TEIHTHRELHD T,

—  JLN\TJ AR, ScriptableObject (&S —> AT T /M EEEBBTIERA— A TSI
IS LTI ERITIBIUNELH DG EIEITDATITIRNENTA—R— LTEITHRELRHD
£9,

ScriptableObject MXYwREIEUH T & E MonoBehaviour 13Z<DIFE. BE%Z5 | LTE

IO\ FDMDKEREFREE T D TEET, UKD ScriptableObject O T RLAILIC
FEIBZHAETH. Oy IR —FUREEFRICKRITTEET,
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Monobehaviour references
ScriptableObject

@ EnemyAl

ScriptableObject contains

+MoveUnit methods and logic
+SetTarget

ScriptableObject IZId 7571 VATREABIEX OV I DEEZZHEI LN TEFT,

PZIE T — LR T D RGBEBOB A=Y b EER TEE I EDIEDOVKONDN /N O—ILT B,
FEI B ERBTLAV—DoRITEVEDN DB ELET,

1 DM EnemyUnit MonoBehaviour $% MoveUnit WS XYy REEE EnemyAl ScriptableObject
ZBRBTELXI.EnemyUnit RZVFERICIEK . BEODYIPREEOSYyIEEENTLEEA.
ScriptableObject ® MoveUnit ZBY)RRA I TDAHARITLET,

XYY RB S —>DTF—REHBEETBHE . EnemyUnit AT I MIBEANDBRBE/INTX—2— LT
B TEFT O —VAOMDOBERKERRBERKICETENTETEY,

0 ScriptableObject T—2NDZEE

S>R24LIC ScriptableObject T—2%ERFICEFECEIFI N EEIIRITIENBRETEE
D MonoBehaviour A'[E L ScriptableObject #EE L TWAHE. RLT—2%2ZEY % L&
HHEETDAREENHBDET,

S>AALIC ScriptableObject @ 7YX XX ZER T3 . COMBEZEETETET . RIAD
ScriptableObject IF. TRTOASY I T —REBFTTUVTL—rDESICEMEL T, EDE.
& MonoBehaviour (& BEICZEE TE3ZD ScriptableObject DIRBE D1 VXX R%EFH TS
£,
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— AM At’
7o RlgeENE
CDINZ—>F EnemyAl ScriptableObject & R VSR LTEERT DL T KDEFICTR LN
TEFEF, ZNiCkD.EnemyUnit MonoBehaviour Y B#4D#H % S F T F % ScriptableObject D7
TL—heLTH#RET -8 HFR A% ScriptableObject ZEEDT7ILAUX LIRS IR ENTE
EEP

Monobehaviour references
ScriptableObject

+MoveUnit (abstract)
+SetTarget

Base ScriptableObject

Derived
ScriptableObject
classes
(concrete)

Swap at
+MoveUnit runtime
+SetTarget

+MoveUnit
+SetTarget

TSURREBENMEIZ TR LEI T T A—TEETETET,

LTeh>2 T R—ZD EnemyAl h5iR4E LT Patrol.ldle.Flee BREDEIER D E&KM A
ScriptableObject 75 XZH{RETD_ENTEXT.IRTEL MoveUnit XYy RZEREELTVETHN
EREINBERIIKREICERDET,

ITA 2 =TI 7y MIZHRATRE T YL EIR L 7= ScriptableObject % EnemyAl 74 —JLRICRZ v

TYRROVI BRI TEAET. EEDH S ScriptableObject IFTRT.CDHET “FSJERE”
D FET,
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EnemyUnit F7=(35)D 3> 7R—F > MME. ScriptableObject ZHIDE X 2RIV TRT U RALDRTVS
EEERBERTSD Bl L LTEMESES A TEER T, Cd EnemyUnit A/NRO—JLIREDS
BERBADBITEVWSTT —LTLAARYMIRIELSZHED—D T MRENEBEEIND I
EnemyAl ScriptableObject ZHID B X317 TRIETEET,

ABRIBETIE 2 ABOBREE F/IETH1F—71 ScriptableObject RICERBOEIP Al AP VI %
RETETET T —LICEZTPEE (DuckAndCover.Chase &) MEMINTH.TTD EnemyUnit
ROV THIEEINFHACDNR—IE SOLID FOISIID A—TF V70— RRER] ICHiEo>Te
OA—RR=RELIDILERLPCITLTBDICRIIEE T IRNTHEUI/NSBAT I oI/ MIREIThTVS
1o F—LAVN—ZBIMLIED S —LATHA U ZELIEDT3RICHEReLTIESNZ O I
&L DIEREN B RD T,

@ scriptableObject ZfER LI — L7 Al

ScriptableObjects Z{F /A L7=E{EDFEMAAAFIC DL TIE. FPluggable Al With Scriptable Objects
JIDFED)—XEBRLKIESV.CNEDT1 Ty a g AT — N T7I23 1 AT —MNED
B ScriptableObject ZFR L THRETEZIERRAT LI 2D Al AT LEENMLTVWETD,

Bl: 4 —F 47— b
ScriptableObject ICE EFNZEEIZ DT LOER THIVEIEHDEFHANAZIII LTIV RE
BEIRSLSBEANLHDTHEVELA.

F—=F4 ATy TNV I =23 %8N B7=DIC’RIID “P U RF UL —R” ScriptableObject M
BlEFBN LFEJ,AudioDelegateSO &, AudioSource %/X5X—42— Y LTZITELS Play XV YREST
HRISAEEELET,

using UnityEngine;
using Random = UnityEngine.Random;

using System;

[Serializable]
public struct RangedFloat

{
public float MinValue;

public float MaxValue;

public abstract class AudioDelegateSO:ScriptableObject
{

public abstract void Play(AudioSource source);
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CDEFB% SimpleAudioDelegate ScriptableObject | BIRENS S VA LRIV T EER L.
BARICEELEYFEEECETE T, CHUCKDEL Y IV RZIEDIR T EICSDEFSHERINE T,

[CreateAssetMenu(fileName ="AudioDelegate")]
public class SimpleAudioDelegateSO :AudioDelegateSO
{
public AudioClip[] Clips;
public RangedFloat Volume;
public RangedFloat Pitch;
public void Play(AudioSource source)
{
if (clips.Length == 0 || source == null)
return;
source.clip = clips[Random.Range(0, Clips.Length)];
source.volume = Random.Range(Volume.minValue, Volume.maxValue);
source.pitch = Random.Range(Pitch.minValue, Pitch.maxValue);
source.Play();
}
}

ZNICED.FARTD MonoBehaviour T AudioDelegateSO IS5 XH5ik4&E L7= ScriptableObject
AVRAZVAEBRATEL S Xfe A —TrA T 7o/ XIC AudioDelegate DNV I—>3> = EKT S
ZEBHTEEY

