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from: unity3d

It is an unofficial and free unity3d ebook created for educational purposes. All the content is
extracted from Stack Overflow Documentation, which is written by many hardworking individuals at
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The content is released under Creative Commons BY-SA, and the list of contributors to each
chapter are provided in the credits section at the end of this book. Images may be copyright of
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AAT4TI—=REFTBLHIT. Uniyld W DDDI SR EELET.

o AndroidJavaObject - CHd. UnityS %A 74 TI—RETBLDICT S IR TT. A
TATI—KhBHENBEFEAETRTOF TV TS M. AndroidJavaObject

« AndroidJavaClass - AndroidJavaObject®» LE F. Chid. R4 74 JI—RDU R %&
FTHLHDICENE T

« XA TATETIVIY bDA VX VR DGet | Set. BKUGetStatic [ SetStatic/S—Y I

o RA T4 TEPF2HDCall | CallStatic

T34 DD

1. Android StudioCR4 T4 FJavad— R &3 %

2. JAR/AART7 7ALTI—REIIRAR—KT B IJARV 7 A LEAAR T 7 AL DIIZES
3.JAR/AAR7 7 4 )L & Assets / Plugins / Android?® Unity 7AY T2 MMIJE—L & 7.
4. T 204 00T HCUnitylC I—RELCl@02H 2212 fEo7

D3IDDIF. XA TAT T4 05T BIIDAINET.

CIMBIECIARIAART FALERAT AT 757428 0LT L. CRV YT hECT V=L
LTl x9d
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https://docs.unity3d.com/ScriptReference/AndroidJavaObject.Set.html
https://docs.unity3d.com/ScriptReference/AndroidJavaObject.GetStatic.html
https://docs.unity3d.com/ScriptReference/AndroidJavaObject.SetStatic.html
https://docs.unity3d.com/ScriptReference/AndroidJavaObject.Call.html
https://docs.unity3d.com/ScriptReference/AndroidJavaObject.CallStatic.html
https://developer.android.com/studio/index.html
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TS5 T A4 DD

T304 T 50N DDNTNWSEIZEIRIT DTS, DD, L—hEFTHIEEFLO

EO5TT. 1L 1EARILI—REULT2HDTT. TIE. EOLSCFHDTITH
(CZI1E. DTS4 0TT

1. I X7 L0—REHS-1%
2. X4 T4 TDAndroidPHEUL LI T M -2%53 5%

20DE [ XY IR | LEWTLREAWDED 15T 2 TSTA4 VDEET BT 4 VD,
IorcdTTh. ¥H2&lFLITLIITTT.

Examples

UnityAndroidPlugin.cs

UnityTLWCRXZ T helL. TDR2OHDICEZET

using UnityEngine;
using System.Collections;

public static class UnityAndroidPlugin {

}

UnityAndroidNative.java

Android StudioC L \WJavaZ 22X & L. TEDOEDLDIZEZXT

package com.axs.unityandroidplugin;
import android.util.Log;

import android.widget.Toast;

import android.app.ActivityManager;
import android.content.Context;

public class UnityAndroidNative ({

UnityAndroidPluginGUI.cs

UnityCLWCRXZ T hEL. ChodzDIFEe

using UnityEngine;
using System.Collections;

https://riptutorial.com/ja/home
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public class UnityAndroidPluginGUI : MonoBehaviour ({
void OnGUI () {

}

224 U TAndroid 7 274 2101 - I LHIC 7T
https://riptutorial.com/ja/unity3d/topic/10032/android 7 Z 2 4 >101----13 L ®I(C
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3:_CullingGroup API

CullingGroups®@I3 T LHTIREWDT. YIR—INI SIXDICHHAVYIDENTLILT B E
?‘d—o

FDREOBEIR—IUN—DMEDLSIZTHEMIDOTDIFODTT .

using UnityEngine;

using System;

public interface ICullingGroupManager
{

int ReserveSphere () ;

void ReleaseSphere (int spherelndex) ;

void SetPosition(int spherelIndex, Vector3 position);

void SetRadius (int sphereIndex, float radius);

void SetCullingEvent (int sphereIndex, Action<CullingGroupEvent> sphere);

F. ENZDA UT VIR ETIRZR—IUYDEDH) T AT HZETT. O, N4 VT
yOZELTHDELET.

Examples
77 k%L

Ml2. CullingGroups® LTIC> TR 55 LT T,

CDXZ )T RICTH0CEINTED. WEDDONTF—XUZIDELTHE
9.

using UnityEngine;
using System.Ling;

public class CullingGroupBehaviour : MonoBehaviour

{
CullingGroup localCullingGroup;

MeshRenderer[] meshRenderers;
Transform[] meshTransforms;
BoundingSphere[] cullingPoints;

void OnEnable ()

{
localCullingGroup = new CullingGroup () ;

meshRenderers = FindObjectsOfType<MeshRenderer> ()
.Where ( (MeshRenderer m) => m.gameObject != this.gameObject)
.ToArray () ;

cullingPoints = new BoundingSphere[meshRenderers.Length];
meshTransforms = new Transform[meshRenderers.Length];

https://riptutorial.com/ja/home
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for (var i = 0; i < meshRenderers.Length; i++)

{

meshTransforms[i] = meshRenderers[i].GetComponent<Transform> () ;
cullingPoints[i] .position = meshTransforms[i] .position;
cullingPoints[i] .radius = 4f;

localCullingGroup.onStateChanged = CullingEvent;
localCullingGroup.SetBoundingSpheres (cullingPoints);
localCullingGroup.SetBoundingDistances (new float[] { 0f, 5f });
localCullingGroup.SetDistanceReferencePoint (GetComponent<Transform> () .position);
localCullingGroup.targetCamera = Camera.main;

void FixedUpdate ()
{

localCullingGroup.SetDistanceReferencePoint (GetComponent<Transform> () .position);
for (var i = 0; i < meshTransforms.Length; i++)

{

cullingPoints[i] .position = meshTransforms[i] .position;

void CullingEvent (CullingGroupEvent sphere)
{

Color newColor = Color.red;

if (sphere.currentDistance == 1) newColor Color.blue;
if (sphere.currentDistance == 2) newColor = Color.white;

meshRenderers |[sphere.index] .material.color = newColor;

void OnDisable ()

{
localCullingGroup.Dispose () ;

22 )T b &ZGameObjectZDId X 1—T(C L. Play® LEXT. ¥y—UDDITNTDT—LFTY
IV MI ETOILLTHDVDE T,
https://riptutorial.com/ja/home 17



T T NS

DZZ)T M., ENEZAASDIZLTAIRUNETSEELTHWE T,

CDIIZ)TRTIZ. 2T BOICOWLDDONTHF—IIIDELTWHWI T,

using UnityEngine;
using System.Ling;

public class CullingGroupCameraBehaviour : MonoBehaviour
{
CullingGroup localCullingGroup;

MeshRenderer[] meshRenderers;

void OnEnable ()
{
localCullingGroup = new CullingGroup () ;

meshRenderers = FindObjectsOfType<MeshRenderer> ()
.Where ( (MeshRenderer m) => m.gameObject != this.gameObject)
.ToArray () ;

BoundingSphere[] cullingPoints = new BoundingSphere[meshRenderers.Length];
Transform[] meshTransforms = new Transform[meshRenderers.Length];

for (var i = 0; i < meshRenderers.Length; i++)

{
meshTransforms[i] = meshRenderers|[i] .GetComponent<Transform> () ;
cullingPoints[i] .position = meshTransforms[i] .position;
cullingPoints[i] .radius = 4f;

localCullingGroup.onStateChanged = CullingEvent;
localCullingGroup.SetBoundingSpheres (cullingPoints) ;
localCullingGroup.targetCamera = Camera.main;

https://riptutorial.com/ja/home
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void CullingEvent (CullingGroupEvent sphere)
{
meshRenderers |[sphere.index] .material.color = sphere.isVisible ? Color.red :
Color.white;

}

void OnDisable ()
{
localCullingGroup.Dispose () ;
}
}

V—UIZZO VT REL. Play®2 LET. vy—UDINTOVFARMIIF ZD0THb DX T

FTYVITD Mlyeshrenderer 3 VR—X U MDSH 514,

MonoBehaviour.onBecaneVisible ) * YWY RELTDE S ENTEX T Dvecrors
Vector3Zvector3sMPH B EE. X/FFTVIIMDETEEINAYV Y REET S E
El3. vectors® LE T

H)UTRARNDODICNRT T4 T T HEMTEIT. Fnold. " ", 02
"MW DESIZ. B UTRA U MOOODO RN F—ICE DT T,

cullingGroup.SetBoundingDistances (new float[] { 0f, 10f, 100f});

F. TLIEICOBAEIFTET. BASH) T EDBHDERA.

2,

L. DEEBDIF. ODOICET BT,

FF. AVITTIL—TIE. EonELTET. 200N, FOLOMN)HF—ICEDE T, =
DIYFOELT. 74—ILREFTEHIENTEI T,
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float cullingPointArea = Mathf.PI * (cullingPointRadius * cullingPointRadius);
float boundingArea = Mathf.PI * (boundingDistance * boundingDistance);
float combinedRadius = Mathf.Sqrt ((cullingPointArea + boundingArea) / Mathf.PI);

7 224 > TCullingGroup API1Z T https://riptutorial.com/ja/unity3d/topic/4574/cullinggroup-api
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4: MonoBehaviour 7 7 AD

Examples
T—IN—Z 4 RINZ AT R

Awake ~ Start Updatetf 60)7( Y/ v H%j—/<—34 F?’%bfﬁ(f\@(i\ 9 32?3“7\:} Y/ Y
RT3 T,

2OV TIIMOTTOLREINEEE RT)TINIUFALIIRIZ)TREXRT, W DO
Ay RPEINTOEMESISHENRLT. ChodOBXxvyyyvyadnthsg, FDldxvwyyyva
TN, AVYYREENFNOYIBMNIENET. ChodD )R NI BES5IL—T3NE T,

DAYy RISTHEWIE., WNDF—XUZDIEHTT. INTORXYT )T Mlavake « start
. OnEnable  OnDisable « Update « LateUpdate « FixedUpdateld. CHUDITNTHMY X MIE N,
CNODIAYY RBIRTENSZELHVET. . CNIEETRHPDERAD. Thiod A
VY RBLIBTRTRA TATC++DHCICHY . NTFHF—IUZXIXMLIT.

CNELTAHTLREEND. ZNoDOAYV Y RIZIRTYURINMIHD. FEAEDIY Y RITDA
VyRESTOWEWOHHLNIERA. Chid. BLEVAY Y RERTICEDNT F—I D
L5l cBLET. CNECIOIC. Unityld AV Yy RELEVWESICL. ThodA Yy Rhs
LENIEEILDAUENDESCTEAVE—V U ITVRTLEL. AV Y RULELXL
1=

CITUNiy 7RI DIE D0 TH > LI ENTEE T 10000 Update 1—/L & ZDDIL2CPPIC D
WTIR. ZCer)voLT{lEan2cPpd

7 > 24 > TMonoBehaviour?Z 2 X D&
https://riptutorial.com/ja/unity3d/topic/2304/monobehaviour? = X M
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https://riptutorial.com/ja/unity3d/topic/2304/monobehaviour%E3%82%AF%E3%83%A9%E3%82%B9%E3%81%AE%E5%AE%9F%E8%A3%85
https://riptutorial.com/ja/unity3d/topic/2304/monobehaviour%E3%82%AF%E3%83%A9%E3%82%B9%E3%81%AE%E5%AE%9F%E8%A3%85
https://riptutorial.com/ja/unity3d/topic/2304/monobehaviour%E3%82%AF%E3%83%A9%E3%82%B9%E3%81%AE%E5%AE%9F%E8%A3%85

5:_ScriptabIeObject

AssetBundles % L 7=ScriptableObjects

2O VT NFTVTO bAOBENTHWS. T h&EAssetBundlell T HE &> LTS
(. ScriptableObjectsl3IC7 v DT, Unityld €5 ZAssetBundleslC T 5I1C=2 LEXF. O
NICED. LT LLEORTENHVE T,

C D& S 7% GameObject@ AssetBundle > B— R 9% & Z(CI3 . ScriptableObject 7 €V b & A—
REnfcX VT RIL. NURLENZO VTN EEZ B3 DE F. Dependency
Injection® LT LI2E

Examples

3

ScriptableObjects/d@MonoBehaviours P& S (CYV—UXR T —LAZ TV IO MINA U RENTH R
WATYVIORTYE, LI, TAVII MDOTECY R ID7ALICNRA U RENT=HEAY Y
RT3. ZhoDScriptableObject 7 €2y M. AV RICT Z € X TE %SMonoBehaviours /=
(3 DScriptableObjects|C ¥ Z EMWTEZX 7.

VTS A4ZXENETEY MELTODLED. NIZIX—YUN I I2ET—HYY—25LXT.

ScriptableObject 7 &V kP

(3. 7% ScriptableObject?® T3 .

using UnityEngine;

[CreateAssetMenu (menuName = "StackOverflow/Examples/MyScriptableObject") ]
public class MyScriptableObject : ScriptableObject
{

[SerializeField]
int mySerializedNumber;

int helloWorldCount = 0;

public void HelloWorld()

{
helloWorldCount++;
Debug.LogFormat ("Hello! My number is {0}.", mySerializedNumber) ;
Debug.LogFormat ("I have been called {0} times.", helloWorldCount) ;

CreateAssetMenu
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0 22T BHE UnityldEN&EAssets / Create 7 A Za1—ICLEF. TDlE. Assets/
Create / StackOverflow / Examples®PIZd D X7 .

L 7=ScriptableObjectf Y X7 V23, 4 YRR 5% L TDHI L ') T hXScriptableObject! &
ZEMTEXT.

using UnityEngine;
public class SampleScript : MonoBehaviour ({

[SerializeField]
MyScriptableObject myScriptableObject;

void OnEnable ()

{
myScriptableObject.HelloWorld() ;

}

1— R % L CScriptableObject 1> A Y > A% F %
ScriptableObject.Createlnstance<T> () % LTl \ScriptabIeObject'f X 7 X % L/i 3'0

T obj = ScriptableObject.Createlnstance<T> () ;

RGN T[g Scriptableobjecti 3—0

TNODIVR NS0T 20d C EICL D TSeriptableObject® LA W T EE by,

new ScriptableObject () o

[ 30— R TScriptableObject2 3 5 Z &3 [CT—F DY TS NE/cH. HoLICUPENE
BA. COTOVIRETHEHLTEIT. TTA490ERV)TT4 009 5%5EEIC. &9T
R

ScriptableObjects!d. PlayMode CHL 7T 1 ¥ T2 ) 7L 3INXT

ScriptableObject! XY VXDV I TLENcT74—IL RICT O THEEER. EDTY.

74— Fb\“publict 7_9 é h_cpublici»\ SerializeField?‘\/ U 7”/3 ?’L'C(:\ 6\ %@%g—é
&ET9. MonoBehavioursPEL 2ICTLAE—RELTH LY hENEIEBA. ChiFvICEX
I B CHHVET.

DO VITIAXEINETA—LREZDIZL. NTVY I T4—ILRECIFHI EBN
2 hTY.

public class MyScriptableObject : ScriptableObject
{

[SerializeField]

int mySerializedValue;
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public int MySerializedValue
{

get { return mySerializedValue; }

}

twvy3avTUty bENSScriptableObjectlS/XT Vv o & F BId. DNY—oDELTLEE
(I\o

public class MyScriptableObject : ScriptableObject
{

// Private fields are not serialized and will reset to default on reset
private int mySerializedValue;

public int MySerializedValue

{

get { return mySerializedvValue; }
set { mySerializedValue = value; }

I[P ScriptableObjects = 21T %

(70T« 767;(. SCI’iptab|eObjeCt€' DIFBICIF. Resources.FindObjectsOfTypeAll () L

Resources.FindObjectsOfTypeAll () o

T[] instances = Resources.FindObjectsOfTypeAll<T> () ;

ZZT. l39 %ScriptableObjectf VX5 VXADHTATTT. 7UOT4TER oDOTHAEY
LA—RENIEELIET.

DAYy RRICHDOT. DEXYYyYaLTILPEREOESICLTZEN, XV YT hT
ScriptableObjects2 9 5 & &HHLE T

EbhKODEDEDHIZ. DA URFURALIYVIVETSHIENTELT,
onEnable () [ ScriptableObjectsZ IL 7 ¥ I VICEEE T

7 24 2 TScriptableObject T https://riptutorial.com/ja/unity3d/topic/3434/scriptableobject
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ﬁnity Profiler
BETINAATHTa T 745D

Profilere® 572 b7 A —LILICT B/eHICIF. W DhDEDH VI .
TRBEAR

TA774L02 L FHICE. [ELRTVRIDELRERT vEFTY I VO A—b 3
X0 bMTRTFA4S51ELTTHDHVET.

Platform

-rfe FC, Mac & Linux Standalone # Android

s oS
# Android

"' t"l.,"l. twiDs
Texture Compression
:E.. Tizen android Project
; uild
-

";1 Xbowx One

Switch Platform | ' Player Settings... Build Build And Run

HL21DOF TV IVIF. EODOT TDAndroid Player® 4 Y XT Z (2. LogCatBS 7 AT 74 5
ETEHLOCFIVITHEOHS TR T T ATRICTBFIVIRYIIADHVET.

Optimization

Eil"nil:l'l:l mscorlib

Npression

=sh Data*

EILRERIDIRURSA UKL TlogCatTT /2. [ELR]DBEETHETOT 74 77—
[FAndroid 7/ RICTEE R A.
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10S

TJAO7 74 LELLTBHICER. [ELRTA VY RTDIEL RERY U EFVICLT. [ 7TRT 7
15—DFTVIRY I AT UICTHhHVET,

Platform

.‘F‘e PC, Mac & Linux Standalone

'.-' =4 i0% is notincluded in your Unity Plus

build will include a Unity Persanal spl

% Android Vou mu
aptian.
1y tvos
Run in Xcode as
- }E Tizen
o Script Debuaging

-

Player Settings... Build

iOSTII. TL—YDOT. 7AI774 M ESELDICTE20OHSFTVaviespnIEta. £
NnignTeT 5133 TT.

Examples
a7 rA459—0TFwT

Profilery 4 2~ RIICDI Y b bsd Sz Profiler.BeginSample & Profiler.EndSample® & %
EERHLIT.

Tl Tho?d%5 2713, ConditionalAttribute® L TOE L RTENS/=6H. I—Khnd 53H
DNEBEA.

public class SomeClass : MonoBehaviour

{
void SomeFunction ()
{
Profiler.BeginSample ("SomeClass.SomeFunction") ;
// Various call made here
Profiler.EndSample () ;
}
}
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ZhIZED. 7RI 74 504 2 RIIC "SomeClass.SomeFunction"& WS> I kUhE . R
RNILR YO DTNy TEDICEDET.

& 224 2 TUnity Profiler&$ https://riptutorial.com/ja/unity3d/topic/6974/unity-profiler
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7 Unity CGit/—2 1V hA—IL % T 3

Examples

Unity TOGit7 7 1L A b L —YLFSD

Gitld. FRXEDTETFT—LETHIEMNTEZT. LML, K3 22y ST BICDN
CEEN—VYIAUSEMBDATA T IFALEICODTIZTHIEMTESLZETY. Gitld/ N1 +
IO 7A4LON— 3T UIIoNEEDOTIIHDEIEA,

LLWIZa—XIE. 2015MBGItHUDDSZC D& SGit LEFSEWS>T 274 )Y — L2 e T
T, BNNXAF YD PAILENDICN—VUI T Y ITEBLLSCEDT L.

(. CORXaAUNI. BEIEOGIONETFT—LDIZLTWSI EFILT H=HOICEDE
CETTHWEYT., COHA RTIE. GitOWIZDWTIINI A,

GitGit-LES?D 1> A h—IL

Hix/3ELTTESWC DDA TVIavHpDEd. . A7OGItIR VRIS UEA Y
ZRh—=ILT BN, EGitGUIT 7V Tr—yavnEnhe ShESMTT.

7L a1GitGUIT 7Y r—y 3 v e T 5

NIZICIEEAHTT GtOGUIRGUIZ DO EODITEWSTHhEVOFA TV a s shnTT.
Hixicl3Wd DD T7TT)r—yvaveTEIIN. CITIRIDOT7T TV —yavukssp i d

e Sourcetree
e Github7RXZ bw7
¢ SmartGitCommerical

LIc77UTr—y3ve4 VA M—IL LIS, google® L. Git-LFSDZE L TL 2 e ZDHA
RTld. 77U5—yavellipzTy &5 L% T,

72 3 22GiGIt-LFSZ 1~ A =L T 5

NEHEVTT -GitEA VA b—ILLTLEE N0, FD. GitLEFSEA 2 b—IL LE T,

Ta 7 MIGIt7 T AL ANL—U%R TS
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GitLFS7 274 & L T4+ )T 74 L EL DL HR—FLTWSBIZ. GitLFSICE>TEN
50 DMDTFANLTATETBENHDES. YURIKNY @)l/_h(:%é.gitattributes*,j?’(
LIZZELT. Unity7 BV IO b TENSLNAF VT 74 L EYR—FLET.

# Image formats:

*.tga filter=1fs diff=1fs merge=1lfs -text
*.png filter=1fs diff=1fs merge=1fs -text
*.tif filter=1fs diff=1fs merge=1fs -text
*.jpg filter=1fs diff=1fs merge=1lfs -text
*.gif filter=1fs diff=1fs merge=1fs -text
*.psd filter=1fs diff=1fs merge=1lfs -text

# Audio formats:

*.mp3 filter=1fs diff=1fs merge=1fs -text
*.wav filter=1fs diff=1fs merge=1fs -text
*.aiff filter=1fs diff=1fs merge=1fs -text

# 3D model formats:

*.fbx filter=1fs diff=1fs merge=1fs -text
*.0bj filter=1fs diff=1fs merge=1lfs -text

# Unity formats:

*.sbsar filter=1fs diff=1fs merge=1fs -text

*.unity filter=1fs diff=1fs merge=1fs -text

# Other binary formats
*.dll filter=1fs diff=1fs merge=1fs -text

Unity?Git ) R b V&9 %

Unity®Git JRY MV ETBHEEICIF. TE5MHBNLODDIEDHVET.

2T 47 LT ET S

FTRTWIYRY NI TNR—V I VENBIRETEHVIEA. OTUTL—rEURYNIDL
—h(:&)é.gitignorej7’()L(:-§—6:tb§?%$-§—o 5)6(1\‘;\ GItHUbd)j-_j\J\/_Za)
Unity.Gitignore® 7 T2 LT . gitignore.ioZ 2 TUnitye 345 HTEXT.

# Unity Generated
[Tt]emp/
[L1]ibrary/
[Oolbj/

# Unity3D Generated File On Crash Reports
sysinfo.txt

# Visual Studio / MonoDevelop Generated
ExportedObi/

obj/

*.Ccsproj

*.unityproj
. @lm
* .

sSuo
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.tmp

.user
.userprefs
.pidb
.booproij

L

.svd

# OS Generated
desktop.ini
.DS_Store
.DS_Store?
.Spotlight-Vv100
.Trashes
ehthumbs.db
Thumbs .db

gitignore 7 7 A LDODIZDNWTIF. ZELET/EE 0,

Unity 72> = 7 D

T7FL TR Unity7 AV IO MIN—VIVE LY R=PTELSICENTHIRA.

1. V450)€' L/T < j'fé a Unity = Preferences - Packages - Repository Externalj 7‘\/3 \J%(:
LTlfedn.

2. Edit - Project Settings - Editor - Version Control Mode C~ Visible Meta Files(: K)jiEdit -
Project Settings - Editor - Version Control Mode o

3. Edit - Project Settings - Editor - Asset Serialization Mode Force Text(:-K)jiEdit - Project

Settings - Editor - Asset Serialization Mode o

4. vt _a—bhny—rETovIobELETT.

Unity 7RV I 0 b TGitE T 500 DD HDDIE. Gt T4 Lo MUERIZET. 774U
ELTOTALI M) rLTHLIETT. Unityl@3coDTA LI MYUICs peea 7 7ALEL
CGItICND DA T T FALELIED LIEDT HE. F—LAUN—TLEEIITNHVET.

Z DGitPpost-merge 7V 7 & Unity 7RV IO "DH B URY MU D, git/mooks/ 7 FILFICL
9. GitEpull/mergellc. EDTFALENfchEX. LTWeTALIZ NUDNTHSH
EShEL. §53LET.

VT B —ETLNT

UnityZ 2 TF 5L EDDIE. 20DUnityy—E 23TV T 77* uniyZ7 74 LELTHWSHI &
TY. GitRENDERYIIDL LAR—UTHELEH. HODT0I LI, UnityF—4AI—
SmartMerge&E W > V—L & LE Llc. CNREY—VECOET. (5T &F. &2l
.gitcontig 7 7 A IICDZE T 5 & THWindows suserproFILES\ .gitcontig « Linux / Mac OS X

~/.gitconfig
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[merge]
tool = unityyamlmerge

[mergetool "unityyamlmerge"]
trustExitCode = false
cmd = '<path to UnityYAMLMerge>' merge -p "S$SBASE" "SREMOTE" "SLOCAL" "SMERGED"

Windows Cld . UnityYAMLMerge®/XX 3D EFH VT .
C:\Program Files\Unity\Editor\Data\Tools\UnityYAMLMerge.exe

Frlz

C:\Program Files (x86)\Unity\Editor\Data\Tools\UnityYAMLMerge.exe

MacOSX Tl

/Applications/Unity/Unity.app/Contents/Tools/UnityYAMLMerge

NPT BHE I—Y/)R=ZUIMLIC. I—=UY—IDICEDET . git mergetoocr CLT
UnityYAMLMerge& 3 5 & &N LW T f2E 0,

A2 74 UTUNityTGitY —X IV hA—L&T 55T
https://riptutorial.com/ja/unity3d/topic/2195/unity TgitY —X 1> hA—IL =z ¢ %
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https://riptutorial.com/ja/unity3d/topic/2195/unity%E3%81%A7git%E3%82%BD%E3%83%BC%E3%82%B9%E3%82%B3%E3%83%B3%E3%83%88%E3%83%AD%E3%83%BC%E3%83%AB%E3%82%92%E4%BD%BF%E7%94%A8%E3%81%99%E3%82%8B

ﬁnitymy A1V N

VUL M UDEITTOREODNZITHEEOSDHSEDHEDITHVEEADS.
gameprogrammingpatterns.com®Singleton® & > (C . ¥y—LL XNy I T 5T R21a—Y
VI DESICDY—2TGameObjectZUnityl[CE BB DE g, A YUXT U 2SR B L
@TELCRA. YUTLMNUODE

CDORY')T h&EGameObjectll T 52 EICEL D 1 UXHZ UXENS EScenePDICT B EL
T V=TT T47REZICHED. A VT U1 LEEA.

ScriptableObject UnityDoc 4 Y X5 VR (3. A—XT—X L& >TRYVTL b UICT B =L
9. TNOREOIBECDA VR URIL—LE LEEAD. ¥y—UTEL. UniyDdy )7L
BEX&ESF0WET, WILT Y=L TENSE . Inversion of Controlb ENE F.

// MyAudioManager.cs
using UnityEngine;

[CreateAssetMenu] // Remember to create the instance in editor
public class MyAudioManager : ScriptableObject {

public void PlaySound() {}
}

// MyGameObject.cs
using UnityEngine;

public class MyGameObject : MonoBehaviour
{
[SerializeField]
MyAudioManager audioManager; //Insert through Inspector

void OnEnable ()
{
audioManager.PlaySound () ;

}

« CTOYUTIL KNy
Examples

RuntimelnitializeOnLoadMethodAttribute= L 7=

Unity 5.2.5. RuntimelnitializeOnLoadMethodAttribute® L TMonoBehaviour® % /X4 /X2 LT A
Vo ad bl EMTEET. V0 )—Theds5LET.
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using UnityEngine;

sealed class GameDirector : MonoBehaviour
{
// Because of using RuntimeInitializeOnLoadMethod attribute to find/create and
// initialize the instance, this property is accessible and
// usable even in Awake () methods.
public static GameDirector Instance
{

get; private set;

// Thanks to the attribute, this method is executed before any other MonoBehaviour
// logic in the game.

[RuntimeInitializeOnLoadMethod (RuntimeInitializeLoadType.BeforeSceneload) ]

static void OnRuntimeMethodLoad ()

{

var instance = FindObjectOfType<GameDirector>();

if (instance == null)
instance = new GameObject ("Game Director") .AddComponent<GameDirector> () ;

DontDestroyOnLoad (instance) ;

Instance = instance;
}
// This Awake () will be called immediately after AddComponent () execution
// in the OnRuntimeMethodLoad (). In other words, before any other MonoBehaviour's

// in the scene will begin to initialize.
private void Awake ()

{
// Initialize non-MonoBehaviour logic, etc.
Debug.Log ("GameDirector.Awake ()", this);

1.GameDirector.OnRuntimeMethodLoad()inngE L/t:."
2.GameDirector.Awake()

3.GameDirector.OnRuntimeMethodLoad()LJEE L/t:o
4.0therMonoBehaviourl.Awake()

5.0therMonoBehaviourZ.Awake()ZIéf
Unity C? > > 7L % Singleton MonoBehaviour
CDTIZ. VIRDT A R—KgA IR IZANCEINTHET.

T4—L RDEAVZHTUZTENDID. SOV ZZOLWA IR UZANENSE . (3L
WA YT UREREDT—LAFTYVITY bELTDSingletond 7V IV bADEDIFET.

using UnityEngine;

public class SingletonExample : MonoBehaviour ({
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private static SingletonExample _instance;
void Awake () {
if (_instance == null) {

_instance = this;
DontDestroyOnLoad (this.gameObject) ;

//Rest of your Awake code

} else {
Destroy (this);
}
}

//Rest of your class code

ZUnity> >~ 7L k>

ZDTIF. 4 vF7—% Y NI SBMonoBehavioury V7L b VDONY 7 U R E1DIZE EDH. T
A—NNILEJ74—ILRICUTETZSELDICLET.

DI Unity522TT X hENE Lic. SOYUTLMUESTSHICE. DESICTHLEITT
public class MySingleton : Singleton<MySingleton> { }GDAwakeb @ (:Awakesingleton% a— é (C (; N
AwakeSingleton%j—_/\ﬂ_a’( |\ 3’ 6b§5) @i 3'0 é ‘:D (:a— 6(: ‘;\ 0)7 ’f —IJL |\0)7_:7 7.!')|/ |\ %
LI e

1. COTIE. DisallowMultipleComponent® L T. GameObjectC &IC1DDA YR T U= L
9.

2. ZDUIRIIVIRTHY. I3TT. /o Davaxe®2 T 50 DIC. T—/X—54 RF %D
H B+ Y Rayakesingleton ®DENTNE T

3. ZMDIIXL Y Re—7TY.

4. CDVITL KR UEENTOIET. 41 YRTVIDIXLFITYIDOLIDIZA IRT IR
instantiated 7 7% Einstantiated~ EICEK D0 UnityD—-DIC S F—/"—~y R&E LE T
=R

5. DI UnityllE2TENESELTNSEELYUTL MU VR UZNDULZ L
TEA.

6. COYVIUTILENUIZIZ. OFTYIUhHNEd.

e FindInactive 77 T 4 TR rindmnactived N2 LT A TOIAUR—KX U MODA VR IR %=
FhESHh,

o persist YV—UVETWAHIAUKR—RURNETEHEMESH,

¢ pestroyothers LT A TODIUR—R U MNEL. 1DEFTEHE SN,

¢ Lazy YVIUTILNIA VR URE [ F Y T4 T pvare 500, [FUTIURTD
BT E—DBUENEHOHLE T
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using UnityEngine;

[DisallowMultipleComponent ]
public abstract class Singleton<T> : MonoBehaviour where T : Singleton<T>
{
private static volatile T instance;
// thread safety
private static object _lock = new object();
public static bool FindInactive = true;
// Whether or not this object should persist when loading new scenes. Should be set in
Init ().
public static bool Persist;
// Whether or not destory other singleton instances if any. Should be set in Init ().
public static bool DestroyOthers = true;
// instead of heavy comparision (instance != null)
// http://blogs.unity3d.com/2014/05/16/custom—operator-should-we-keep—-it/
private static bool instantiated;

private static bool applicationIsQuitting;
public static bool Lazy;

public static T Instance
{
get
{
if (applicationIsQuitting)
{
Debug.LogWarningFormat (" [Singleton] Instance '{0}' already destroyed on
application quit. Won't create again - returning null.", typeof(T));
return null;
}
lock (_lock)
{
if (!instantiated)
{
Object[] objects;
if (FindInactive) { objects = Resources.FindObjectsOfTypeAll (typeof (T)); }
else { objects = FindObjectsOfType (typeof (T)); }
if (objects == null || objects.Length < 1)
{

GameObject singleton = new GameObject ();

singleton.name = string.Format ("{0} [Singleton]", typeof (T));

Instance = singleton.AddComponent<T> () ;

Debug.LogWarningFormat (" [Singleton] An Instance of '{0}' is needed in
the scene, so '{1l}' was created{2}", typeof(T), singleton.name, Persist ? " with
DontDestoryOnLoad." : ".");