ScriptableObject (CXVY REFFI-HE B ET UK DO DRIBEENEDD I DXV YRIF. 7o avE
RITTBRLEF T —VADERDA T VLI MIAY - HEETEET,

RIS A TH—N—/)NZ—>%FEA LT ScriptableObject R—XDARV N RTFLERTAHELLS,

(i ) fEH LU\ ScriptableObject Edp

Unite 2016 T® Richard Fine KD 7Lt >7—<3>l0Overthrowing the MonoBehaviour
tyranny in a glorious ScriptableObject revolutionlik. Z® e-book DAIBRDEREE RO F LT,
TED—ER (GtDFAP Y L TlE AudioEvent) 1. COFIICEDLETEESNTLETY,
(YoutubeBIERB 7= - THEIHLE)

REDEM E ScriptableObject DFEARFICDOWVWTIX U TILTOD T EBRBLTIE S,
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45— /\— (Observer)

T—LZMEITEIHE T —XPRT - 2HEICHB I X EDBIEBDT —LATP I H S
DO —MI T/ NIRRT — AT . CNEDA TPV METEHRSRTEIFI N CIIIILEMSICZ
LOWTE, NS DERFERDERICIEZRBHNDBEICHRZSEDHD. ZLDBENTDRE LS
VESR

TIVr—=2a DA IDBREBBICONT LDBNTBRRENREIZRDET,

SV IR DERE

ZLORREE VIV ZERTBIEEERLET T S O — Y DERHIAH R HTFR
TBUIADE—DITA—NILAVRZVATYE LA L. YTILE TR O—-NIVREDFEE L, Bk
TANDELLBRDET,

SVINNEBRTBZTLNTTHERLTV IS E DB SNICRBET AN 31 HRFICEDTAT
DEFRFREAVR— b BT LUICBDE T CNUICED EDa—ILEDMET L. O—RFOT Ny IHE#LL
NOF SR

KRBV 2—23> LT AT DI MEDBEEZIET 57| ScriptableObject N—XDA R+ %
FERATEXT,
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0 U D
Unity 7 —LREFEICEIFTB L2 TIL b3 LIELIFEGR DRI R D £ 9o T IL S NRIERR
TAPIMTAMAESIISBLIEY ) a—2a T RRERT S r—2a> TR 2Tk
ZEATETRIY DXy bz EEIB DKL B D £, COEHIS ZLDOREEIF. > TILEY
ETFNZ—2ERBLTVWE D,

DU SBIRPERN A S TI M RO ERATIIREZS | SR IRIREENHDEI.CIT
BNITBNE—2DIFEALR VTV ADKIFZEITBDITIRIIBET,

HETF—RBEEIC 7R LTWEAIE. ScriptableObject R—XD 5> 4A1 Lty b #Ei&sTLTL
728V (U TZBR) ATV METHAYE—JERETEHENUNELIFE . ScriptableObject
R=ZADARFvoZINEZERLLTEIV TIPS T—F T I FvZzBBET ST,
2= BT T AMED M LT B ATREMED B D £,

e-book TH1/\NZ—>ESOLIDTO—RELANILTwT Biid IV DR EEFROSHE
ERESRL TS,
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ScriptableObject X—XDA Xk

T TICCEICHRoT=& SIS ScriptableObject 37 —#AIBF T DI=DICTFEETIDITTIEH D £E A
DRIV TR ERABRICAVYRZEEDZENTEE T, CNLEDRAYYRIF ATV MDEEEITS
TeODFERELTERTEEY,

FTF=N—=FHANEZ—> TR BTV 1 DU EOBEEA T —N—IIXyE—2%2TO—R
FYALESEATY—N—FTOIMITT OO DSHIL TR TEE I MDA T —/N—

BBLEFACOYTOTIME “NTVyiv—" £lold “TO—-FFvRE—" LLFENE T 4T
P—N—F “GITRISAN=" Eold “DRF =" £HFENET,

ARVIR=ZADT—FTIFvIE BIL—LZRTTEIDTIFL DEREFICOARITINET . D
7. %< DiHE . MonoBehaviour DEFHXVYRICOSYIEEBMT3EDBHRNICKRBELINE T,

Subscribers

Observer

@
2

Publisher

Observer

@
2

Observer

@
2

BEANBA T —N—NE—>

FTH—=N—/NZ—>2ld . MonoBehaviour £7:=ld C# A7V ZERALTERETETEI.ChIT
Unity BERTIZ I TIC— IR BFETIN RIUTRDAHADT7 IO —F TlE . THAF+— &5 —LT LA
FUICHREBRIRTDAIR N TOTSIIF—LICERLICEDEY,

ADF7EL LT ScriptableObject R—ZXDA RV NEER T 25 EDH D E T, I A THF—N—NE—>

ERETBHD.THAF—REITDAHETY, T ScriptableObject YT oA TH—/N—
DEDFHENELTHEREL. TTFA X —IZI ST WAV R2—TT—R =R LET,
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@ | The Observer pattern |

Subscribers

Observer

:ﬁ:

Publisher Event
Channel

Subject

Scriptable
Object

ScriptableObject X—=ZXDA N2 hFvx)L

COBEERIZ. —BATH—N—NE—INA—=N—AYRD LAV —%ZBMLIE T THDESICRZF
ITHNWK DD DR EHEH D £ 9, ScriptableObject 17V TH BT > —YEITILF—RHDITART
DATSTIMMIT IR TE -V DHRHFAHRFITEHB T2 IEHD £ A,

ZHZH . ZLOEREDN D VI ZERBITZDIFHFED)Y —XIEEIDXAEMNICTIERT
IBN 5T, ScriptableObject 1&. Z<DHE A ELGKEBRZENIZFEZRETEI B EL
Xy ZRETEERT,

ScriptableObject R—XDA RV LTI FEBDAT DI MHNT Uy v— (AR ETO—REL XL
T3HD) ELTHEEL ERDA TSI YTRISAN— (ARVIEVYRVTZHD) & LTHEE
L &9, ScriptableObject IFFRICEEB SN EE5EUL—L.2 DOBDFRFNEDESICENTELE TS

NEEXDFED 1 DD “ARYEFv>RIL” TY,ScriptableObject Z. EDESE VYAV TZ4T

SOOI HIERBELTHRATH LTV BEDDH S MonoBehaviour (& ARV Fv>
ZILICEBR LT A RELI-EEICIETEET,
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AR RFroRIL

LUTF#&T ScriptableObject (& TARTAARY M Fv o RILELTHBEL F T,

F14'=k (UnityAction £7-I% System.Action): 7 XS4 N\—ICEBHIL By AT —2%
INTA—=RELTELE T UnityAction ZFERT 3. 7—T1 AMIETHEULRTVREICAD
9,25 THRLVIBEIZ. System.Action TUF =R T TOERHBEL F TS

ARV RF—T—R|Z&D. ScriptableObject 75X (F7=I3EE
EENTERLIICT VT —MDFIBR TN E T,

Gk

NTWBIRETISR) RDSDH

ARVEREEXYYF:ZO public XVYRTTFIUTF—hZ2HUOHLET,

ZNIEITTY,

ARITFYURINEVK D THRETER S — LT LA DI EZELRAEZIRE TEEJ, ScriptableObject
IO IR ARILTEETZ O TO—NILCT IV RARARERAR VN ERESEZEHTEET,
CNUCED O—VADOERRBRA T INE R T —FTIVIeHETER TEET,

0 System.Action E7zl& UnityAction

System.Action |&..NET Framework D> X7 LZBIZEB TEEZESNZNBTVT — 21T T,
HRELTIVT—REBEE T3 AH< Unity 7OV TERTEE Jevent F—TJ—R%EENMN
TR TVT =, RATEFHmARDERICGRDFE T MDA TSI MEIT VT — FDEFRENI= XV YR
HYAVTEEFTHN ENSDXY Y REBEHZEFVHTCIFTEEHA.

UnityAction (3. UnityEngine.Events & aiZEEN CHREEICERSNIT VT — 1 T TIIBEIL.
UnityEvent 52— L £ 9, UnityEvent 5|3 Unity TI RV E1ER§ 2B FER T,
UnityEvents & UnityActions |& Inspector IZRRENB T8 ZLDIFE AT —/N—/\EZ—> =Rk
TREDA—H =T =T ANMIES>THEVRTVAEE LTHERELET,

—RRIIC S ED=—XICIGL T System.Action F7zld UnityAction ZERTEEd.ALTIO TV
ICCBEohEIEmAZRATEET,

Unity F— LIV UNFECRITSNTWARWAET VT — MR ELRIZE L. System.Action &
ERL £ 9. UnityEvents EREOT )7 — DWW ERIFEIE. UnityAction ZERLTLZEL,

CCTRNIA—F—ZEETTICARY L ZHESESD VoidEventChannelSO ZER TE £ T,
CHUCid.OnEventRaised EWS4RETD UnityAction A& FNTWVET,

© 2025 Unity Technologies

49 of 80 | unity.com


https://unity.com/releases/lts
https://learn.microsoft.com/ja-jp/dotnet/api/system.action-1?view=net-9.0
https://docs.unity3d.com/ScriptReference/Events.UnityAction.html
https://docs.unity3d.com/ScriptReference/Events.UnityEvent.html

@ | The Observer pattern |

[CreateAssetMenu(menuName = "Events/Void Event Channel")]

public class VoidEventChannelSO :ScriptableObject

{
public event UnityAction OnEventRaised;
public void RaiseEvent()
{
if (OnEventRaised != null)
OnEventRaised.Invoke();
}
}

VoidEventChannelSO B4 ScriptableObject Z{ER 3 L. FXTD MonoBehaviour ' OnEventRaised
Z1)yRUTEETHRIE VoidEventChannelSO B D StartNewGame ScriptableObject Z{ER T
7,

MDA T U public RaiseEvent XV RZEUH L TARY 2RI A—TEET,

4 Assets > ScriptableObjects > EventChannels > MainMenu
Im Gameplay
e Health

m Inventory

I MainMenu
e Questlines
B QuestSystem
m SceneManagement
e Settings
im Ul
m Gameplay

StartNewGame

ScriptableObject R—=ZXDA Rk (AR~ Fv > 2ILDA)

AD MonoBehaviour [&.Inspector T4 N> hF+>2JL ScriptableObject Z£88 L. OnEventRaised
ICHTRIOSATEINIHTRIOSATRIFTEET,
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AR NFY>RILH OnEventRaised ZIFUH 97T IC. StartNewGame HISEELTHRUEINET,

public class StartGame :MonoBehaviour

{

[SerializeField] private VoidEventChannelSO m_onNewGameButton = default;

private void Start()
{

m_onNewGameButton.OnEventRaised += StartNewGame;

private void OnDestroy()
{

m_onNewGameButton.OnEventRaised -= StartNewGame;

private void StartNewGame()
{

[ LXN)LoOPyo=IicO—R...
}

}

T—=TA AT YA F—IC o THEWRTVWIXZ VI AVR—R DB EIE RV REERE L
L% U MonoBehaviour Z1E$ 2 £ HTEF X, ZD VoidEventListener 75X I Z DM DIERE #1810
LEHAD  Inspector TFIERARRERTr—ILEDBEENE T,

public class VoidEventListener :MonoBehaviour

{

[SerializeField] private VoidEventChannelSO m_channel = default;

public UnityEvent OnEventRaised;

private void OnEnable()
{
if (m_channel != null)

m_channel.OnEventRaised += Respond;
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private void OnDisable()

{
if (m_channel != null)

m_channel.OnEventRaised -= Respond;

private void Respond()

{
if (OnEventRaised != null)

OnEventRaised.Invoke();

VoidEventListener 4 — LA TSI MIBML. ARV M F>2RILD ScriptableObject % Inspector
@ _channel 74—JLRICRS 4§ 37213 TF,0nRaisedEvent T UnityActions Z1ER L. TRV MRS
TEBLSICLES

ﬂ + \oid Event Channel Listener (Script)

Listen to Event Channels

vent Channel

» AudioSource.Play

ARNVIIRF—ZEABITRETOTIY—TRTHOIRYMNEBEDT I3V ZRETEIET,

AR VYRV T BZAVR—R Y MIBRE ARV FvIRILETURALICAT O I MNEDBE
FRERMLEGLTLAV—DERRIZTT LIEDRA UM LELID? T — LR T LTV ETH?"
BE)ANRVMIZDBEREVELETZDS—VADINTDT — LA T IMIBHNTEXT,

ScriptableObject R—ZDAARYMNITOATTIMNARNILDTYNTHBITD. T TV r—3>DA1>T75

AT IFYDAREBREZHD T D TEE T NI T — LT —F T IFVvEXZBTCEIERIRTLRE
TRyt —CZ R ETIHEIHFICERTT,
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—MRBEIE AT AICIEIRDLSBHDONHD £,

— F=TAAERS - LNDZLDERIY IR EBETZHDNIH—BDEI.COIRT LI
FPIr—2a A RUMIR LT AudioClips ZB4 L7=D.AudioMixer ZFHR LD TETE Y,