}
else if (objects.Length >= 1)
{
Instance = objects[0] as T;
if (objects.Length > 1)
{
Debug.LogWarningFormat (" [Singleton] {0} instances of '{1}'!",
objects.Length, typeof(T));
if (DestroyOthers)
{
for (int 1 = 1; i < objects.Length; i++)
{
Debug.LogWarningFormat (" [Singleton] Deleting extra '{0}'
instance attached to '"{1}'", typeof(T), objects[i].name);

https://riptutorial.com/ja/lhome 35



Destroy (objects[i]);

}

return instance;

}

return instance;

}
protected set
{
instance = value;
instantiated = true;
instance.AwakeSingleton () ;
if (Persist) { DontDestroyOnLoad (instance.gameObject); }

// 1if Lazy = false and gameObject is active this will set instance
// unless instance was called by another Awake method
private void Awake ()
{
if (Lazy) { return; }
lock (_lock)
{
if (!instantiated)
{
Instance = this as T;
}
else if (DestroyOthers && Instance.GetInstanceID() != GetInstanceID())
{
Debug.LogWarningFormat (" [Singleton] Deleting extra '{0}' instance attached to
'{1}'", typeof(T), name);
Destroy (this);

// this might be called for inactive singletons before Awake if FindInactive = true
protected virtual void AwakeSingleton () {}

protected virtual void OnDestroy ()

{
applicationIsQuitting = true;
instantiated = false;

N—X P ZRIC&KBH 2T b2

WDV IUTILN U SR E2ETHTAVII MNTIR0TOD, YUTIL N UDS WD
SRIFT B EIFENNTTY,

using UnityEngine;
using System.Collections.Generic;
using System;
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public abstract class MonoBehaviourSingleton<T> : MonoBehaviour ({

private static Dictionary<Type, object> _singletons
= new Dictionary<Type, object>();

public static T Instance {
get {
return (T)_singletons[typeof (T)];

voilid OnEnable () {
if (_singletons.ContainsKey (GetType())) {
Destroy (this);
} else {
_singletons.Add (GetType (), this);
DontDestroyOnLoad (this);

[Z. MonoBehaviourl3 . MonoBehaviourSingletonZ§ 5 EILX 2TV U TL b uNF—Ved
5ENTEXT. COTTA—FICELD. YT MU=V BICZTNI—2ed 5
EWTELS.

using UnityEngine;
using System.Collections;

public class SingletonImplementation : MonoBehaviourSingleton<SingletonImplementation> {
public string Text= "String Instance";

// Use this for initialisation
IEnumerator Start () {
var demonstration = "SingletonImplementation.Start () \n" +
"Note that the this text logs only once and\n"
"only one class instance is allowed to exist.";
Debug.Log (demonstration) ;
yield return new WaitForSeconds (2f);
var secondInstance = new GameObject ();
secondInstance.AddComponent<SingletonImplementation> () ;

VUL NN —2DDIDIE. A VR T IRNDICIC TV I TESLZETY .

// Logs: String Instance

Debug.Log (SingletonImplementation.Instance.Text) ;

L. By T T eE53 0. CORICZHDHVET. COF7 7a—FI(CIF.
Dictionary®PIC X 2T DENTF—I VX IR MHHOIFTH. C0ILIvI VTRV UTL
R SZDA URTUZADMIDOLIhENT WSO, DRYEVD LTIZVWIFI VA, 20WTT
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AT AT T ATAZTLEY Y T NN — . O UR—R NV TF A

J7 74T 713, GameObjectE LTY U IL M UESTSHIETY. YUTLMUICIIONRH D
T3,

SEICZ DD, BEDZYR—

o« YU bUIE. Entity-ComponentyY XA T ALMDE L TDUNity 74 71 VL ELEET

e VUL MU IZEENBZIE L—TT. B—REh.

e J4—LREIHVEERA

« MDMonoBehaviours /I VR—R U N EYV UL NV ELTTBHEDICTRHIEIHVIEA

« IZUt Y b HIEMTEE I /2/2Singletons GameObject® LE T . DICKICAHEINE T
e CEVIETHEYVITLTDLOLT S

e DUnityLTAFELIcA VAR YIAVEDAYTATL—yI Y. TTAHIICT H0H
WET UnityLT 4 Y TTYLRAESingleton®XZ V—2y 3y b

TestcsY VL RUDELTHWE T

using UnityEngine;
using UnityEngine.Assertions;

public class Test : MonoBehaviour {
void Start () {
ExampleSingleton singleton = ExampleSingleton.instance;

Assert.IsNotNull (singleton); // automatic initialization on first usage
Assert.AreEqual ("abc", singleton.myVarl);

singleton.myVarl = "123";

// multiple calls to instance() return the same object:

Assert.AreEqual (singleton, ExampleSingleton.instance);
Assert.AreEqual ("123", ExampleSingleton.instance.myVarl);

ExampleSingleton.cs? V7L EDY T b U IIBENTNHE T

using UnityEngine;
using UnityEngine.Assertions;

public class ExampleSingleton : MonoBehaviour ({

public static ExampleSingleton instance { get { return Singleton.get<ExampleSingleton>();
b}

public string myVarl = "abc";

public void Start () { Assert.AreEqual (this, instance, "Singleton more than once in
scene"); }

}

/// <summary> Helper that turns any MonBehaviour or other Component into a Singleton
</summary>
public static class Singleton {
public static T get<T>() where T : Component {
return GetOrAddGo ("Singletons") .GetOrAddChild("" + typeof (T)) .GetOrAddComponent<T> () ;
}
private static GameObject GetOrAddGo (string goName) {
var go = GameObject.Find (goName) ;
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if (go == null) { return new GameObject (goName); }

return go;

}

public static class GameObjectExtensionMethods {
public static GameObject GetOrAddChild(this GameObject parentGo, string childName) {
var childGo = parentGo.transform.FindChild (childName) ;

if (childGo != null) { return childGo.gameObject; } // child found, return it
var newChild = new GameObject (childName) ; // no child found, create it
newChild.transform.SetParent (parentGo.transform, false); // add it to parent

return newChild;

}

public static T GetOrAddComponent<T> (this GameObject parentGo) where T : Component {
var comp = parentGo.GetComponent<T> () ;
if (comp == null) { return parentGo.AddComponent<T>(); }

return comp;

GameObject®2 2D * /vy RIF. Y UTIL MU IIXTENDEZLTICT HNEOICH. OTIC
5&‘3—0

MonoBehaviourScriptableObject X—X D> > 7L 2 75 A

FEAEDYUTIL M UDTIE. MonoBehaviour®2 2XELTLTWWE . Kl 2D
SingletonZ ZAMICDATHETT. CNICI>HWODPDOBH DI T,

e I—RDYUTL MY T4—ILRETBEHVEEA.

e YUTLKMIIIDTE2Y b\DETHEIHVETEA.

e YUTLKMUEUNy UM XU bDELTTHIIHVELA. [J "Proxy Component” & [T
5HLDELTLEYT. TDOMDIF. "GameManager.Instance.SomeGlobalMethod" & f 91D
AVYy REDIETT,

CENTHAHLSIC. 57X &L TScriptableObjectsZ L TINZE LE S E T H0H DE 303,
MonoBehaviour® 2 V% A L& WX F. TDTIF. ICScriptableObject® Y FXBLUT %
MonoBehavior& LT3 42T, CDELTNHWET.

e CNITEY FTHBIH. DuUnity7 LY FOEXSCZEDRTANT A EIT 45T ST
EMTELT,

o UnityP¥V U7 24—y 307X T 2EL0EET,

« YUTILKMUD) I FLUREITAIDODTL Y MNMINDTHIENTEITIEIITA4H
ZLTENIET.

o Unity1 N2 N, YUZILENUDAY Y REFT I ENTEX T,

« "SingletonClassName.Instance"Z L € I—RRXR—XDEIHLTHUT I EMNTEL T

« Update. Awake. Start. FixedUpdate. StartCoroutine’s & ®MonoBehaviour® X2/ b & *
Vy RICTOERTEES.

/************************************************************
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* Better Singleton by David Darias

* Use as you like - credit where due would be appreciated :D
* Licence: WIFPL V2, Dec 2014

* Tested on Unity v5.6.0 (should work on earlier versions)

* 03/02/2017 - v1.1

* **********************************************************/

using System;
using UnityEngine;
using SingletonScriptableObjectNamespace;

public class SingletonScriptableObject<T>
SingletonScriptableObjectNamespace.BehaviourScriptableObject where T
SingletonScriptableObjectNamespace.BehaviourScriptableObject
{
//Private reference to the scriptable object
private static T _instance;
private static bool _instantiated;
public static T Instance
{
get
{
if (_instantiated) return _instance;
var singletonName = typeof (T) .Name;
//Look for the singleton on the resources folder
var assets = Resources.LoadAll<T>("");
if (assets.Length > 1) Debug.LogError ("Found multiple " + singletonName + "s on
the resources folder. It is a Singleton ScriptableObject, there should only be one.");
if (assets.Length == 0)
{

_instance = CreatelInstance<T>();

Debug.LogError ("Could not find a " + singletonName + " on the resources
folder. It was created at runtime, therefore it will not be visible on the assets folder and
it will not persist.");

}
else _instance = assets[0];

_instantiated = true;

//Create a new game object to use as proxy for all the MonoBehaviour methods

var baseObject = new GameObject (singletonName) ;

//Deactivate it before adding the proxy component. This avoids the execution of
the Awake method when the the proxy component is added.

baseObject.SetActive (false);

//Add the proxy, set the instance as the parent and move to DontDestroyOnLoad
scene

SingletonScriptableObjectNamespace.BehaviourProxy proxy =
baseObject .AddComponent<SingletonScriptableObjectNamespace.BehaviourProxy> () ;

proxy.Parent = _instance;

Behaviour = proxy;

DontDestroyOnLoad (Behaviour.gameObject) ;

//Activate the proxy. This will trigger the MonoBehaviourAwake.

proxy.gameObject.SetActive (true) ;

return _instance;

}

//Use this reference to call MonoBehaviour specific methods (for example StartCoroutine)

protected static MonoBehaviour Behaviour;

public static void BuildSingletonInstance () {
SingletonScriptableObjectNamespace.BehaviourScriptableObject i = Instance; }

private void OnDestroy () { _instantiated = false; }
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// Helper classes for the SingletonScriptableObject

namespace SingletonScriptableObjectNamespace

{

#if UNITY_EDITOR
//Empty custom editor to have cleaner UI on the editor.

using UnityEditor;

[CustomEditor (typeof (BehaviourProxy)) ]

public class BehaviourProxyEditor : Editor

{

public override void OnInspectorGUI () {}

#endif

public class BehaviourProxy : MonoBehaviour

{

public IBehaviour Parent;

public
public
public
public

void Awake () { if (Parent != null) Parent.MonoBehaviourAwake () ;
void Start () { if (Parent != null) Parent.Start (); }

void Update() { if (Parent !'= null) Parent.Update(); }

void FixedUpdate () { if (Parent != null) Parent.FixedUpdate();

public interface IBehaviour

{

void MonoBehaviourAwake () ;
void Start ();
void Update () ;
void FixedUpdate () ;

public class BehaviourScriptableObject : ScriptableObject, IBehaviour

{
public
public
public
public
public
public

—

void Awake ()

virtual
virtual
virtual
virtual
virtual

{ ScriptableObjectAwake(); }

void ScriptableObjectAwake () { }
void MonoBehaviourAwake () { }
void Start () { }

void Update() { }

void FixedUpdate () { }

}

}

T LT ADT T b DB BSingletonScriptableObject® > /=GameManagery ~ 7L b
VO ZZDOHVE T

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

//this attribute is optional but recommended.

the asset menu.

//the singleton asset should be on the Resources folder.

[CreateAssetMenu (fileName =

public class GameManager

"GameManager", menuName = "Game Manager",
SingletonScriptableObject<GameManager> {

//any properties as usual

public int

Lives;

order

It will allow the creation of the singleton via

0)1
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public int Points;

//optional (but recommended)

//this method will run before the first scene is loaded. Initializing the singleton here
//will allow it to be ready before any other GameObjects on every scene and will

//will prevent the "initialization on first usage".

[RuntimeInitializeOnLoadMethod (RuntimeInitializeLoadType.BeforeSceneload) ]

public static void BeforeScenelLoad() { BuildSingletonInstance(); }

//optional,

//will run when the Singleton Scriptable Object is first created on the assets.

//Usually this happens on edit mode, not runtime. (the override keyword is mandatory for
this to work)

public override void ScriptableObjectAwake () {

Debug.Log (GetType () .Name + " created." );
}
//optional,
//will run when the associated MonoBehavioir awakes. (the override keyword is mandatory

for this to work)
public override void MonoBehaviourAwake () {
Debug.Log (GetType () .Name + " behaviour awake." );

//A coroutine example:

//Singleton Objects do not have coroutines.

//1if you need to use coroutines use the atached MonoBehaviour
Behaviour.StartCoroutine (SimpleCoroutine());

//any methods as usual
private IEnumerator SimpleCoroutine () {
while (true) {
Debug.Log (GetType () .Name + " coroutine step." );
yield return new WaitForSeconds (3);

//optional,
//Classic runtime Update method (the override keyword is mandatory for this to work).
public override void Update () {

//optional,

//Classic runtime FixedUpdate method (the override keyword is mandatory for this to work).

public override void FixedUpdate () {

/*
* Notes:
* - Remember that you have to create the singleton asset on edit mode before using it. You

have to put it on the Resources folder and of course it should be only one.
* — Like other Unity Singleton this one is accessible anywhere in your code using the
"Instance" property i.e: GameManager.Instance

*/

& 224 U TUnityDY v 7L b =T hitps://riptutorial.com/ja/unity3d/topic/2137/unity® ¥ > &

Lk
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ﬂector?;
X

vector3ld8DZE L. unityengine 74 77U DINYIR—2UDIDTT . vectorsld. FEAEDT
— LA TILY MDrranstorn I VIR—R VM THIZEN. PRT—LETHHICINET.

vectorsld. DRI ML EFT HIODNIcE LE T vecios APIDveciozlc DT LA I EDS
TEET,

* public Vector3;

* public Vector3float x. float y;

* public Vector3x. y. zo

» Vector3.LerpVector3 startPosition. Vector3 targetPosition. float movementFraction;

» Vector3.LerpUnclampedVector3 startPosition. Vector3 targetPosition. float
movementFraction;

» Vector3.MoveTowardsVector3 startPosition. Vector3 targetPosition. -

Examples

vector3lZIF3. KA NBvectorsET BN DHONEINTWE T, FEAENELTHITH.
53 5-0ICICTEL T,

BXWU
Vector3.one

Vector3.zerot\/ectori%.one(;\ éhf: Vector3(: L/_Cé hi §—o Di U ~ Vector3 x ~ yUz@bs‘:—
G)CJ: :j (:1®%é E’a—%b\\ Vector3.zero~ t) (’\% lJVector3.one% L/E ‘g_o

Vector3. zero

VectorB.zero‘g\ j_je‘\/lg |\G)7__°77-‘-)|/ ho)%-d_éj—:&)(:ck < E'fhi -d_o

ODO 51_@‘5‘:\ VectorB.zerotVectorB.onet& Lf%éﬁfét’-i g—o

using UnityEngine;

public class Inflater : MonoBehaviour

{

<summary>A sphere set up to inflate and deflate between two values.</summary>

public ScaleBetween sphere;

///<summary>On start, set the sphere GameObject up to inflate
/// and deflate to the corresponding values.</summary>
void Start ()

{
// Vector3.zero = Vector3(0, 0, 0); Vector3.one = Vector3(1l, 1, 1);
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sphere.SetScale (Vector3.zero, Vector3.one);

AN

Bl 3DDITRTOBLLIC /& SCDIIHBENTTHDS. UnityldICT 28T 252EICT S
ZEWTT,
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using UnityEngine;

public class StaticMover : MonoBehaviour

{
<summary>GameObjects set up to move back and forth between two directions.</summary>
public MoveBetween xMovement, yMovement, zMovement;

///<summary>On start, set each MoveBetween GameObject up to move

/// in the corresponding direction(s) .</summary>

void Start ()

{
// Vector3.left = Vector3(-1, 0, 0); Vector3.right = Vector3(1l, 0, 0);
xMovement . SetDirections (Vector3.left, Vector3.right);

// Vector3.down = Vector3(0, -1, 0); Vector3.up = Vector3(0, 0, 1);
yMovement .SetDirections (Vector3.down, Vector3.up);

// Vector3.back = Vector3(0, 0, -1); Vector3.forward = Vector3(0, 0, 1);
zMovement .SetDirections (Vector3.back, Vector3.forward);
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new Vector3 () 0. 0. OQ%OVector3i~’:" L/i 9.

ZDNIZxE & Dvectors® LET . LF0ICENE T

o

new Vector3 (float x, float y)

new Vector3 (float x, float y, float .
0 ENnfox .

v~ z%jVector3% in 3—0

i 27T D

ih'( by é\ 557:('7—: '3:0)-5_ éb\*% éj:—_:% 5&(:?éb\:€) Lh\/ector2$ 7: (;Vector4Ck 57:(.Vector3
o SIS BEIFBICTIENTEX FTvectoraE aldvectorallvectorslCENEAS VX T VR
ﬂ-f(:\ ° -d_ét\ VectorZIJXtyff(j%bx Vector47 3Z‘§%®W%L$§_o

DRV ThTebl ENTEET.

voilid VectorConversionTest ()
{
Vector2 vector?2 new Vector2 (50, 100);

new Vector4 (50, 100, 200, 400);

Vector4 vectord

Vector3 fromVector2 = vector2;
Vector3 fromVectord4 = vector4;
Debug.Log ("Vector2 conversion: " + fromVector?2);
Debug.Log ("Vector4 conversion: " + fromVectord);

“Dconsole  |Sprsgect

Collapse Clear on Play | Errer Pause

0 VectorZ conversion: (50.0, 100.0, 0.0)
UnityEngine .Debug:Log(Object)

@ Vectord conversion: (50.0, 100.0, 200.0)
“ UnityEngine.Debug:Log(Object)

=935

Vector3lZIE . vectoms=FT HEEILENEINTHIT.

Lerp k LerpUnclamped
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using UnityEngine;

public class Lerping : MonoBehaviour

{

/// <summary>The red box will use Lerp to move. We will link
/// this object in via the inspector.</summary>

public GameObject lerpObject;

/// <summary>The starting position for our red box.</summary>
public Vector3 lerpStart = new Vector3(0, 0, 0);

/// <summary>The end position for our red box.</summary>
public Vector3 lerpTarget = new Vector3(5, 0, 0);

/// <summary>The blue box will use LerpUnclamped to move. We will
/// link this object in via the inspector.</summary>

public GameObject lerpUnclampedObject;

/// <summary>The starting position for our blue box.</summary>
public Vector3 lerpUnclampedStart = new Vector3(0, 3, 0);

/// <summary>The end position for our blue box.</summary>

public Vector3 lerpUnclampedTarget = new Vector3(5, 3, 0);

/// <summary>The current fraction to increment our lerp functions by.</summary>
public float lerpFraction = 0;

private void Update ()

{
// First, I increment the lerp fraction.
// delaTime * 0.25 should give me a value of +1 every second.
lerpFraction += (Time.deltaTime * 0.25f);

// Next, we apply the new lerp values to the target transform position.
lerpObject.transform.position

= Vector3.Lerp(lerpStart, lerpTarget, lerpFraction);
lerpUnclampedObject.transform.position

= Vector3.LerpUnclamped (lerpUnclampedStart, lerpUnclampedTarget, lerpFraction);
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MoveTowards

MoveTowards|dLerp KK L TWE T, T7DW I 2DDKRA U bDODOTIREL . §5DET S5
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Leernclampedt(:-\ 9_/7:“/ |\Vector3b\6<—§¢b\6c&: 5(:0)%?6:. tb\‘?%i g—o Cdbot 57:1'\
5—Ty |\Vector3% LTLlLEOhwWDT. =3TT. DL S, =Ty |\Vector3% I_J ELTS
Z tb\‘?%i g—o Vector3b§\/ector3(: L/_C L:i& L/—CL‘6Vector3 N G)%(;G)ct 5(:?6(33:?3—0

DY) T ME. moverowaras® LT RL—X & LTCHFTVIIMDODITL—T&#DIZLET.

using UnityEngine;

public class MoveTowardsExample : MonoBehaviour

{
/// <summary>The red cube will move up, the blue cube will move down,
/// the green cube will move left and the yellow cube will move right.
/// These objects will be linked via the inspector.</summary>
public GameObject upCube, downCube, leftCube, rightCube;
/// <summary>The cubes should move at 1 unit per second.</summary>
float speed = 1f;

void Update ()

{
// We determine our distance by applying a deltaTime scale to our speed.
float distance = speed * Time.deltaTime;

// The up cube will move upwards, until it reaches the
//position of (Vector3.up * 2), or (0, 2, 0).
upCube.transform.position
= Vector3.MoveTowards (upCube.transform.position, (Vector3.up * 2f), distance);

// The down cube will move downwards, as it enforces a negative distance..
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downCube.transform.position
= Vector3.MoveTowards (downCube.transform.position, Vector3.up * 2f, -distance);

// The right cube will move to the right, indefinetly, as it is constantly updating

// 1ts target position with a direction based off the current position.

rightCube.transform.position = Vector3.MoveTowards (rightCube.transform.position,
rightCube.transform.position + Vector3.right, distance);

// The left cube does not need to account for updating its target position,
// as it is moving away from the target position, and will never reach it.
leftCube.transform.position

= Vector3.MoveTowards (leftCube.transform.position, Vector3.right, -distance);

SmoothDamp

SmoothDamp‘;t A A_‘\) \J0*%MoveTowardsfiMoveTowards t 2_ T ( j—f E"S by, 0)(:. ck %) t N _ @'i NN
—ZXRAIAZTFA—ESHICHICENET.

ZBCkUg_/j:“/ |\0>Vector3(:-\/'ector3t\ ’\‘D ‘\/7__’( %?Vector:%t\ %?é@(:&%&%@%g—
Float DT BB NET. DEIIED. 2IFICA VT )A U REINBEREELTET S, CnEH
ETHIEMTT. 2LTHBILDETSE. BELLEWCESEDHNE T,

BICZAT. TV MNDES 100t E . TTVITI MADDsnoothpanplLDX Y Y TEF 104t
595 EHTEIT. CNoDETSIEHVIEA. TI2FLMTIRIZE . [ Tine. deltaTine
EENrime.deltatine o & DICH Z EIT. MonoBehaviour.update P TA TV TV N EILEUT
. DOXNYYTETHIEIHVEIEA .

using UnityEngine;
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public class SmoothDampMovement : MonoBehaviour

{
/// <summary>The red cube will imitate the default SmoothDamp function.
/// The blue cube will move faster by manipulating the "time gap", while
/// the green cube will have an enforced maximum speed. Note that these
/// objects have been linked via the inspector.</summary>
public GameObject smoothObject, fastSmoothObject, cappedSmoothObject;

/// <summary>We must instantiate the velocities, externally, so they may
/// be manipulated from within the function. Note that by making these

/// vectors public, they will be automatically instantiated as Vector3.Zero
/// through the inspector. This also allows us to view the velocities,

/// from the inspector, to observe how they change.</summary>

public Vector3 regularVelocity, fastVelocity, cappedVelocity;

/// <summary>Each object should move 10 units along the X-axis.</summary>
Vector3 regularTarget = new Vector3(10f, O0f);
Vector3 fastTarget = new Vector3(10f, 1.5f);
Vector3 cappedTarget = new Vector3(10f, 3f);

/// <summary>We will give a target time of 5 seconds.</summary>
float targetTime = 5f;

void Update ()
{
// The default SmoothDamp function will give us a general smooth movement.
smoothObject.transform.position = Vector3.SmoothDamp (smoothObject.transform.position,
regularTarget, ref regularVelocity, targetTime);

// Note that a "maxSpeed" outside of reasonable limitations should not have any

// effect, while providing a "deltaTime" of 0 tells the function that no time has

// passed since the last SmoothDamp call, resulting in no movement, the second time.

smoothObject.transform.position = Vector3.SmoothDamp (smoothObject.transform.position,
regularTarget, ref regularVelocity, targetTime, 10f, 0f);

// Note that "deltaTime" defaults to Time.deltaTime due to an assumption that this

// function will be called once per update function. We can call the function

// multiple times during an update function, but the function will assume that enough

// time has passed to continue the same approximate movement. As a result,

// this object should reach the target, quicker.

fastSmoothObject.transform.position = Vector3.SmoothDamp (
fastSmoothObject.transform.position, fastTarget, ref fastVelocity, targetTime);

fastSmoothObject.transform.position = Vector3.SmoothDamp (
fastSmoothObject.transform.position, fastTarget, ref fastVelocity, targetTime);

// Lastly, note that a "maxSpeed" becomes irrelevant, if the object does not
// realistically reach such speeds. Linear speed can be determined as
// (Distance / Time), but given the simple fact that we start and end slow, we can
// infer that speed will actually be higher, during the middle. As such, we can
// infer that a value of (Distance / Time) or (10/5) will affect the
// function. We will half the "maxSpeed", again, to make it more noticeable.
cappedSmoothObject.transform.position = Vector3.SmoothDamp (
cappedSmoothObject.transform.position,
cappedTarget, ref cappedVelocity, targetTime, 1f);
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* [Menultemstring itemName]

* [Menultemstring itemName. bool isValidateFunction]

* [Menultemstring itemName-. bool isValidateFunction. int priority]
* [ContextMenu]

* [ContextMenultem. ]

« [DrawGizmoX XE% 1 7X X ]

« [DrawGizmoGizmoTypeX X E. % 4 TdrawnGizmoType]

NG Aty —

_

MenuCommand/d. Menultem®@® IV TXX b & T H/-0ICEN
F9.

MenuCommand

MenuCommand.context AZa—aIXURDERBFTVTH b

MenuCommand.userData 7 X5 L&A Za1—(CF/2HDint

Examples
f7 N VAN ﬂ);/ AT Y

DRI LA IZRDITETHE A VIR ITRY )TN 23 52T d. (C&oTlE. A
2 LTONT4 RAD—TIITELROWDEA ARG HI—TR )T MNITHIEHTETT

(. AR LA VAR E L TCE DG ETEBHRILFTVIV MDD E LT,

using UnityEngine;
#if UNITY_EDITOR
using UnityEditor;
#endif

public class InspectorExample : MonoBehaviour ({

public int Level;
public float BaseDamage;

public float DamageBonus {
get {
return Level / 100f * 50;
}
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public float ActualDamage {

get {
return BaseDamage + DamageBonus;

#if UNITY_EDITOR
[CustomEditor ( typeof ( InspectorExample ) )]
public class CustomInspector : Editor {

public override void OnInspectorGUI () {
base.OnInspectorGUI () ;

var ie = (InspectorExample)target;

ie.DamageBonus.ToString () );

EditorGUILayout.LabelField( "Damage Bonus",
ie.ActualDamage.ToString () );

EditorGUILayout.LabelField( "Actual Damage",

}
#endif

FF. WD ITA—ILRTHZRYLELE T

public class InspectorExample : MonoBehaviour {

public int Level;
public float BaseDamage;

(A UZARIZ ]I HAL U RITRIVTRELTWSBERR. ODTA—IL RMICHRY LA IR
RoF7ELTEINET.

public float DamageBonus {

get {
return Level / 100f * 50;

public float ActualDamage {

get {
return BaseDamage + DamageBonus;

INHOTANT A RUnitylCE2TILENERA. 1 VARSI HEC1—TINODTANT 4 &
FT5ICE. DRI LA IR ETHEHNE T .

FTF. COEDENRAT LA VAR ETHENHNE T

[CustomEditor ( typeof ( InspectorExample ) )]
public class CustomInspector : Editor {

NRZ LA IZRTFIIT4IMB L. CustomEditorg&E LET. DNTHA—FIF. CDHZX
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DL AR ESTHEF T NDIA TTT.,

(2. OnlnspectorGUI* VY RTE. TDAYV Y RId. T VT INA VARG Z T4 RIS
nas-cicgEngE 9.

public override void OnInspectorGUI () {
base.OnInspectorGUI () ;
}

base.OnlnspectorGUIEZFL T+ UnitySX 2 U T hDDT7 4 —IL RETESHLSICLET. 125
MINEXDLVELIT. cE5TH>EF LEITNIELOEOTLL .

. B/ AR S LTANTATY

var ie = (InspectorExample)target;

EditorGUILayout.LabelField( "Damage Bonus", ie.DamageBonus.ToString() );
EditorGUILayout.LabelField( "Actual Damage", ie.ActualDamage.ToString() );

ARILICXNY I NENLY—T Y N edT 55 508H0VTTHY—T Y NMIZTo 7B LIzD
NTT.

(. 7ANT428d55TEIT. D 2#LTITSIEMTELODT. 22O TIRLEHNIS
TY.

¥ Inspector Example (Script)

Level 55

Base Damage 160

¥ Inspector Example (Script)

AT INTaNT 4 Ra

CE>TIR. T—HECHIILFTVZO b DE TH. MonoBehaviour> LEBA.
NSOFTYUITHT NEMonoBehaviour? XD 74 —ILRELTTSE. TV MDIZDH
A LTANT—RAD—%2LE0YD . Kl3HVI A,

2. MonoBehaviourlCENI-H R I LA TV NDEE. IZRILF TV NDODHIRT LT
ANT4 REBD—TT.

public enum Gender {
Male,
Female,
Other
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// Needs the Serializable attribute otherwise the CustomPropertyDrawer wont be used
[Serializable]
public class UserInfo {

public string Name;

public int Age;

public Gender Gender;

// The class that you can attach to a GameObject
public class PropertyDrawerExample : MonoBehaviour ({
public UserInfo UInfo;

[CustomPropertyDrawer ( typeof ( UserInfo ) )]
public class UserInfoDrawer : PropertyDrawer ({
public override float GetPropertyHeight ( SerializedProperty property, GUIContent label ) {
// The 6 comes from extra spacing between the fields (2px each)
return EditorGUIUtility.singlelLineHeight * 4 + 6;
public override void OnGUI ( Rect position, SerializedProperty property, GUIContent label )

EditorGUI.BeginProperty( position, label, property );

EditorGUI.LabelField( position, label );

var nameRect = new Rect( position.x, position.y + 18, position.width, 16 );
var ageRect = new Rect ( position.x, position.y + 36, position.width, 16 );
var genderRect = new Rect ( position.x, position.y + 54, position.width, 16 );

EditorGUI.indentLevel++;

EditorGUI.PropertyField( nameRect, property.FindPropertyRelative( "Name" ) );
EditorGUI.PropertyField( ageRect, property.FindPropertyRelative( "Age" ) );
EditorGUI.PropertyField( genderRect, property.FindPropertyRelative( "Gender" ) );

EditorGUI.indentLevel-—;

EditorGUI.EndProperty () ;

9. INTOEDARYLATVIV M LEY. A—F—%F DL TXTT. CDU X
(3 PropertyDrawerExample?Z 2 X TZ . GameObjectiC TEX 7.

public enum Gender {
Male,
Female,
Other

[Serializable]

public class UserInfo {
public string Name;
public int Age;
public Gender Gender;
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}

public class PropertyDrawerExample : MonoBehaviour ({
public UserInfo UInfo;
}

H 25 LY 2223 SerializableST . € S T lFhlECustomPropertyDrawerld &
nItA

(& CustomPropertyDrawer T3

9. PropertyDrawer®o LicZ S X & 5% VX 3. U 5 ZICIE. CustomPropertyDrawer
TT. INENIA—H5—I3. CORBD—(LTBF TV MDI A TTT,

[CustomPropertyDrawer ( typeof ( UserInfo ) )]
public class UserInfoDrawer : PropertyDrawer ({

[Z. GetPropertyHeight® 3 —/X\—24 RLE3F. ChICLD. TANTADHR T LE 2T ST
EMTEET. D LEDILRINL. L D4DOBEH B EDOBDET. Do,
EditorGUIUtility.singleLineHeight * 4% L T. 74— RIC2E2 LD =TI DT. DeEv €
LELET.

public override float GetPropertyHeight ( SerializedProperty property, GUIContent label ) {
return EditorGUIUtility.singlelLineHeight * 4 + 6;
}

[FDOnGUIA Vv RTF. «I3].]EditorGUI.BeginProperty CZNzH % &
EditorGUI.EndProperty CE L& d. COTANTA BWTLNTOTHS. DTLNTH—"—7
A4 RBEYYIIE. ThoD2DD Y Y RODINTIZLTTSLSIC. ThEnE T,

public override void OnGUI ( Rect position, SerializedProperty property, GUIContent label ) {
EditorGUI.BeginProperty( position, label, property );

Z0D. T4—ILRODELINILEL. J4—LROELT T,

EditorGUI.LabelField( position, label );

var nameRect = new Rect( position.x, position.y + 18, position.width, 16 );
var ageRect = new Rect ( position.x, position.y + 36, position.width, 16 );
var genderRect = new Rect ( position.x, position.y + 54, position.width, 16 );