— I=VEB.COIATLIE Unity =2 —LLARIILOAO—RET7VO—RZIBLET,

— U= LT LA T — LT LA T =L LA BOX 2 —EEZEELET,

—  E=ITF—SER LT RORELFRAPASBLUT7IIN AT LI T ZREZEEL
£,

CNEDIRATLIFENETNERBRZZRIIFHELTVEI DN EWNSBEITIHBEDHD LT AR
ARVRELEZDBREBAEBDED,

ED 770U THBD ScriptableObject R—XDA RV NERETZIHEDHELHHE
RBTOWEFELLS,

Y7L TOD IO GameManager (AR Fv RV EFERLET,

" EventChannels
¥ Layer Default

Select Overrides
Transform
Position X 0.5960665 Y 0.4881715
Y 0

& ableObjects
Game Data

1Event Channels

.
@
«

BRZBARIIRAO—REFERALT AR ZCICBRBREZRATDOT—RERETEETHZIL.
ScriptableObject X—ZXDA X2 kICIEIntEventChannelSO.Vector2EventChannelSO.
VoidEventChannelsSO R EDBDF T ERAINZ IRV MIOAVTFIAMILHOTERDFT,

T—=L7LAIISCTEMANRY R ZATZAREIIAZLELES AR ENEDIREDIEEEZS R 1
DERIHR—TARV I ZETBREDHZINDLNEE A
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NBSDARYEFYURILDRRAAEIR BBI-DRIENRE T LEDOROHBRSITLICIMZ.
MEIEATERL I ANV IDAREKRBRD T — LA AT LZRUDITZHBEDELBDET,

ARG FNPRIDBRGHBREDRIIF VI XIS AITAVIBRITTINEEBIMLET,

IIAMTLANV DT —LZEDTD M ZT /DI B1OHICTT LBITNIEBRS R WVWERY
FIFBRTIIIAMIR ZLDBE TATLEZRF I3 MBI NN 2B ST
TELT—LTLABRDEENTVED,

BN ZLDT—LICBVWTUL COEEBRERIITLAV— B BLVTLAV—IIEX—D%523
AR DHZ AT T IMRT I avICEAELE Y,

KRRV IANEERRIC T —LRDRFED R 7P ENZRICT ZETT YOy SNB 452 EREM
THEBISFFEDLANIUCEIELIEDBFEDRA VDD L. EETERT —LTLABRIC
BRLET,

INEDT —LTLABERIE ARV EZBLC A =T A UL E—TF— 2R EDMDEIRS R TLYE
HEEALES.CO7TO—FTIE. 7—FTI/FvDEAVR— IV MRADED 2 — )L SR S Z {2
LD S MDD AT LEDBERRIBEICLET,

0 ANRSFvXINDTINYT

HNABRLIT TR —FIEFA/NT+ RO7—T Inspector @ “Raise Event” RV Z{ERL TEEX T,
CNUI T NYTDI=DICARN Y ZFETREPHTHICRIIEE T,

) £ LT, VoidEventChannelSO DA XA L Inspector hE > #{ER S Z2EAN BRI TR —IX T Tk
2N LET,

[CustomEditor(typeof(VoidEventChannelSO))]
public class VoidEventChannelSOEditor :Editor

{

© 2025 Unity Technologies

public override void OnlnspectorGUI()

{

DrawDefaultinspector();
VoidEventChannelSO eventChannel = (VoidEventChannelSO)target;
if (GUILayout.Button("Raise Event"))

{

eventChannel.RaiseEvent();
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CNUSED ARV ZERICRESESNZREVIMER SN T 21 LOBEDZEHH A S (IC
BOET,

HRALITAR—RENE AR SF v ZIILDTZAMARIUIEET,

BHIDLFREMNMIBDE T —RERSARNF v ORI DRE DR TEE T AR Fr R
BIRICT /Ny IERD 71— ILRERERL. EN%E Editor RV TMNIELE T, CNERETZHZED
BlliE. SOAP F7=IZ Unity Atoms AT TV M TR TEET,

FTOTIOMDBICANYEF oI Z2EALEITEHE IR IR PDINTDOYRF— 252
IBHRETNYIY—ILOBEEERFTLTLIE TV ARV FYIRILISRICIF AT IME
HITRISATELIUYVTRISATEIRTBXV YR EEH B ENTE TV LRDRFEDE
DRALBSTVWBANRNYEDREDNBZICHDFT,

fl: InputReader

A—HF—ANZEVYRVTEATSTIMIIIFHRBRATDARY S F v RILHRBETE, Unity @
Input System I&.InputActions ZER LT Raw ANNT—RZHBMBEER (v HITHY) L
TRRLFT,

—7A.% InputAction ICIF ENZNRB. EIT. BKY Fvot)l SNcARVEIDEENT T,
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PlayerinputActions (Input Actions)

Properties
on
Value

Axis

Interactions

Input System Editor TO70>a>&7o>3>IvTDERE

InputAction N> T4V J = BFH T ST-HIC K57 InputReader ScriptableObject Z{ERRTE
FI.CITH NIz oA TH—N—DREDOHNRELTHEELEF I /L L.COBE
MonoBehaviour IZBARBNCA RV M ZRESE £ Ao

KOOI BT OERIETO—REyXZ—DRHDIC Input System HMERINET,

Observer

Game Input

Move
(Input Action (Input Action) Input OnMove Okseivey
Asset) Reader (Event)
_ﬁ
Scriptable
Object Observer
Unity Input System

MonoBehaviours

ScriptableObject InputReader (. InputActions DA XV rEUL—LET,

ZCTld.Input System T Actions & ActionMap #5&EL X 9.5 InputAction . 5]< DA 1E%
SRR L F—AR— R T —LNY R FIEREITZIEEDANTNARIINAVRELET,
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JNRILA>bO—3ld InputActions BIRICEEY TR US54 72D Tld7%<.0nMoveP1. performed
ARk OnMoveP2. performed A N> hEENEN)YRVLET,

Paddle1

Changes to Input System T

only affect InputReader OnMoveP1
m Gamepad v P (Event)

Game Input Input

(Input Action Actions Input OnMoveP2
Asset) Reader (Event)

Paddle2

ScriptableObject

OnMove

Object
Unity Input System (Event) )

Keyboard T

Inputs .
MonoBehaviours

InputReader |&. ATV I MDANICEREKEZELBVWLSICLET,

BReLTIESNS InputReader (75— LA TSI MDY —LINYRREF—R—RT7I2 3% 0IBT 3
FETIZENCLE T ANDBRERT —LATI I MK

— InputReader ScriptableObject NDEBRBERIFLE T,
—  BEANRYMIYTRIFATUEDAR Y MUIBXY R 2R LE T,