FRNTOTA—L RIF16+ 2802 LDES. Ei316TT ZNIF
EditorGUIUtility.singleLineHeight & LT

. 1257 TTuldA4 T ML, LW A4 7o h&EL. JENTAEL. GUIEA VTV ML
£\ T. EditorGUI.EndPropertyC L& ¢ -

EditorGUI.indentLevel++;
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EditorGUI.PropertyField( nameRect, property.FindPropertyRelative( "Name" ) );
EditorGUI.PropertyField( ageRect, property.FindPropertyRelative( "Age" ) );
EditorGUI.PropertyField( genderRect, property.FindPropertyRelative( "Gender" ) );

EditorGUI.indentLevel-—;

EditorGUI.EndProperty();

74— RDIZIZ. D& & T SEditorGUI.PropertyField& . 7 A/NXT « =3 % SerializedProperty
#LE 9. OnGUITEN/=T B/XT « TFindPropertyRelative "..." 5} 3 C & ICX > TTANT «

H#LFET. chnbldEEL. OTANTa RIS ENW I LTLREEN,

ZMTI3. property.FindPropertyRelative "..."» oD D& L THWEEA. BULECIC

. CNODIIRETIAR—~P DI 4—ILRICTHEDHDET T

Property Drawer Example (Script)

Property Drawer Example (Script)

Thundernerd
24

Male

AZa—3. ARILTFOYVAVEITAFICTHBNETT. Aa—N\—[CAZa—=w L1
CDIAVR—XURNDOIAVTEXINED )Yy O LED. ROV)TRODT74—ILREIVUTXR B

oYy o LlEngTslesbTELT,
. A-Za—%9F5DTT.

public class MenultemsExample : MonoBehaviour ({

[Menultem( "Example/DoSomething $#&d" )]
private static void DoSomething() {
// Execute some code

[Menultem( "Example/DoAnotherThing", true )]
private static bool DoAnotherThingValidator () {
return Selection.gameObjects.Length > 0;

[Menultem( "Example/DoAnotherThing _PGUP", false )]
private static void DoAnotherThing() {
// Execute some code

[Menultem( "Example/DoOne %a", false, 1 )]
private static void DoOne () {
// Execute some code

https://riptutorial.com/ja/home


http://i.stack.imgur.com/oYOsI.png
http://i.stack.imgur.com/RtWT5.png

[Menultem( "Example/DoTwo #b", false, 2 )]
private static void DoTwo () {
// Execute some code

[Menultem( "Example/DoFurther &c", false, 13 )]
private static void DoFurther () {
// Execute some code

[MenulItem( "CONTEXT/Camera/DoCameraThing" )]
private static void DoCameraThing( MenuCommand cmd ) {
// Execute some code

[ContextMenu ( "ContextSomething" )]
private void ContentSomething () {
// Execute some code

[ContextMenultem( "Reset", "ResetDate" )]
[ContextMenultem( "Set to Now", "SetDateToNow" )]
public string Date = "";

public void ResetDate () {

Date = "";

public void SetDateToNow () {
Date = DateTime.Now.ToString() ;

FNIZnESICZ 5

Example Window Help

DoOne Ctrl+4
DoTwo Shift+B
DoFurther Alt+C
DoSomething Ctrl+Shift+Alt+D
DeoAnctherThing Pglp

BAZa—%5THILLD. ILTELDC. AZa—DH A4 MLELTE T MenultemEDET %58
PNFET., I/ETHET. LRILDIAZa—5L T EmTEE T,

[Menultem( "Example/DoSomething %$#&d" )]
private static void DoSomething() {
// Execute some code

MYy TLARIICAZa—TFATLELIERTEIRBA. BRI Za—IIHTHA
“a—XHBEDHVET
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HR—hEINTHWBOWDODODEX—DH VI T

o L. -X—
e F1..F12-7 720 ¥v¥3vux—
« HOME. END. PGUP. PGDN - 77 —Y¥ 3 Xx—

VI—RAYRX—F. DTXINEIR—ITHEBHVET

. NYF—H—AZa—7F, NYF—H—AZa2—Tl3. Bl nNThixhEEIHAZa—
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[MenulItem( "Example/DoAnotherThing", true )]
private static bool DoAnotherThingValidator () {
return Selection.gameObjects.Length > 0;

}

[MenulItem( "Example/DoAnotherThing _PGUP", false )]
private static void DoAnotherThing () {
// Execute some code

}

W) TF—H—A,AZa—%ZE 521, Menultem& LY I—RM Y b X—3HDIBADT. 2D
DETHENHVET. FNoDnid. T—ILNNSFrA—45EFLICE>T. NUF—HELTR
—0 352 ETYT.

Tl 5L TAZa—0ETSHIEDHTELT. . 30ONTA—HELTTFICE>TEINET.
UZRDODBENWEFEE VR MOBELEDET., 20DAZa2a—DICENL—F 5T B, A
—a—0DIC10H B EELE T,

[Menultem( "Example/DoOne %a", false, 1 )]
private static void DoOne () {
// Execute some code

}

[Menultem( "Example/DoTwo #b", false, 2 )]
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private static void DoTwo () {
// Execute some code

}

[Menultem( "Example/DoFurther &c", false, 13 )]
private static void DoFurther () {
// Execute some code

}

(FEni-EDhhhisbEnNt-AZa— Y2 MH 5. Oz nant e,

. PAVUKR—R VMDA VTFEXR M AZ2A—ICAZa2—%LEd. CONTEXTET 5T
Menultem® % L. [CMenuCommand/XZ7*—5 0I5 H VX .

DAZRy M. AAZTIVR—FX U MIIVUTEXZI MNP Za—% 1% T,

[MenulItem( "CONTEXT/Camera/DoCameraThing" )]
private static void DoCameraThing( MenuCommand cmd ) {
// Execute some code

}
FNIZnESICZ 5

¥ Camera
Clear Flags Reset

Background

} Remove Component
Culling Mask

Move Up
Projection
Field of View
Clipping Planes

Mawve Diown
Copy Component

Paste Component As Mew

Viewport Rect Paste Component Values

DoCameraThing
Depth

Rendering Path Use Player Settings
MNone (Render Texture)
e

Target Display Display 1

MenuCommand/N\Z7*—% %9 5L, JUR—RUMDE. FhEEBIZENEIRTOHOI—
—T—Y T OeRTELT.

F/-. ContextMenuZE L T. DI VUR—R U MNITIVUTFXI M Za—5KF 5 ¢EHTELT,
ZDIF. Tzl Ay ROTEITNIEIEVIERA.

[ContextMenu ( "ContextSomething" )]
private void ContentSomething () {
// Execute some code

}
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Reset

Date

Remowve Component
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Copy Component
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Paste Component Values
Edit Script
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IVTFXAMIAZa—Fd. AUKR—RU MDD T 4—ILRICTHIEDHTETT. oD IAZ
1—(3. ENONTSHEI VTR Ny O TBHBEEIN. FEOTLEAY Y RETEXT.
DEDICLT. ILFTEDIC. ZIETI7FILbEIZDETHENTET T,

[ContextMenultem( "Reset", "ResetDate" )]
[ContextMenultem( "Set to Now", "SetDateToNow" )]
public string Date = "";

public void ResetDate () {

Date = "";

}

public void SetDateToNow () {
Date = DateTime.Now.ToString() ;
}

ZFNn3ZnLSICZ %
Menu Items Example (Script)

Set to Mow

Reset imponent

X XE

XXX, Vy—oEa2—TETHHOIENET. ChoDELT. T—LFTVIT I MIT S
DZzIF. 6 >FfFEZEmTEE T,

. CNESD2DDTT

1

ZDTIE. OnDrawGizmos* Vv R &OnDrawGizmosSelected magic* /v R L TWH&E T
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public class GizmoExample : MonoBehaviour ({

public float GetDetectionRadius () {
return 12.5f;

public float GetFOV () {
return 25f;

public float GetMaxRange () {
return 6.5f;

public float GetMinRange () {
return 0;

public float GetAspect () {
return 2.5f;

public void OnDrawGizmos () {
var gizmoMatrix = Gizmos.matrix;
var gizmoColor = Gizmos.color;

Gizmos.matrix = Matrix4x4.TRS( transform.position, transform.rotation,
transform.lossyScale );

Gizmos.color = Color.red;

Gizmos.DrawFrustum( Vector3.zero, GetFOV (), GetMaxRange (), GetMinRange (), GetAspect ()

Gizmos.matrix = gizmoMatrix;

Gizmos.color = gizmoColor;

public void OnDrawGizmosSelected() {
Handles.DrawWireDisc ( transform.position, Vector3.up, GetDetectionRadius() );

CDTII. TV MST O T4 Tk &EIZ{OnDrawGizmosE . 77V T MISTENTH
% & Z0OnDrawGizmosSelectedP22oNP% LTX X E& LT T

public void OnDrawGizmos () {
var gizmoMatrix = Gizmos.matrix;
var gizmoColor = Gizmos.color;

Gizmos.matrix = Matrix4x4.TRS( transform.position, transform.rotation,
transform.lossyScale );
Gizmos.color = Color.red;

Gizmos.DrawFrustum( Vector3.zero, GetFOV (), GetMaxRange (), GetMinRange (), GetAspect() );
Gizmos.matrix = gizmoMatrix;
Gizmos.color = gizmoColor;

L. XXTEELET. CHIZTETHYD. ODXITEBICEZEWELSICTHLHICIC LIS
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T9Y.

CATIIO MIHBRELVD. GizmosDZE. . RT—LILLETT 6055 %. «I3&E /.
GizmosPZ&ICLT. #LE Lfc. IMDT SHE . Gizmos.DrawFrustumZ L TY—E 2 —I(C
s9s e T,

LichwbozrLicn. XXEDEEVEY FLET.

public void OnDrawGizmosSelected() {

Handles.DrawWireDisc ( transform.position, Vector3.up, GetDetectionRadius() );
E/=. GameObjectz T HEEIZZ &/, Gizmos? ZRICIETA XTI DAYy RIS fodh.
ChidHandles? X &L ThNE ¢,

CODXITETHE. DS NE T,

2

ZDTIF. DrawGizmoZE LTWX F.

public class GizmoDrawerExample {

[DrawGizmo ( GizmoType.Selected | GizmoType.NonSelected, typeof ( GizmoExample ) )]

public static void DrawGizmo ( GizmoExample obj, GizmoType type ) {
var gizmoMatrix = Gizmos.matrix;
var gizmoColor = Gizmos.color;

Gizmos.matrix = Matrix4x4.TRS( obj.transform.position, obj.transform.rotation,
obj.transform.lossyScale );

Gizmos.color = Color.red;

Gizmos.DrawFrustum( Vector3.zero, obj.GetFOV (), obj.GetMaxRange (), obj.GetMinRange(),
obj.GetAspect () );

Gizmos.matrix = gizmoMatrix;
Gizmos.color = gizmoColor;
if ( ( type & GizmoType.Selected ) == GizmoType.Selected ) {

Handles.DrawWireDisc( obj.transform.position, Vector3.up, obj.GetDetectionRadius ()

DT 2P VTIEBXITFULET S ENTETT. Dl 2002 EENT. DEL
I—R&ELIXT.

[DrawGizmo ( GizmoType.Selected | GizmoType.NonSelected, typeof ( GizmoExample ) )]
public static void DrawGizmo ( GizmoExample obj, GizmoType type ) {

D/NZ A —5—& L TEnum GizmoType® & 1. 200/X5 A —5—& L TType% & %DrawGizmo
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if ( ( type & GizmoType.Selected ) == GizmoType.Selected ) {
Handles.DrawWireDisc( obj.transform.position, Vector3.up, obj.GetDetectionRadius() );

}

H51>20OWE. FTYTH |\@GizmoTypebf_C‘&%37.7\’5"\*%37:&3(;\ BTINoDA—5¢E54 T %
ANDTFIVITHMHSH_ETY.
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using UnityEngine;
using UnityEditor;
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public class CustomWindow : EditorWindow
{
// Add menu named "Custom Window" to the Window menu
[MenulItem ("Window/Custom Window") ]
static void Init ()
{
// Get existing open window or if none, make a new one:
CustomWindow window = (CustomWindow) EditorWindow.GetWindow (typeof (CustomWindow)) ;
window.Show () ;

}

void OnGUI ()

{
GUILayout.Label ("This is a custom Editor Window", EditorStyles.boldLabel);

}

3DDLERA U NIDEBYTT.,

1. EditorWindow& 3 5 & ENE W T EE 0

2. CDICFLSCitE LTLREE W, Editorwindow.GetWindowld . CustomWindow?*d T
[CENTHhahES>"ELTHWET., F5TEVIE. LWAURZUZINMENET. ChE
T5ENCDTAURTDAL URI VR EREOWESICT B ENTELT

3. LW Db SIlonGUIE 2 TIA VRIICET

BIIOELSCEVET.

CustormWindow

This is a custom Editor Window

FN T

HE5A. ZOEditorWindowZE LTW 27y heXzldlLicnveES>TLL S, 2.
Selection? 22 & LTT7 P74 i Selection®d 5. N7y NJTANTA &
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SerializedObject# & {fSerializedProperty C¥ $ & L& ¢

using System.Ling;
using UnityEngine;
using UnityEditor;

public class CustomWindow : EditorWindow

{
private AnimationClip _animationClip;
private SerializedObject _serializedClip;
private SerializedProperty _events;

private string _text = "Hello World";

// Add menu named "Custom Window" to the Window menu
[MenuItem ("Window/Custom Window") ]
static void Init ()
{
// Get existing open window or if none, make a new one:

CustomWindow window = (CustomWindow) EditorWindow.GetWindow (typeof (CustomWindow)) ;
window.Show () ;

void OnGUI ()
{
GUILayout.Label ("This is a custom Editor Window", EditorStyles.boldLabel);

// You can use EditorGUI, EditorGUILayout and GUILayout classes to display
anything you want

// A TextField example
_text = EditorGUILayout.TextField("Text Field", _text);

// Note that you can modify an asset or a gameobject using an EditorWindow. Here
is a quick example with an AnimationClip asset
// The _animationClip, _serializedClip and _events are set in OnSelectionChange ()

if (_animationClip == null || _serializedClip == null || _events == null) return;

// We can modify our serializedClip like we would do in a Custom Inspector. For
example we can grab its events and display their information

GUILayout.Label (_animationClip.name, EditorStyles.boldLabel);
for (var i = 0; i < _events.arraySize; i++)
{
EditorGUILayout.BeginVertical () ;
EditorGUILayout.LabelField(
"Event : " +
_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("functionName") .stringValue,
EditorStyles.boldLabel);
EditorGUILayout.PropertyField (_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("time"),
true,
GUILayout.ExpandWidth (true)) ;
EditorGUILayout.PropertyField (_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("functionName"),

true, GUILayout.ExpandWidth (true));

EditorGUILayout.PropertyField (_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("floatParameter"),
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true, GUILayout.ExpandWidth (true));

EditorGUILayout.PropertyField (_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("intParameter"),

true, GUILayout.ExpandWidth (true));

EditorGUILayout .PropertyField (
_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("objectReferenceParameter") true,
GUILayout.ExpandWidth (true)) ;

EditorGUILayout.Separator () ;
EditorGUILayout.EndVertical () ;

// Of course we need to Apply the modified properties. We don't our changes won't

be saved
_serializedClip.ApplyModifiedProperties();

/// This Message is triggered when the user selection in the editor changes. That's

when we should tell our Window to Repaint () if the user selected another AnimationClip

private void OnSelectionChange ()
{

_animationClip =
Selection.GetFiltered (typeof (AnimationClip),

SelectionMode.Assets) .FirstOrDefault () as AnimationClip;

if (_animationClip == null) return;

= new SerializedObject (_animationClip);

_serializedClip =
_events = _serializedClip.FindProperty ("m_Events");
Repaint () ;

FnEBVNTY.
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using UnityEngine;
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using System;
using UnityEditor;

public class CustomWindow : EditorWindow {
private enum Mode {
View = 0,
Paint = 1,
Erase = 2

private Mode CurrentMode = Mode.View;

[MenuItem ("Window/Custom Window") ]

static void Init () {
// Get existing open window or if none, make a new one:
CustomWindow window = (CustomWindow)EditorWindow.GetWindow (typeof (CustomWindow)) ;

window.Show () ;

void OnGUI () {
GUILayout.Label ("This is a custom Editor Window", EditorStyles.boldLabel);

volid OnEnable () {
SceneView.onSceneGUIDelegate = SceneViewGUI;
if (SceneView.lastActiveSceneView) SceneView.lastActiveSceneView.Repaint ();

void SceneViewGUI (SceneView sceneView) {
Handles.BeginGUI () ;
// We define the toolbars' rects here
var ToolBarRect = new Rect ((SceneView.lastActiveSceneView.camera.pixelRect.width / 6),
10, (SceneView.lastActiveSceneView.camera.pixelRect.width * 4 / 6) ,
SceneView.lastActiveSceneView.camera.pixelRect.height / 5);
GUILayout .BeginArea (ToolBarRect) ;
GUILayout.BeginHorizontal () ;
GUILayout.FlexibleSpace();
CurrentMode = (Mode) GUILayout.Toolbar (
(int) CurrentMode,
Enum.GetNames (typeof (Mode) ),
GUILayout.Height (ToolBarRect.height));
GUILayout.FlexibleSpace();
GUILayout.EndHorizontal () ;
GUILayout.EndArea () ;
Handles.EndGUI () ;

ZhNIZEK Y. Y—IL/Xs—DSSceneViewlcENEX
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using UnityEngine;

public class Audio : MonoBehaviour {
AudioSource audioSource;
AudioClip audioClip;

void Start () {
audioClip = (AudioClip)Resources.Load ("Audio/Soundtrack");
audioSource.clip = audioClip;
if (!'audioSource.isPlaying) audioSource.Play();

NI
X
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public class ObjectPool : MonoBehaviour

{
public GameObject prefab;

public int amount = 0;

public bool populateOnStart = true;

public bool growOverAmount = true;

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

void Start ()
{

if (populateOnStart && prefab != null && amount > 0)
{
for (int i = 0; i < amount; i++)
{
var instance = Instantiate (Prefab);

instance.SetActive (false);
pool.Add (instance) ;

public GameObject Instantiate (Vector3 position, Quaternion rotation)

{

foreach (var item in pool)

{

if (!item.activelInHierarchy)

{
item.transform.position = position;
item.transform.rotation = rotation;

item.SetActive( true );
return item;

if (growOverAmount)

{
var instance = (GameObject) Instantiate (prefab, position,
pool.Add (instance) ;

rotation);
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return instance;

}

return null;

}
(CEXE L&D

public GameObject prefab;

public int amount = 0;

public bool populateOnStart = true;
public bool growOverAmount = true;

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

¢ GameObject prefab HUI. FTVIT IV N T—ILBLWFTIVII RET—ILIZA URT IR
FT5-0ICT5TLNTTY.

e int amount _NUI. T—ILIINBIEMTESTA TLDTYT. OTATLEA IRT IR
Lizhvhs, ERT—IBIZICLTWS., T—ILODT7 A TLhEANXT.

* bool populateonstart Ic J—IL BT EMESHETEET. €595 ET. TLNTDA
U2 IURTT—ILD02ENICHESBEDT. OTrinstantiate ELT EEILII. OF TV
N

* bool growoveramount — NVEtruelldF S E. DICDY I I M MHofCT—LLE T, T
—LICNBETA TLOEICIZTESDIFITEIHVETADOT. CLTT—ILICLET.

e List<Gameobjects pool CHUIT—IL T 4 YRHZ VR ENI/ENIcTXTDF TVIT Y bbs
EN5TY.

_C“Et\ Start%f%’“i L/ct :)

void Start ()
{

if (populateOnStart && prefab != null && amount > 0)
{
for (int i1 = 0; 1 < amount; i++)
{
var instance = Instantiate (Prefab);

instance.SetActive (false);
pool.Add (instance) ;

}

TII.CVRMIZTEDEODDEF I VI L. preranBEN. DOL D EWER>ESTHIFNITIC
ERS)

hlE. LOWFTIVIINEALA TR L. FNOHET—ILIINSEEIL—TTT. INEDID
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public GameObject Instantiate (Vector3 position, Quaternion rotation)
{
foreach (var item in pool)
{
if (!item.activelInHierarchy)
{

item.transform.position position;

item.transform.rotation rotation;

item.SetActive (true);
return item;

}

if (growOverAmount)

{
var instance = (GameObject) Instantiate (prefab, position, rotation);
pool.Add (instance) ;
return instance;

}

return null;

}

Instantiate[; Unityo)lnstantiate@ct > (Ci_i -dfbs‘\ 7°|//\7°'§ ??(: 72X )L ) \“—t L T é n
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VIV IHBIE. E'5L. TOTATILLETES LEWE. TOT4TIZTHDENIZIC
INsHNE T,

20X TV TG T=NICT O T4 ThEDELL. TADDEZTTBICOHLET. BT S0
TTILNTODA IRIIZABEN. T—ILICENET. T—ILDETSEE. T—ILICEDOS
Ty hETETT.

3D [Ty TR, T=ULICTIT4ThdEd. T=ALDBTELZVIIOHLET. CNHES
&L VI I —3DGameObject®Z 1T VL T. ChidbTEhrhoicle® L.
NullReferenceExceptions 7& <\‘7C HICICT 6735& @ i ER

BRI TATLNT—ILICEHEDCTSICIE. —LFTIVIIRELTIIVITFERA . S
e T ehH oM. TFNOETIT A IJICTHIELTFIT. T—LELTTESLSICEDX
R

FT7 7 NT—IL

3. OF TV MIATOL UILERICTBF TV MV T—LDOTT. FTVITV hT—
LEFT BICIE. createPFuncE A 7YVI Y M & T BActionDSTT . T—ULDBDEEICHFTYTY
hEgddE. LOWATVITOMNEN, T—IWLICFT TV MMHEHEEICHATITT RINT—
LhbEInTaIn g,

FTV I N T—I

https://riptutorial.com/ja/lhome 82



public class ResourcePool<T> where T : class

{
private readonly List<T> objectPool = new List<T>();
private readonly Action<T> cleanUpAction;
private readonly Func<T> createAction;

public ResourcePool (Action<T> cleanUpAction, Func<T> createAction)

{
this.cleanUpAction = cleanUpAction;
this.createAction = createAction;

public void Return (T resource)
{

this.objectPool.Add (resource);

private void PurgeSingleResource ()
{
var resource = this.Rent();
this.cleanUpAction (resource) ;

public void TrimResourcesBy (int count)

{
count = Math.Min (count, this.objectPool.Count);
for (int i = 0; i < count; i++)

{

this.PurgeSingleResource () ;

public T Rent ()
{
int count = this.objectPool.Count;
if (count == 0)
{
Debug.Log ("Creating new object.");
return this.createAction();
}
else
{
Debug.Log ("Retrieving existing object.");
T resource = this.objectPool[count-1];
this.objectPool.RemoveAt (count-1);
return resource;

public class Test : MonoBehaviour
{

private ResourcePool<GameObject> objectPool;

[SerializeField]
private GameObject enemyPrefab;

void Start ()
{

this.objectPool = new ResourcePool<GameObject> (Destroy, ()

=>
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Instantiate (this.enemyPrefab) );

}

void Update ()
{

// To get existing object or create new from pool

var newEnemy = this.objectPool.Rent();

// To return object to pool

this.objectPool.Return (newEnemy) ;

// In this example the message 'Creating new object' should only be seen on the frame
call

// after that the same object in the pool will be returned.

DILHF T 7 NT—IL

D& D,

Weaponld. & %Bullets®F 7Y/ hTJ—LELTLET.

public class Weapon : MonoBehaviour ({

// The Bullet prefab that the Weapon will create
public Bullet bulletPrefab;

// This List is our object pool, which starts out empty
private List<Bullet> availableBullets = new List<Bullet>();

// The Transform that will act as the Bullet starting position
public Transform bulletInstantiationPoint;

// To spawn a new Bullet, this method either grabs an available Bullet from the pool,
// otherwise Instantiates a new Bullet
public Bullet CreateBullet () {

Bullet newBullet = null;

// If a Bullet is available in the pool, take the first one and make it active
if (availableBullets.Count > 0) {
newBullet = availableBullets[availableBullets.Count - 1];

// Remove the Bullet from the pool
availableBullets.RemoveAt (availableBullets.Count - 1);

// Set the Bullet's position and make its GameObject active
newBullet.transform.position = bulletInstantiationPoint.position;
newBullet.gameObject.SetActive (true);

}

// If no Bullets are available in the pool, Instantiate a new Bullet

else {
newBullet newObject = Instantiate (bulletPrefab, bulletInstantiationPoint.position,

Quaternion.identity);

// Set the Bullet's Weapon so we know which pool to return to later on
newBullet.weapon = this;

return newBullet;
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public class Bullet : MonoBehaviour ({
public Weapon weapon;

// When Bullet collides with something, rather than Destroying it, we return it to the
pool
public void ReturnToPool () {
// Add Bullet to the pool
weapon.availableBullets.Add (this);

// Disable the Bullet's GameObject so it's hidden from view
gameObject.SetActive (false);

FUT4UTHITVTY bT—Y T %L https:/iriptutorial.com/ja/unity3d/topic/2276/3 7Y T U
N T—Y v
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* Quaternion.LookRotationVector3 forward [« Vector3 up];
* Quaternion.AngleAxisfloat angle. Vector3 axisOfRotation;
« float angleBetween = Quaternion.Angle?Z #—% =4 V1. 7 #—% =% 2 2;

Examples
V=B X T A T—D

F4 5—I390. 180. 45. 30P&E S [ 1 TS. v +4—9_FUldF 45—, OELET
31TT. CDIF. TRDIDNN—VIAVEZSEENTEXT. V4—5_F3dFA4 5—¢
D. 3DET H/1-HICELIT.

RNFICEBELL LI EADBELS(FNIOW O LNITAD. 2257413 T4 57—
EOFA—FIVFVODVZEILT BDNIchIAE. VFA—F _F 5T HEZTWET.

TAT—E I =5 ZF VD
// Create a quaternion that represents 30 degrees about X, 10 degrees about Y
Quaternion rotation = Quaternion.Euler (30, 10, 0);

// Using a Vector

Vector3 EulerRotation = new Vector3 (30, 10, 0);
Quaternion rotation = Quaternion.Euler (EulerRotation);

// Convert a transfroms Quaternion angles to Euler angles

Quaternion quaternionAngles = transform.rotation;
Vector3 eulerAngles = quaternionAngles.eulerAngles;

I A—BZF "D

OF—FZFd. Yooy xoTEINse LT T. N ONREILESEEICLET
o JXld @2:09TY
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Quaternion.LookRotation (Vector3 forward [, Vector3 up])(;\ /\“7 h}b%(:-c\ Ytd_' 'Up'/\“O I\)b(:

ZIcOF—5=F 0B LET. TUYTRT PLBENTHE O Vector3.upPENE 7.

COT—LAFA TV 23X =TI NTF—LFTVII M =S
// Find a game object in the scene named Target

public Transform target = GameObject.Find ("Target") .GetComponent<Transform> () ;

// We subtract our position from the target position to create a
// Vector that points from our position to the target position
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// I1If we reverse the order, our rotation would be 180 degrees off.
Vector3 lookVector = target.position - transform.position;
Quaternion rotation = Quaternion.LookRotation (lookVector);

transform.rotation = rotation;
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16: T— LA TIT O hDE

* public static GameObiject Find;

« /X7 2 GameObject FindGameObjectWithTag? 7;

« /X7 GameObject [| FindGameObjectsWithTag? 7;
« public static Object FindObjectOfType¥ 4 7% A 7:

« public static Object [| FindObjectsOfType” 4 7% 1 7,

T5

[CGameObjects® LT B EEIF. VY—RETBDHBOTLTLZE L. (T,
FindObjectOfType*®Find in Update. FixedUpdateZ® LA W T2 0. DT>, TL—Ldi
D1DDEIINE AV Yy RTLTLRE N,

o AV Reindopjectorrype 8L B EEICDHring

* FindGameObjectWithTagldDN—IX DAV Yy RELTICNICNT AR UXE>TNHET.
Unityld. #7&F TV MIeDHTELE. v—oTRELCLET.

o IT7 45 TEN/ 2" GameObjectsUR®R TLN\Th&ld. TT74 59TV )T 54 Xfx
GameObject ) 7 7L V2 & L& T

« TFHYZX bE/IFICGameObject® ) X h&ET %

e 2. L% A4 TDGameObject® { 4 VX% 23 %E . Object Pooling

« BEVLTSHIERITHLHDIC. EXxvyyvalET.

FN T

UnitylCD AV Y RIZZT. OBBXUAYV Y RETSHDIITT .

e FindobjectsofType ()@« AT VT M TotaticALIZVIVDYIMNETHIENTELT.
V—UDATVIINELTTSHELDL. FTVII MDDV RNET HMIENICTY.

o« Tt A URFT URER—Z DpictionarylcT BRIV TNEL. TESYV U TLES Y
SIS IN A&

Examples
T—LFTVII RDTT S

var go = GameObject.Find ("NameOfTheObject") ;

]
WRFT N V—VDT—LFTTIVIOMDICL TN T F—R I LI T
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]
3THY. 2—Y—TIT5—Ibn%

GameObject? ¥ 7T %

var go = GameObject.FindGameObjectWithTag ("Player");

I
DATVTHI NETIL—T

o FhTHD., I—4—TIT 53— DBH VX T,

HBTIZL )T NTN—RI—RENTWH S, I—RIZT

7o =T A,

TE—RTAZY) T HMIC

[SerializeField]
GameObject [] gameObjects;

]
HBLWNDAFA— VR FJYVIH bIL Y3 VIETT

R—% T a—KR C DGameObjectsDH & TE %

MonoBehaviour 27 V) 7 NIC Xk BT —LATVTHI FD

ExampleScript script = GameObject.FindObjectOfType<ExampleScript> () ;
GameObject go = script.gameObject;

FindObjectOfType () [=qN :E) jb\l-’:)f;t A ‘gnull L/null o

.k
llFani (LT —LFTIVITT MNMIOTINTFA—RUANT S

DATVTI NETIL—TDhHs

* 727 kb5 TGameObject=

Transform tr = GetComponent<Transform> () .Find ("NameOfTheObject") ;
GameObject go = tr.gameObject;

_:)757“:37:( 2 ‘;null Find L/null

I
LNz, L&z 3TT
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17: IL—F

« /X7 ) U Coroutine StartCoroutinelEnumerator/L—7 2;

* public Coroutine StartCoroutinemethodName- FTVITY b=null;
* public void StopCoroutinestring methodName;

« public void StopCoroutinelEnumerator/L—7 /;

* public void StopAllCoroutines;

INT F—~ I A D

(CIZ/NTFA—RUZAX MDD, IL—FUEICTHENTT,

« Coroutines/3. T Update* Vv R& D HCPUD D DD,
o AT ARI Y UT Ducvenext ODIOICIN—F UDBH A 2L TT2%Y BUnity® < D
DON—VIUTRIIHVET. NiF54.0013TICE NS, T LIR—F

YieldlnstructionsZX v V> 2L I I%HT

7 )l/—? \J?é hé ZI°E %%?72&3@& |\ I) *J 9 ‘J\ YieldInstruction%* ’V Y/ 3/1?'6: t

YieldInstruction o

IEnumerator TickEverySecond ()
{
var wait = new WaitForSeconds (1f); // Cache
while (true)
{
yield return wait; // Reuse
}
}

i ETE. BEAR—IUN LI FA.

Examples

JL—F

T T—LI Y IUNityR EM T IL—LR—Z | ONSH A LTTSHIEETHIENTY
I—RE@IRTDIL—LTENIE T,

CHIZBUniy®I— K & T—RksENE 7.

TL—LICDNWTZSBEE. TJL—LDH DT HENIICENENW_EET S EMNTT. BDldk
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E—bhrTI 52 EI1FHY EVA. JL—LOX Y Y 7IZ. ZI1F. 0.02632. 0.021167-
0.029778x L LT B EMTE S, ZDTIR. IXRT [ 1 1/50TTH. FNSEIRTHEOVE S
s FLT. 0WDTH. LD FRFELDODhhET7L—LbE55hHLNEIEA. 7
L—ALTWDTHI—RETSHIENTEXT.

FNEICOWT. dalldgseshbLhItAEDELSICLTINGOD I L—LALICHEI0I—R
. UnityC7 22X LE T

C5>& UpdateI—L 2 Hh. JL—F oz lEd., o/ LIETT. D&V, JL—4
CEICOI—RETHIEMNTELT.

IL—FoDIIOEBDTT.,
W{DhPI—KRELT. D7L—LET [LTD] IéTEZLT.

DITL—LETOIEMTETT., T/ WdD2hD7L—LEDZEDHTETT L. IZI3BB
XZnE>ZEbTETT.

foEZI3. 122 5T S [1]l 522 e TELT. LT, BLFIITI—REWCDHDT
L—AICNET. . TFOTL—LTIZ. WDODTHI—REFTHIENTELT. VFICII. B&
SEITIIHVEI A, BHAIUTEF. H—LI UV UTIIBHDI A,

JIL—F

12D 7L —LALEDICIZ

// do something
yield return null; // wait until next frame
// do something

3D I L—LEDICIZ

// do something

yield return null; // wait until three frames from now
yield return null;

yield return null;

// do something

0.52

// do something
yield return new WaitForSeconds (0.5f); // wait for a frame in about .5 seconds
// do something

12D L—LZEIIHT S

while (true)

{
// do something
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yield return null; // wait until the next frame

DIl Unity® rUpdateJ I—LDICHhENEZEETF S LTT. [hETH] D> >T—
Rig. sRTOIL—LTENT .