CDONZ—=UNFNRERT — ATIRBRD B LNEFEAN . AT b DR I<TBDITBNLT
WED

7Oz HREIKBDEDZLDIAVR—XVEDEMENBVED EDX)YMMIRZTIHWVWT
L&D ANZEBE TR — LA TV MO DT B TR CEF AR EDFT,

FFEAIC InputActions ZEETIHEN HBZHE L. InputReader BEZEET BT TEAET,

ARV EEBETBZHEDNBVEE VYAV AT IMNIREZR T EEA LD ST AL EAT
P—N—A\DOEGEMHITFT BERIFFICA T —N—DZRHBHBEICDBRBDET,
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O FRAY-T AR b EFRFRRYT AR b

B AR EERLT VYR FH TSI ED ScriptableObject DIZFREISE S 2 BB EEH
TEEY,

%l Z I£. MonoBehaviour | InputReader M&:HY MoveP1Event 1 N> k¥ MoveP2Event 1 R+
% OnEnable XYY RTHIRISA1TTEZXT,

InputReader.MoveP1Event += OnMoveP1;
InputReader.MoveP2Event += OnMoveP2;

BHNANRVNEFERATZIBEI T IRV T3> DERBETEFEITo>TLIE T L, 0nDisable T
Y IRISA TR TR e 2mNBVT T,

InputReader.MoveP1Event -= OnMoveP1;

InputReader.MoveP2Event -= OnMoveP2;
BINANRVMNIBICT IR T TITAITBYTRISAN-DHZHBEIFAR—2OL 75—
ICEDTURESNE R AT TRIZAN—DRETH>TWB & 7TV —> 3> O RiE A I
)= TFyTHTESHABDET,

e LB RV MES U T IUE TEE AT TAE—TCA VR0 T1 INEET 350 14 JEEHIN
ARV %FIR L. Inspector TELI%A ScriptableObject Z#BFELTLE T,
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<> F (Command)

OARYRNE—2ZEATREXVYRZEEFUVHTHADLDICT DU EDOXY YRR LZE "ATYUR
FTOTUR eLTATEIUETEE D,
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RISCNSDARYRAT VTR EF a—PRARYIBREDIL I avVITBMLE T CNSIZNE R
Ny T7ELTHREELE S CNIUICED. BV RAT IV ORITELDRRICHIETETE . —MKRH%
TIVr—=2avilid —EDT I AV EREDIAIVITHRELED. ENSD T3> ZBDEL
AIREICLIED T B DD BDET,

BRUCADDT —LOv VLT . CORRICEBELICCEHHEINBLNEE Ao

—  UFPLNEALRANS T =7 —LTIE OV YRNE—2Z ERL TV NPEYO T3 %
Fa—ICANBIENTEE T DR T — LRIV —ID MBI REICH T E FeldIZv D
—EORH T3V LT EEYDOIT P ERITLED

— A BIRRSTFU—H— LT TLAV— 31y M ERRL ZOBEF P T 3 EFa— 7
EDIALILaVIBIMT BT ED TEET, R~V DR DDIC S — LT LAY —DF 21— (53
FTRTOIAYVRERTT BN TEET,

— AT — LT ATV RAZ— U ESTT LAY — BT I3 A RICRLEDRDELEDT
EETS

— MBS —LATREEDITURURNTRESOILAP S — L/ RDE—SaV EHAHRB L.
QYRR U RO F T,

CDESBOATUR/INZ—lE. ScriptableObject A L TRETEET,

FIZ L. Transform DEFZIEEEIT DAV REERTEX I X702 a>E5ROFA TSI YT
T3 KDMDVWEIEIDEIBEIC AR D £ T,

4 >RZ—71x—2X ICommand.Execute XV wR. ELV JTICRT XVYRZEERELEYT RIS EFEH
TBRIEHTEEY),

public interface ICommand

{

public abstract void Execute();

public abstract void Undo();
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JRIC.ScriptableObject IC ICommand 1 >V 2—71—XExRESIEHF I FATVRATII/MIHBD
REDFATHMEDORITAVYRETICRT AV Y REZEBALET,

<<interface>>
ICommand

+Execute()
+Undo()

| implements

@ MoveCommandSO

+Execute()
+Undo()

ScriptableObject ZfERA L IT >V R/INZ—2DRE

Z®Dt%.MonoBehaviour ¥£7z1Z ScriptableObject (. AV RA TP I EECOAT VRNV I 7 EER
TEFT. NI VRN ZZY O BEH F2—REDAL Y23V TT,

<<interface>>

CommandManager ICommand
depends
+CommandBuffer:
List<ICommand>

+OnExecute() +Execute()
+0OnUndo() +Undo()

Higher-level object

| implements

6> MoveCommandSO

+Execute()
+Undo()

Lower-level object

CommandManager & ICommand # 77 bDIL T2 a>vERIELET,
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CDIVTIVEBERICED. AV REIEBICRITTCEE I — LT TPV FRED T I a> il
TZA—=3> Dy EBETE3Fa—rITILEIFHY LS —UZBBRLTHTLIET VW, OIUR
INE—=NE CHUISELTVWETD,

& IRV HMERDA TSI TH B/ AABEXIIBHETY . CommandBuffer D& S ICHERF
TEDERDBIETTY,

—  RRYVELTERY 35 EIRRITRIC AN R 2R Ry IIC Ty a LT . 703y ZWMDEY
EEEREDT 2 a DB L THIDPDELRZY V2R TEET,

— URMEIEEIZFERALTVWSESILIBEDIOT VRO Ty IR ZBH L. OV ROTTICRYT
FIZCODBELOMBICIGE LTIV TYIREA I TIANERIETIIARLET,

EOE LA RERBEDOHICDOWTIK T TFIL T O T D MoveCommandSO 5 &
CommandManager 77 XZBR LTIV COBEANBFa—MITILO =TI TF—LAR—RD
N=VIIFRINZ [T TCECAZHRALTVET,

RAREV Ty UTHIESEED 5 Le 3. FRIC RBREY 25y o LT S ERY Zht
TEET,

THIS SHOWS HOW TO
USE SCRIPTRBLE
OBJECTS WITH THE
COMMAND PATTERN.