-

TiCker%GameObject L Gameobject o FOT—LFTIVIINDTOTa T, T4 v oBEInE g
s T— LA TIOIOINTOT4TIZESHE. ZZYTRMICAL—FUETSHIEICLTRE
S, ZhiF. . IL—FonELLTSHETT.

using UnityEngine;
using System.Collections;

public class Ticker:MonoBehaviour ({

void OnEnable ()
{

StartCoroutine (TickEverySecond());

void OnDisable ()
{
StopAllCoroutines () ;

IEnumerator TickEverySecond ()
{
var wait = new WaitForSeconds (1f); // REMEMBER: IT IS ONLY APPROXIMATE
while (true)
{
Debug.Log ("Tick") ;

yield return wait; // wait for a frame, about 1 second from now

aAN—F % T 5
PEMENLES. 12T BELDICTL—FUETEIENECHDT T,

IEnumerator TickFiveSeconds ()
{
var wait = new WaitForSeconds (1f);
int counter = 1;
while (counter < 5)
{
Debug.Log ("Tick") ;
counter++;
yield return wait;
}
Debug.Log ("I am done ticking");
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JL—FUEIL—F D "hHT 5IC1d. OMBICNEELSIZIC Sl EIdTEIRA. BV
(NN yield break% L/E -d'o

IEnumerator ShowExplosions ()

{
. show basic explosions
if (player.xp < 100) yield break;
. show fancy explosions

FT5IC. 22 TMIELoTEINIRTOIL—FUEICTHIEHLTEST,

void OnDisable ()
{

// Stops all running coroutines
StopAllCoroutines () ;

ULroRIL—Ford 5. (LE>2TEVE T,
IL—FoeTlL/

StartCoroutine ("YourAnimation") ;

StopCoroutine® U TUT 2 ETTEX T .
StopCoroutine ("YourAnimation") ;

ETC lét - )|/—9: > ?L VAV F (:.ct >C é hf: IEnumerator if: [j StartCoroutineL—-Ck 2T é hé
Coroutinejj‘.‘\)la h@b\ginb\’\@% L/\ %n”?)@(:\gian_CsStopCoroutine%Ug—
StopCoroutinebYT%E g'o

public class SomeComponent : MonoBehaviour

{

Coroutine routine;

void Start () {

routine = StartCoroutine (YourAnimation());
}
void Update () {

// later, in response to some input...
StopCoroutine (routine) ;

}

IEnumerator YourAnimation () { /* ... */ }

JIL—F UhCE SMonoBehaviour # /Y R

AL—F LT BT EMTES3DDMonoBehaviour* VY RH DX 7.,
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1.
2. OnBecameVisible
3. OnLevelWasLoaded

N cEZRBF TV MDA ASICZBEEILDHEENERY )T T BHDICTEE

E

using UnityEngine;
using System.Collections;

public class RotateObject : MonoBehaviour

{

IEnumerator OnBecameVisible ()

{

var tr = GetComponent<Transform> () ;
while (true)

{
tr.Rotate (new Vector3 (0, 180f * Time.deltaTime));

yield return null;

}

voilid OnBecameInvisible ()

{
StopAllCoroutines();

}

JIL—F D
JIL—FIITL. DANL—FUEDIEMTELT.
Ehs . i3 bS50 535 EnTELT.

INIFICT. Unityd &R HTT .

F—LTIR. I ETEBVIC] IokFNEIESHEODEIOIETT. T—LDIZIFTRT
DIZ2oUR]IE. DEIL. HPDTI>THEDARY MBI NES. h—L—XDT—LAb

EDHBHIDEBVTT.

IEnumerator BeginRace ()

{

yield return StartCoroutine (PrepareRace());
yield return StartCoroutine (Countdown ()) ;
yield return StartCoroutine (StartRace());

)
1Emi5. BeginRacez fT & ...

StartCoroutine (BeginRace ()) ;

FNEHLEi-D"L—XIL—F o LTF. BEHL. WED2DOTA4 bEdE. W {D2HhOD
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H#50L. 2375V Yy bTBEE. NPT SHE. BELHUIDHI O RNT S UET ZA—Y
IVTSE[HOURNTI | v—Hoz2BsEnET. FnbbhsE. L—XXHY—FI—RKHhtX

N YIOURITIOb2LIEY. AIRSANRNELIED. AASEDTESELEDLET.

DT LT BHLHDIT. 3DDUL

yield return StartCoroutine (PrepareRace());
yield return StartCoroutine (Countdown ()) ;
yield return StartCoroutine (StartRace());

j)b—?)@l:h%ﬁﬁ&)@ i“?’— ° —DE @\ IEnumeratoer&(jh‘ifc‘f ‘9&“@’/1,0 LT:?)YD“C\ -
ODT‘JIEnumerator BeginRace_Cj—o L,f:bs"D_C\ ]—@J j_Fb\E)\ StartCoroutinej_}b?%d)

JIL—F s LET.

StartCoroutine (BeginRace ()) ;

EEIBICTHLOIC. DL—FoadEe08H0FTT. JL—Fo0ELITT. ZDIF. (1T

(paL—Fouxr LT T,

// run various routines, one after the other

IEnumerator OneAfterTheOther ( params IEnumerator[] routines )
{
foreach ( var item in routines )
{
while ( item.MoveNext () ) yield return item.Current;

}

yield break;

—

CCTENEEDESIIUPTMIE LI T I3000HSE LTI LLD. BIFFT XN TrenumeratorF T

nidgornléznlT{fZEn

IEnumerator PrepareRace ()

{
// codesay, crowd cheering and camera pan around the stadium
yield break;

}

IEnumerator Countdown ()

{
// codesay, animate your countdown on UI
yield break;

}

IEnumerator StartRace ()

{
// codesay, camera moves and light changes and launch the AIs
yield break;

HEIRIINECDOLSICUET
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StartCoroutine ( MultipleRoutines ( PrepareRace (), Countdown(), StartRace() ) );

FrlgihnELLSIC

IEnumerator[] routines = new IEnumerator[] {
PrepareRace (),
Countdown (),
StartRace () };

StartCoroutine ( MultipleRoutines ( routines ) );

NFICIZ. Y—LDBLEDIDIR. DELEBLICHHBOLDON & [V—HrURT] 250D E
TY. HE/zFUNiyTENZICICLE T

yield return StartCoroutine (PrepareRace());
yield return StartCoroutine (Countdown ()) ;
yield return StartCoroutine (StartRace());

35

DIL—LETDOIENTELT.

yield return null; // wait until sometime in the next frame
NOPULELTLT. BRI DIL—LEIEEHIENTELS.

//wait for a few frames
yield return null;
yield return null;

nEE 3. CNIFICEBXFDNTHEIEETHEIFICTT.

yield return new WaitForSeconds (n);

BHAIUTODOTA—AIZ LT [ WaitForSeconds ] I—L &3 52 EFICTH.

(D, TrYVIVEIBLOWESDTWET., TNT. hELT. EFndbofcohez L T2
W, ZLT. EnNbbofcohD &5 LTLREI N, FNET SHICIE. OIL—FU%ED

yield return StartCoroutine (coroutine);

HEL@IL—F b LDENETENTELTNCEET S, £
StartCoroutine (Test ()) ;

N, Sl O I—RhoIL—FUEHBTT,

(. OIL—F 2T
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Debug.Log ("A") ;
StartCoroutine (LongProcess());
Debug.Log ("B") ;

Fhlzasxr L. WJAaeXEL. TICBZLET . WJOuZIWTHOEDIEIIHVEHA

o

Debug.Log ("A") ;
yield return StartCoroutine (LongProcess());
Debug.Log ("B") ;

Znldaz L. WJRoeXzlL. §5XTH>Thn BELET.

JL—FUEILY RFBIEMNCOLENWS EENEOT ZE L. ZOI—RTIE

Debug.Log ("A") ;
StartCoroutine (LongProcess());
Debug.Log ("B") ;

Ny O T 5T RTORL Y RTlongProcess® 3 & 2% "o D"EZ H5DI>TT. LHL. £
NFC->THET. TNR/ESIL—FUTT. T—LI UV VURTL—LR—=XTH Y. Unity
OIaL—F ] RBIZTIL—LICTOERTHIEMTEL T,

Web )2 IZ M DFTH50EDDIIETHTT .

void Start () {
string url = "http://google.com";
WWW www = new WWW (url);
StartCoroutine (WaitForRequest (www) ) ;

}

IEnumerator WaitForRequest (WWW www) {
yield return www;

if (www.error == null) {
//use www.data) ;

}
else {

//use WwWw.error) ;

}

LENLET—XTIE. UnityTDELE F. [ENE O paitrorrixedvpdate 0 FULDIHDE T . [CX
D)= TFNETHIELEICLTOTENSDOULD/N—Y I DUty Tl
WaitForEndofFrame () DS DX F. Unityb§§'é(:?hfx LTADBLHEDOT. sk nld. OF
googlelC D> TLf2& 1.

A2 Z4 2 TIIL—F =T https:/lriptutorial.com/ja/unity3d/topic/3415/ 3 )L —F
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Eﬁ IN—ED

Examples

EE3

Web ﬁ—/ \o—b\ 67_:_§ E’ L/ Th i j—o new WWW ("https://urlexample
— I Mz dGetZ LTWE T,

R/ PRSN

using UnityEngine;
using System.Collections;

public class ExampleClass : MonoBehaviour

{
public string url = "http://google.com";

IEnumerator Start ()
{
WWW www = new WWW (url); // One get.

yield return www;
Debug.Log (www.text); // The data of the url.

7 4—IL R
2DINT ;A —H EDWWWDITRTDA V25 UZIIRZ MNTT.
(. A—Y—DpENXRXT—REH—N—[ZFT 52 LI T,

void Login(string id, string pwd)
{

com™); URLE L T2/ A

WWWEorm dataParameters = new WWWForm() ; // Create a new form.
dataParameters.AddField ("username", id);

dataParameters.AddField ("password", pwd); // Add fields.

WWW www = new WWW(url+"/account/login",dataParameters) ;
StartCoroutine ("PostdataEnumerator", www) ;

IEnumerator PostdataEnumerator (WWW www)
{
yield return www;
if (!string.IsNullOrEmpty (www.error))
{
Debug.Log (Wwww.error) ;
}
else

{
Debug.Log ("Data Submitted");
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T7AL%ET Y 7Tu—RF 5

H—NR—[CTF7A4LET7 Yy JA—RTSHZEHRIABMNTT. LD, WWWHBIZT 7/ IL%E
TwvJO—RITBEIENTELT

Zip7 7 AL EHF—N—ICT Y TH—RT 5

string mainUrl = "http://server/upload/";
string savelLocation;

void Start ()

{
saveLocation = "ftp:///home/xxx/x.zip"; // The file path.
StartCoroutine (PrepareFile());

// Prepare The File.
IEnumerator PrepareFile ()

{

Debug.Log ("saveloacation = " + savelLocation);

// Read the zip file.
WWW loadTheZip = new WWW (saveLocation);

yield return loadTheZip;

PrepareStepTwo (loadTheZip) ;

void PrepareStepTwo (WWW post)

{
StartCoroutine (UploadTheZip (post)) ;

// Upload.
IEnumerator UploadTheZip (WWW post)

{
// Create a form.
WWWEorm form = new WWWForm() ;

// Add the file.
form.AddBinaryData ("myTestFile.zip", post.bytes, "myFile.zip", "application/zip") ;

// Send POST request.
string url = mainUrl;
WWW POSTZIP = new WWW(url, form);

Debug.Log ("Sending zip...");
yield return POSTZIP;
Debug.Log ("Zip sent!");

ST 4 DL—FUIIDOWTOERBVICEDIz0E. ZoTId. #Ni3. LTT7740L
7w JO—RgS=HCaL—F o2 LT. CLEEVWIIL—F UE,
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H—X\— D) T AD

Unity2 2 24 7 b ELTLTY—REFTHBRIECEIAHDEFTICLTOL DHPODBIDL INT
WEF., T Y—NN—LDTHICTESLLDIZT SH=HIC. Y—N—DETHEHVTT. &
DTIF. TH=DICHWDDDOT—IEH—N—IZ LT T.

FEAED. TRTZRII. ARUNE LTI AT UNMILTT B0OIC. $—XIZH DO
VRSELITH. FNIIZODTYT.

C

using System.Net;
using System.Text;

public class TestCommunicationWithServer

{

public string SendDataToServer (string url, string username, string password)

{
WebClient client = new WebClient ();
// This specialized key-value pair will store the form data we're sending to the
server
var loginData = new System.Collections.Specialized.NameValueCollection();
loginData.Add ("Username", username);

loginData.Add ("Password", password);

// Upload client data and receive a response
byte[] opBytes = client.UploadValues (ServerIpAddress, "POST", loginData);

// Encode the response bytes into a proper string
string opResponse = Encoding.UTF8.GetString (opBytes) ;

return opResponse;

£ 9. WebClientZ X £NameValueCollection? 72X & T& busingZ 7T—h AU b ELE T
ZMTl2. SendDataToServerld3DDF TV I VDNZA—5EDL T,

1. 126D L T % H—/N—DURL
2. DT—%
3. Y—IR—[CFT BT—57D2MD

A—Y—ENRXT—RIF. Y—NN—(CFTBFTYIVOT—HTT. ZDOTIF. T—HFR—I®
FODODZRL—IUDMBIBICTEHEHICLTHET,

ZLIDT. (LT7—5%5F 5-HICF %L WebClientg 1 VX7 2 LEST. CNT.
NameValueCollectionlc 7T—% &#H—R L. Y$—N\—(CT7—5 &7 v TO—RITEBH VI F.

UploadValuesl332DE /NI A—5H 0E T

1. Y—XDOIP7 RL X

https://riptutorial.com/ja/lhome 101



2.HTTPA* Vv R
3. LTWhWsTFT—45ZZna—H—ENTD—R

ZDIE. Y—X—ho0DNA4 P ELEXYT. SN/ MEDICZVI—RLT. LIRURE
LTTESLOICTHENHNE T,

DES>IENTEL T

if (opResponse.Equals (ReturnMessage.Success) )

{
Debug.Log ("Unity client has successfully sent and validated data on server.");

}

THdhrclFlLThsrb LN DT. (3. Y—N—& 5D TIZLE T,

ZDTIE. PHPELTOZ 24 7Mo%= LE T, @PHPE/NXY I IV RXZ)ThELTT
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PHP

// Check to see if the unity client send the form data
if (!isset ($_REQUEST['Username']) || !isset ($_REQUEST['Password']))
{
echo "Empty";
}

else

{
// Unity sent us the data - its here so do whatever you want
echo "Success";
}
NEIHETYT -TI—TT. VAT T—5&Y—N—ICF7vTO—RTBHE. U 54
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using UnityEngine;

public class Tagging : MonoBehaviour

{

static string tagUntagged = "Untagged";
static string tagPlayer = "Player";
static string tagEnemy = "Enemy";

/// <summary>Represents the player character. This game object should
/// be linked up via the inspector.</summary>

public GameObject player;

/// <summary>Represents all the enemy characters. All enemies should
/// be added to the array via the inspector.</summary>

public GameObject[] enemy;

void Start ()

{
// We ensure that the game object this script is attached to

// 1s left untagged by using the default "Untagged" tag.
gameObject.tag = tagUntagged;

// We ensure the player has the player tag.
player.tag = tagUntagged;

// We loop through the enemy array to ensure they are all tagged.
for(int i = 0; 1 < enemy.Length; i++)
{

enemy[i].tag = tagEnemy;

}

AT N TD
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///<summary>We create a static string to allow us consistency.</summary>
string playerTag = "Player"

///<summary>We can now use the tag to reference our player GameObject.</summary>
GameObject player = GameObject.FindGameObjectWithTag(playerTag) ;

A2 AT ADD

GameObject GameObject
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///<summary>We create a static string to allow us consistency.</summary>

string enemyTag = "Eneny";

///<summary>We can now use the tag to create an array of all enemy GameObjects.</summary>
GameObject[] enemies = GameObject.FindGameObjectsWithTag (enemyTag ) ;

// We can now freely iterate through our array of enemies
foreach (GameObject enemy in enemies)

{

// Do something to each enemy (link up a reference, check for damage, etc.)