HOW TO PLAY

MOVE THE PRDDLES.

p2
I 4P o somN
=

Back and Next
buttons

ORVRNZ—2 DB RE
AR YRNEZ—2DEMICDWTIE e-book THAY/NNZ—2ESOLIDTO—RZLRILTY S &

BRELTKETV . 2O a=FTr#&kfECommand pattern with ScriptableObjects) Tl
ScriptableObject ZER LIz D/INZ—2ZBNALTVWET,
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o ScriptableObject H* C# 72X M

TOP I MIBELIE - RV —F T IFv 2 RET BRI F—LDIF IR 7 — LD/INTA—
RVABEHZERTBCHEETI . THAF—DHICIE Unity TT4X—ZA> 25071471
ERATHILEFCADBVNUS INTOERZ C# I-RTITITLEZHFTCADBVET,

N5ZERL.F—LOEEMEVRTVI—RR—IZER L TLIE TV HBAA THA 2 /NE—>
IFAREDV)1—23>TIEHD EEARET BHIIC. ENTNDORA CEFZREICFHEY 2042
RHOET,

“IELVY O—R7—FFTIFvId F—LETOS T IMIESTRBERT7—FTIF V¥ THZ LD
CICBTFRVWIEEREITEWVTLIEEL,
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SUBALTIRBLDIBE . O—VADT — LA TP ME IOV R—R VDR N ZEHTEIHE
DHBODETHZIEL B NPC DU MRS 2R BN HBHED HDET,

ScriptableObject 1Y XZVRIFTOAT T IR ARILICRTREINZ =D . HEPZ—2DH5DBHT
UM CHBETERT— 2% REFECIETMDBRLICEDETHN CS5TBETOIVIILM ALK BEGER
JA—NILT7IERDRBREBRLODNEZ—VOBHMDOR % EITEENTEET,

F7=.ScriptableObject H'SEHT— %5 HH S C i, Object.FindObjectOfType % GameObject.
FindWithTag R EDIRFRRIE TS —VEEZREKRITBLIDDREBE CTI I —RT—XAPHEEBOT1XICH
EDFETH INSIFHEBNEFTOFVXYYRTHD. IL—LZLOEFH TIFIFHENTT,

= NS S A AV S

KHbIZ.ScriptableObject ICT—42% “TURALtyr CLTRETIEEZREFLWIETVL.Ch
ISFHRRT—ROAVT T TCERONT VAL 3> #iELETH. Lo avIlBmB L UHIR
TROHDERNBEAVYRDIEHLET,
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6?} RuntimeSetSO
objects/components

+Add
+Remove

Retrieves collection MonoBehaviour
e esne _

SR LEYMNET—ROIL I avADOIO—NILT I R ERHBLET,

CCTRT —LATO I RDIRNEEH T 3EANLS 21 Ly 2B LET,

using System.Collections.Generic;

using UnityEngine;

[CreateAssetMenu(menuName = "GameObject Runtime Set", fileName = “GORuntimeSet”)]
public class GameObjectRuntimeSetSO :ScriptableObject
{

private List<GameObject> items = new List<GameObject>();

public List<GameObject> Items = items;

public void Add(GameObject thingToAdd)
{
if (litems.Contains(thingToAdd))
items.Add(thingToAdd);
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public void Remove(GameObject thingToRemove)
{
if (items.Contains(thingToRemove))

items.Remove(thingToRemove);

SR LIZTARTD MonoBehaviour B public @ Items ZONXT1%#BRBLT. 2RV NEEE
TEFEIRDRAIVTFEFAVR—R N T COVAMDT =LA T I bDBMETIFHIBRE A
EEETINENHDET,

Project Hierarchy

GameObject

"
. ’ Add GameObject references

to RuntimeSet using events
GameObject

&

GameObjectRuntimeSetSO

hy
+ltems List<GameObject> GameObject

Items
List<GameObject>

MonoBehaviour

T—LATSTINI R Lty

MonoBehaviour TV Z1 LTy bZzEBRL£9,2RIC.OnEnable 1 RV MEEEE OnDisable 1RV~
BT . SR Ly hD Items DRSS AT I M BMETITHIBRLE T, Fi-ld ARV NFvRIL
EERALTT—LATO I EZDORAIO— R LTEELET (B: GameObjectEventChannel)o
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NEN—3Y

S22A Lty MEIRFEDTEED MonoBehaviour LHEAEHETHERTZICHTEETHRIL NI
D O—CARDBHERZHDICT VLR T A TLREY I T YT TATLDI AN ZRIFTEEXT,
CDBEFATEUFEDT VR Lty b EH TE £ (EnemyRuntimeSet. PickupRuntimeSet
5

EBIMDOZ221 Lty bDERZMERINT S 1 DOHERIAADHMRISRZFERISZETT,

public abstract class RuntimeSetSO<T> :ScriptableObject
{
[HidelnInspector]

public List<T> Items = new List<T>();

public void Add(T thing)
{
if (!ltems.Contains(thing))
Items.Add(thing);

public void Remove(T thing)

{
if (Items.Contains(thing))

Items.Remove(thing);

CHUETTd GameObjectRuntimeSet LM TWETH FEMHHE ELTVWET, HXZL Foo dVKR—
IVEDTIRA LY N EER T DB EIZRDESICERMZA FooRuntimeSetSO ZER L £,

[CreateAssetMenu(menuName = "Foo Runtime Set", fleName = "FooRuntimeSet")]
public class FooRuntimeSetSO :RuntimeSet<Foo>

{

}
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T—LTLAICREBBDERIFAZEIRLET (F: BINPC. AR MITAT LT RN LIS
MBDS U2 LY ERITEIENTEERY) LERDIZBYBRETHLVWEDISRAZEETHL
213 TY

ARVNEFERTZHHDICE Foo IVR—3R AT ZD OnEnable XVwR (% OnDisable XVwk%
FEARALTESBE BN ISHIRTE £ 9. . Inspector T FooRuntimeSet 714—/LR%ZERETD &,
Foo AYR—R DSR2 LYy MIBEINICRIINE T, NI FL/NT T Foo AVR— UM%
FRALTVWSISZEICRICEFTY,

public class Foo :MonoBehaviour

{
public FooRuntimeSetSO RuntimeSet;

private void OnEnable()

{
RuntimeSet.Add(this);

private void OnDisable()

{

RuntimeSet.Remove(this);

AR COFEDOFHIBR LT 541 LT ScriptableObject Z#&Z& 93 X InspectorT V41 Ltk
DZRDABRDRIRINBEWVWZ DB D E S Inspector TURRERBLES TR ERDESICAEDET,

S84 Lty M Inspector IC2—>A TP MRAVR—R Vb ERTLEE Ao
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F7#)LETld. ScriptableObject (3> —>A TP ORI TIUELTERVW O BBEEZDTr—ILRIC
"Type mismatch" (B DFR—E) CRTFINFT URAMIERICHIELEITH T—RIFELLFRRINEE Ao
Inspector () ZARDRRINABWVELSICLTEEZF<ICIE public ZO/N7r £7zI& Hidelninspector
BEEFEARALELLS. COMEIX. HRA L Editor RZU TR Inspector ZFERALTELET S CHTE
F9, ZNICDOVWTIE. YRR T7®D SOAP (ScriptableObject Architectural Pattern) &L T2
LY

Scriptable Lists

Level: :l.'q

WA‘SD / Arrow Keys to Move

’
’ ’

Custom Inspector

SOAP DA R4 L Editor (3. 521 LEYFORBERTLET,

0 foo & bar ICEEd B EIKEVETR

foo & bar LWSAEIRK. OV I TR—BRNBTL —IAFILA—LTI.CNSDOAEIIEE
SRCTRAR I RIRBMLEEL H B LV OIERATEIINIZDTLLD,

ZOIEBEARBISFTATIN EZRHRAEOL —A4—2EEICHRITZEVWSHHHDET,
“f00” EWSIEMNFT=1EEEIZ. 1930 ERDAZIVIRRNIYvTDF vy FIL—XICHHEDFELT=,

TOUSIVTDOXARTIE ENSOERIE—MRANIC 1960 FHD MIT @ Tech Model Railway
Club ICEARTREINTVEIMIT DRLAVIL—LDRTEICIE “foo” ¥ “bar” LWLV SAILD
T\ 2 DORBARZVHDHDELIMIT D/N\yA—IF LIKLIEChSD&RIEBRTED T
TTICERA LI BRO—RI7AZE £ LT foo X bar BMERAINBZESICHD E LI IRTE.
EHDHAZI—2 LT foo ¥ bar Z#ERITZCIE.TOYSIVJAZa =T TILKERLI-ES
IO TWVWETY,
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)L TO TN
E5

DA RIZIE. ScriptableObject DRMELFEZIC/ID Y TILTOD I BAEENTVET, HH
HBRR=ILENRILDT —LAXADZORCERZE D TOT T A, ScriptableObjects A Unity
IO ORDT—FTIFvZLWNNCHETEIN ZIERE T 2EF O TRELET.

SOLID @OREANZREV KRBEAR IO TV M TLIRAINSZF A% FERA TS T, ScriptableObject
BAOA—ROBRBEICEDELSICRIUI DN EIBETEET,

Hr7N7OCzok
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C Z Tl ScriptableObject OERAIEREEL. 7O T FDOMRIBHOHEICEDLSITTERATES
hELDEIERTEET,

HUFINIE COHARTHEALINZ—2DELDFENTVET,

F=RAVTFHHEERTET —ZIL ScriptableObject ¥ LTHHINF T, Z0HR T —LTL1D
RENP—RINABIT— ATy LTFAS I MBS £, £7-. ScriptableObject %
ANBRBZCTHHALARILDLA 7 INEZEETEEY,

ILERATREZR enum:ZED ScriptableObject 1. TEIERTLAV—EDFET 375D enum &L
THEREL 9,

FVF=R AT O MBEEA—T1AT )7 —%EL T, ScriptableObject ZF ANE X371
ITTR—ILDOBEREEI AL TEIHEZEBRCEE I BED BEEITRGERETR/HIC
7F—LEBIRTLICESS B ScriptableObject &> TWET,

ARV M FY ORIV A T —N—NE—VIF U YTV R ATV IO — LA RV ZERET S
TeDITRIUIBET REBBT — LA TP IMIRED DA TO—FFv AL ZFEBITBLSIC.
BBD ANV FYIRIL ICEERTEEXT,

TaFLIITIUL:—EBDT — LT —RIE TTA2—THELRPTVESICLANILLATIRDESIC

ScriptableObject ICAEMINFITHISON T7MILELTRIFTDCEHARETI AN TEET
7= JSON T—RIF TTDRERX VT~ LEHE T S ScriptableObject #BBERTEET,

HBERAT—LBERIEZDY VTILDOERTIEHDEEAINRILER—ILDOT—r— Ry —LlE. &
DHIZZMIDHBVWI—RITTHEBETEEI,CO 7L 7Ok 1L ScriptableObject 7R+
ABETRT—Z TN D DTHAF—IC o TEVWRT VIV R—R Y FOIERRIC VNI DODRT &
ZENCLTVETD,
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ScriptableObject .YV =)Ly MIEMT 3 LIEBITAAEDOEVWEELADET.CNS5DTHAY
INZ—lE Unity R ZEIET 370 DF LA e LTE R TS,

CDHARTBNTBZTU=voD%E<IF ScriptableObject Tl C# VSR %FERITZETRE
TEETRRICESTIE C# U5 ROEAEFCHEEE BB TLES. LA L. Unity TF1&—Ta
ScriptableObject Z& D RICRITE L URETITZMEEDRMINTVE T CHUSLD T—Tr R
F—LRTHAF—LHTOS T CEELPITLKAD TR TEID— FEATHET ZHREHHRAED
9

THAF =P VI I T F—LDSDEHN BT R— B LT —LT L AT —RZRELIEVWEEXT
W37%5. 707 T ScriptableObject ZRB 3 3RMHHI3HMH LN EH A

HBERANE—2%FERLBAVC CDRKRKICEE TS H237 SV r—2avIliZBRAICEET2HDTH.,
ADT IV r—a ligBIRWVGEDHDE T, /NFZ—ERBETBHIIC.EONZ—DORAA %
FHELELLD

Unity 7O I bOBEICHTMRIL—ILIZHD EFEATF—LODIFIILEYMBEADHFAZI—R
T—FTIOFvEAMSEELELS,

ESTNUL TLAV—ICEoTRANGYT — LFRZRMTIATBLERISENTEETT,
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FDOMMD! )Y —2X

REFaAXA
—  ScriptableObject 221) 75> API

—  ScriptableObject ¥ =277 )L X—2

Unity @72 Z=7)L e-book

Unity DFHFAL 2 NE=2 2 A—=F1 2 F &

—  FTHr/N&—> £ SOLID TO—RZLANJLT7YZ & Unity TD SOLID R ETH 1> /\&Z—>
DAFHRTT,

—  C# XZAILHTRDIER (Unity 6 i) TIRTADP IR ERETIEDRNINTSIT1 %K
DHEREALTVET,

EDMMDRIANTZIT1AAIR

—  UnityRFaxIbD EREEFRZNT ST RAAR

—  Unity RZNTZIT710RNT
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Unite D&ZE&F}

Overthrowing the MonoBehaviour tyranny in a glorious ScriptableObject revolution
(ScriptableObject #63C MonoBehaviour DEF|ZFTEHE L) (YoutubeBIERE /A - FEHEE)

ScriptableObject Z{ER LTS —LT7—FT77F v (YoutubeBIRREE « FREIHEE)

A—R7—=FT7IFvICEATE—RIBRICOVTI U THEITHTT,

From Pong to 15-person project (Pong 75 15 AOZ7OP I RA)
(YoutubeBIERE /& « FHEH#HEE)

FOfo 7Oyt Ml

ROAZ2Z707OP 7 bOBITIE. 7—F T2 F+ T ScriptableObject HNMBLLFERINTVET,

Unite MTanks TEDFLE>7—<3> (Richard FineE) Tld. ScriptableObject Z{FERLT
F =T A TS UEREE ALBIRRTRE BB ZE D REAT A XL TWVWETD,

Meta O ZF7IIWNABY D75 —LIT VI Z7Tdh3 Ryan Hipple KD GitHub 7Otk Tld.
Unite Austin TOT7LE>7—2a>OARBRZHALTVET KICED ZEHTD JOJEE B
BRELTIESIL,

T yr AT TAFETES Soap (Scriptable Object Architectural Pattern) I&. Z®D e-book T
AT TUVBNE—>DELZERE L. ScriptableObject ZHSEDOFIBEEZE KBICH LEIES
HeezEBMLE 7,

Unity Atoms ZFAY o &, ScriptableObject ZIBLALER T4 —F>V—RZ1TZ) T,
CONR— ZiR&H FERERBLTLIESVL,

Reactive Menu System |&. ScriptableObject Z{ER LT Ul DREDEE A1 —EFE%ITS
UGUI S RTL=EEELETY,

Unity Open Project (Chop Chop) I&. ScriptableObject ICAZKIKFELTED ARV FYoxIL
EERALTY—LT LA EEELEY,

= LT A~

Christo Nobbs K& AT LY —LTHA > X Unity (CH) 2B TBRVZFT IV —LTHT
+—TC.The Unity Game Designer Playbook DO&Efe& THD. Unity ICHBITBT —LP AT LTI
ITRRWIOJEREI)—ADERHEETHHDET,

© 2025 Unity Technologies

TRRZED VAT L BIENT — LT
FRATEAVERAS: T—LTHFAVIIHBIT 35 A L DOffE
FRBOTHF AV LN—TZA=2a>vh—T

74 of 80 | unity.com


https://unity.com/releases/lts
https://www.youtube.com/watch?v=6vmRwLYWNRo?utm_source=demand-gen&utm_medium=pdf&utm_campaign=clean-code&utm_content=scriptable-objects-ebook
https://www.youtube.com/watch?v=6vmRwLYWNRo?utm_source=demand-gen&utm_medium=pdf&utm_campaign=clean-code&utm_content=scriptable-objects-ebook
https://www.youtube.com/watch?v=raQ3iHhE_Kk?utm_source=demand-gen&utm_medium=pdf&utm_campaign=clean-code&utm_content=scriptable-objects-ebook
https://www.youtube.com/watch?v=1le4vScG3gk?utm_source=demand-gen&utm_medium=pdf&utm_campaign=clean-code&utm_content=scriptable-objects-ebook
https://github.com/richard-fine/scriptable-object-demo
https://github.com/roboryantron/Unite2017
http://www.roboryantron.com/2017/10/unite-2017-game-architecture-with.html
https://assetstore.unity.com/packages/tools/utilities/soap-scriptableobject-architecture-pattern-232107
https://github.com/unity-atoms/unity-atoms
https://unity-atoms.github.io/unity-atoms/
https://github.com/makeplayhappy/reactive-menu-system
https://github.com/UnityTechnologies/open-project-1
https://unity.com/open-projects?utm_source=demand-gen&utm_medium=pdf&utm_campaign=clean-code&utm_content=scriptable-objects-ebook
https://resources.unity.com/games/game-designer-playbook?ungated=true?utm_source=demand-gen&utm_medium=pdf&utm_campaign=clean-code&utm_content=scriptable-objects-ebook
https://unity.com/ja/blog/games/systems-that-create-ecosystems-emergent-game-design
https://unity.com/ja/blog/games/unpredictably-fun-the-value-of-randomization-in-game-design
https://unity.com/ja/blog/games/animation-curves-the-ultimate-design-lever

@ | More resources

JO7xzvigr)ILsL—=2>7

Unity 7O7xySaFIILbL—Z22F 1 A0SV EREDRA TR L —Z V=R L. H BT H BT
DF—LD Unity TEODEEMICEZEL.IXRMICOASHRL—23>0F30DE5R8ZAFILEN#E
BETERLS5ZELES Unity 7O7xviaFIILL—ZVJDFEMICOWVWTIE.CBES BB LTK
230,

© 2025 Unity Technologies 75 of 80 | unity.com


https://unity.com/releases/lts
https://unity.com/ja/learn/professionals

@ | More resources

© 2025 Unity Technologies 76 of 80 | unity.com


https://unity.com/releases/lts

@ | More resources

© 2025 Unity Technologies 77 of 80 | unity.com


https://unity.com/releases/lts

@ | More resources

© 2025 Unity Technologies 78 of 80 | unity.com


https://unity.com/releases/lts

@ | More resources

© 2025 Unity Technologies 79 of 80 | unity.com


https://unity.com/releases/lts

@ | More resources

© 2025 Unity Technologies 80 of 80 | unity.com


https://unity.com/releases/lts

unity.com


https://unity.com

	はじめに
	ScriptableObject とは
	シリアル化 

	ScriptableObject と MonoBehaviour の比較
	比較
	コールバックとメッセージ
	ファイル
	YAML はマークアップ言語ではありません
	作成とライフサイクル

	ScriptableObject の破棄

	データコンテナ
	ScriptableObject データと永続データの比較
	重複データの削減

	デザインパターン
	リファクタリングの例

	このガイドのコード規則
	カスタムインスペクター
	アーキテクチャ上のメリット

	ScriptableObject 変数
	デュアルシリアル化

	データを保護

	Extendable enum (拡張可能な列挙体) パターン
	enum のようなカテゴリ
	動作の拡張


	パターン:
デリゲートオブジェクト
	デリゲートとイベントの比較
	ScriptableObject メソッド

	ScriptableObject データの変更
	プラグ可能動作
	ScriptableObject を使用したゲームプレイ AI
	例: オーディオデリゲート
	輝かしい ScriptableObject 革命


	オブザーバー (Observer) パターン
	シングルトンの回避
	ScriptableObject ベースのイベント
	例: イベントチャンネル
	System.Action または UnityAction
	イベントチャンネルのデバッグ
	例: InputReader
	静的イベントと非静的イベント


	コマンド (Command) 
パターン
	ScriptableObject か C# クラスか

	ランタイムセットの
パターン
	基本ランタイムセット
	汎用バージョン
	foo と bar に関する興味深い情報


	サンプルプロジェクトを探る
	まとめ
	その他のリソース
	ドキュメント
	Unity のテクニカル e-book
	Unite の参考資料 
	その他のプロジェクト例
	ゲームデザイナー向け
	プロフェッショナルトレーニング