}
5 7D

5 7 T2DMGameObject®E T 5 & . MENBfcH. DI EMHR—YU AL I Y DF—/"—~ R
eEZFILIILTRS N,

if (go.Tag == "myTag")
{

//Stuff
}

Update® D DUnity® I—IL/y X fcl3L—TTInNoDed 513, COe—T0DTI7U—*+Y
Y RETENHVET.

if (go.CompareTag ("myTag")
{

//Stuff
}

SO ZTELRY ZRICTHEMTT.

public static class Tags

{
public const string Player = "Player";
public const string MyCustomTag = "MyCustomTag";

(. BELIBICTHEIENTEXT

if (go.CompareTag (Tags.MyCustomTagqg)
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//Stuff

COTIEI. JUNANIZHZTDBEN, ARILIZOBEINET.

DTEREDSRIZTHEDELEDIC. I TETHIEHLTEST.

public enum Tags

{

Player, Ennemies, MyCustomTag;

}

enum tostring) * VW RELTTEX T,

if (go.CompareTag (Tags.MyCustomTag.toString())

{
//Stuff

}
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Player.cs

using System;

public class Player

{
public delegate void PositionEvent (Vector3 position);
public event PositionEvent OnPositionChanged;

public Vector3 position
{
get
{
return _position;
}
set
{
if (_position != value) {
_position = value;
if (OnPositionChanged !'= null) {
OnPositionChanged (value) ;

}

}
}

private Vector3 _position;
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Vector3.cs

T—HETILTT HH 24 LVector3Z 7 2.

using System;

public class Vector3
{
public float x;
public float vy;
public float z;

public Vector3(float x, float y, float z)
{

this.x 2
this.y
this.z

Zj
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PlayerView.cs

using UnityEngine;

public class PlayerView : Monobehaviour

{

public void SetPosition (Vector3 position)

{

transform.position = position;
}
}
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PlayerController.cs

using System;

public class PlayerController

{
public Player model { get; private set; }
public PlayerView view { get; private set; }

public PlayerController (Player model, PlayerView view)
{
this.model = model;

this.view = view;

this.model.OnPositionChanged += OnPositionChanged;

private void OnPositionChanged (Vector3 position)
{

// Sync

Vector3 pos = this.model.position;

// Unity call required here! (we lost portability)
this.view.SetPosition (new UnityEngine.Vector3 (pos.x, pos.y, pos.z));

// Calling this will fire the OnPositionChanged event
private void SetPosition (Vector3 position)
{

this.model.position = position;

BMWIRNTLIEDT. 320N TE2TSHT770 M) ETELT.
PlayerFactory.cs

using System;

public class PlayerFactory

{
public PlayerController controller { get; private set; }
public Player model { get; private set; }
public PlayerView view { get; private set; }

public void Load ()

{
// Put the Player prefab inside the 'Resources' folder
// Make sure it has the 'PlayerView' Component attached
GameObject prefab = Resources.Load<GameObject> ("Player");
GameObject instance = GameObject.Instantiate<GameObject> (prefab);

this.model = new Player();
this.view = instance.GetComponent<PlayerView> () ;
this.controller = new PlayerController (model, view);
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Manager.cs

using UnityEngine;

public class Manager : Monobehaviour

{
[ContextMenu ("Load Player") ]

private void LoadPlayer ()

{
new PlayerFactory () .Load();

}

Y—2DDGameObjectl"ManagerX 2 ') 7 b & L.
Player'z LX 9.
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using System;
using UnityEngine.Networking;

public class MyNetworkMessage : MessageBase

{
public string message;

}
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using UnityEngine;
using System.Collections;
using UnityEngine.Networking;

public class Server : MonoBehaviour {

int port = 9999;
int maxConnections = 10;

// The id we use to identify our messages and register the handler
short messageID = 1000;

// Use this for initialization
void Start () {
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// Usually the server doesn't need to draw anything on the screen
Application.runInBackground = true;
CreateServer () ;

void CreateServer () {
// Register handlers for the types of messages we can receive

RegisterHandlers ();

var config = new ConnectionConfig ();

// There are different types of channels you can use, check the official documentation
config.AddChannel (QosType.ReliableFragmented);

config.AddChannel (QosType.UnreliableFragmented);

var ht = new HostTopology (config, maxConnections);

if (!NetworkServer.Configure (ht)) {
Debug.Log ("No server created, error on the configuration definition");
return;
} else {
// Start listening on the defined port
if (NetworkServer.Listen (port))
Debug.Log ("Server created, listening on port: " + port);
else
Debug.Log ("No server created, could not listen to the port: " + port);

void OnApplicationQuit () {
NetworkServer.Shutdown ();

private void RegisterHandlers () {
// Unity have different Messages types defined in MsgType
NetworkServer.RegisterHandler (MsgType.Connect, OnClientConnected);
NetworkServer.RegisterHandler (MsgType.Disconnect, OnClientDisconnected);

// Our message use his own message type.
NetworkServer.RegisterHandler (messagelID, OnMessageReceived);

private void RegisterHandler (short t, NetworkMessageDelegate handler) {
NetworkServer.RegisterHandler (t, handler);

void OnClientConnected (NetworkMessage netMessage)

{

// Do stuff when a client connects to this server

// Send a thank you message to the client that just connected
MyNetworkMessage messageContainer = new MyNetworkMessage () ;
messageContainer.message = "Thanks for Jjoining!";

// This sends a message to a specific client, using the connectionId
NetworkServer.SendToClient (netMessage.conn.connectionId, messagelD, messageContainer);

// Send a message to all the clients connected
messageContainer = new MyNetworkMessage () ;

messageContainer.message = "A new player has conencted to the server";

// Broadcast a message a to everyone connected
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NetworkServer.SendToAll (messagelD,messageContainer) ;

void OnClientDisconnected (NetworkMessage netMessage)

{

// Do stuff when a client dissconnects

void OnMessageReceived (NetworkMessage netMessage)
{
// You can send any object that inherence from MessageBase
// The client and server can be on different projects, as long as the MyNetworkMessage
or the class you are using have the same implementation on both projects
// The first thing we do is deserialize the message to our custom type
var objectMessage = netMessage.ReadMessage<MyNetworkMessage> () ;
Debug.Log ("Message received: " + objectMessage.message);

79472~
2547 ELE T

using System;
using UnityEngine;
using UnityEngine.Networking;

public class Client : MonoBehaviour
{

int port = 9999;

string ip = "localhost";

// The id we use to identify our messages and register the handler
short messageID = 1000;

// The network client
NetworkClient client;

public Client ()

{
CreateClient () ;

void CreateClient ()
{

var config = new ConnectionConfig ();

// Config the Channels we will use
config.AddChannel (QosType.ReliableFragmented);
config.AddChannel (QosType.UnreliableFragmented);

// Create the client ant attach the configuration
client = new NetworkClient ();
client.Configure (config,1l);
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// Register the handlers for the different network messages
RegisterHandlers () ;

// Connect to the server
client.Connect (ip, port);

// Register the handlers for the different message types
void RegisterHandlers () {

// Unity have different Messages types defined in MsgType
client.RegisterHandler (messagelD, OnMessageReceived);
client .RegisterHandler (MsgType.Connect, OnConnected);
client.RegisterHandler (MsgType.Disconnect, OnDisconnected);

void OnConnected (NetworkMessage message) {
// Do stuff when connected to the server

MyNetworkMessage messageContainer = new MyNetworkMessage () ;
messageContainer.message = "Hello server!";

// Say hi to the server when connected
client.Send(messagelD,messageContainer) ;

void OnDisconnected (NetworkMessage message) {
// Do stuff when disconnected to the server

// Message received from the server
void OnMessageReceived (NetworkMessage netMessage)
{
// You can send any object that inherence from MessageBase
// The client and server can be on different projects, as long as the MyNetworkMessage
or the class you are using have the same implementation on both projects
// The first thing we do is deserialize the message to our custom type
var objectMessage = netMessage.ReadMessage<MyNetworkMessage> () ;

Debug.Log ("Message received: " + objectMessage.message);
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Oculus Rift 6

HTC Vive 6

74 | ')—L4 3 DOF

X 7 VR Powered by Oculus 3 DOF
» Google Cardboard 3
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23: 7L N7

public static Object PrefabUtility.InstantiatePrefab? 7Y T2 b5 —7y k.

public static Object AssetDatabase.LoadAssetAtPathassetPath. 71 7MD% A 7.
public static Object Object.Instantiate 7Y T2 b AUV F+ L.

public static Object Resources.Load/\X;

Examples

3

T AUR—R UM, TJENTa . THAYFEINEIUR—F UM BELFVYTLE
NIcTANT 4 EEBICEGameObjectPEICT BT Y YA TTT. MBI OEYFUT
3= TAHVET.

« V—VDFTYVIVUNET S

« DY—VUTDFTVIVNET S

e JLNTH&L. ZQEDFTIVIO NY—UIITESZ E

« DEADDTLNTOSICLEDNSL. bFhETHIVIINET S
e IT—LFTYVIVNEA VR URT S

UnitylCl3. T XTHPrefabsTHITNISESE W] 0SB VET. ChidsEon Tl
HVEFTH. I—RDEGameObjectsPEIC L& T .

TLNTD

TLNTETBHICIE. V—UuhDAssets 7 ANYTE I Y T IOANTIIHT—LFTVTO MER
v LI,

= Hierarchy | # -= | 03 Project ] U
| Create '| (o all D) | Create '| {a. "'| &% | *
T‘f} Favorites Assets

o ; = .
Directional Light (0 all Material _ _
@AII Madels This folder is empty

@‘:.All Prefabs
@“;,.Iﬂl.” Scripts

m
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= Hierarch 3 Project
P —

Main Camera

““|Assets

= Hierarch
| Fogorg

== Assets

Main Camera

T—LFZTVUTHO MY, TLATIcINTWasaIEE LTS,
COFTVIONI. 0SZDFTVII M IURZIZEIL., TLNTA AT ATY,

TLNTR A VZRZVRIZTBIENTELT. ZO. (SN —LF TV RODICH
IE-

IES —

"= Assets

7_°1/)\7“

Ea—TTLNT&TDE. TEDA VAR INDT—LFTIVT I RNELSZEICTCTLL
5

[ ] Inspector

& (Main Camera | [ static =

Tag | MainCamera ¢ | Layer [Defaue ¢
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¥ Main Camera | [static =
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Prefab | Select | Revert | Apply |
¥ .~ Transform L) %,
Position X0 Y1 2 -10 |
Rotation X 0 YO0 ‘20 |
Scale X1 [¥ |1 [z]1 |

DTENRT AR MTLNTELEBZEZLET. DTLNTILEZTIC. 4 VRTINS
TJLANTOTAONTA 5T 5 EMTELT. TLNTA URIURATHENSE. TSN, 7
LATOLOZEDODIFZ. SNfcA URIIZICEINEIBA.

[ICTIRY V&S VYo FTHERTLNTILTIENTELT. Sl A VATV OMEN
9. 5. vDEICTICE. Z0EZ Vv LT, Z [Prefablcd] £LEF. JUR—%
VhECFTICE. JUR—2 U&7 )Y I L. [Prefablcd 12 LE T

[RZVED )y oFBHE. TLNTOTANRT A DBDT—LF TV MOTANT 4 TES
NES. [ICTIRYUPDFA 7TRTEHVEIEADT. CORY UIFICo>TLRE 0,

RV, TAVIZ RO FLTOEINTLANT&ELET.

TLNTDA AT A

TLNTEAL RS IRTHICIE. THIED200O0HD FTF .

DA AT A
THA I TLNTEAL IR IRTHBE. UFTIVIORNODA I RI IR EICTHIEMT
25 F/EZIT F—LDLRILETBEECY ) —ET B L.

e JLNTHICAVURHIUZRTHIZIZ. TAVIV REa—MhByv—VUILRZIYTLET.

= Hierarchy  |IGE] & project GRS

il —— e ILYE:
Main Camera T"T,:?‘ Favorites Assets
Directional Light (! Al Material
(© Al Models
@lﬁl” Prefabs
@lﬁl” Scripts

Main Camera

e TT47=E LTS, PrefabUtility.InstantiatePrefab () AVY RETATZLTUT TL
NT'EAURTURTHIEHTELT,
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GameObject gameObject =
(GameObject)PrefabUtility.InstantiatePrefab (AssetDatabase.LoadAssetAtPath ("Assets/MainCamera.pref
typeof (GameObject))) ;

T ALA AT A

CTLNTEAL URIIVI—b T BE AVUYDICLTHFTVIONDA VR I ET HD
(LTI EZIT. 58 &EICETHEE .

TLNTEAL IR IRTBHIZE. TLNTF TV RAODBTT. ChldoTnsI EIC&
DTS EMTE 6public GameObjectath_"@j 14— R %MonoBehaviourZ oY1z 54-T
TATTA IUARN T2 L TZEDELET

public class SomeScript : MonoBehaviour {
public GameObject prefab;
}

if:‘;?jcl//\jﬁ' < : t (:ck _DT N I) \/_10)7 Zi-)l/gé)pResources,Load
GameObject prefab = Resources.Load("Assets/Resources/MainCamera") ;

7°|//\7‘~7j_7@‘\/°17 h’\@% L/fs:‘;)\ d— F@m(:lnstantiate% L—Clnstantiateg—é: tb\*?%
FEzF L—TTOFTVIVNET S,

GameObject gameObject = Instantiate<GameObject> (prefab, new Vector3(0,0,0),
Quaternion.identity);

TLATRIZLEEA.
~ANSINETLNT

NIk >/ TLATIE. TUNityTIRTEZEBA. B2 TLNTEOTLNTICRZIVITLTT S
CERTEZTN. ZOTLNATDRIRXIMNENZTLNATILRENEEA.

LDL. BBV FET -SRI TLNTICH A7) T ZLRITIUIE ) A, TNIZD
4229 A% L ET.

using UnityEngine;
public class ParentPrefab : MonoBehaviour ({

[SerializeField] GameObject childPrefab;
[SerializeField] Transform childPrefabPositionReference;

// Use this for initialization

void Start () {
print ("Hello, I'm a parent prefab!");
Instantiate (

https://riptutorial.com/ja/lhome 123


http://www.riptutorial.com/unity3d/topic/4070/resources
http://www.riptutorial.com/unity3d/topic/4070/resources

childPrefab,
childPrefabPositionReference.position,
childPrefabPositionReference.rotation,
gameObject.transform

JLnT
o
& Inspector | iu-.;'
[« Parent [] static =
Tag | Untagged | Layer | Default gl
¥ .~ Transform £,
Position X[0 Y0 |Z]o |
Rotation X[0 Y0 |Z|o |
Scale X[1 [¥ |1 |Z|1 |
¥ || Cube (Mesh Filter) #*,
Mesh |.H.Cube | ]
F* [+ Box Collider &,
> . ¥ Mesh Renderer #y
v || ¥ Parent Prefab (Script) i,
Script FarentPrefab @
Child Prefab |UChiId | (o]
Child Prefab Position R-|AChi|dPosition (Transform) | @
Default-Material [
[ J Shader | Standard =
’ Add Component ]

'Parent

AssetBundle Mone

DTLNT
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Center X0 Y0 ‘Zo
Radius 0.5

[ E.IEMesh Renderer

¥ || ¥ child Prefab (Script)

Script ChildPrefab

Default-Material
- Shader | Standard
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C————) v I

AssetBundle Mone
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Examples
24 5D

AUNA DR TIZ2YRNIF—LDI—RELLTT. FNoETHE. SXIEEToU N TD45—
LTI Wws I EnTEET.

o VYOTINA XD — L1t U5 —0 & Android 7/ 34 X DGoogleP & ~ ') I—L X 7.
e AZaA—MDTAIUET BWindowsTII T« >~ RIB I LinuxTlELinuxX> X .
e BT TIYUMNIF—LIELTTZY R TF—LDA NI DBHENHLLNEIEA.
e IBICLD...
void Update () {
#1f UNITY_IPHONE
//code here is only called when running on iPhone
#endif
#if UNITY_STANDALONE_WIN && !UNITY_EDITOR
//code here is only ran in a unity game running on windows outside of the editor
#endif

//other code that will be ran regardless of platform

}
Unity I /N4 DY MI. SZTOFHIENTELT
TIYRNTA—LD A RE T T AT 5

225213 ROVTNOIAT7TEAVY I E T2 YN ITF—LDI Yy Rhbdsznh s LI T

o

B IREAYYRICE. X—T—Rpareiat O TOWE T, CHIFIUNA ST TRE "F—
TUDELIEL. DT F7ALEDODRHBIINELSCLET.

// ExampleClass.cs
using UnityEngine;

public partial class ExampleClass : MonoBehaviour
{
partial void PlatformSpecificMethod();

void OnEnable ()
{

PlatformSpecificMethod() ;
}
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NTHA*AIVYRETSETIYNIFA—LDRIZ)TANDT7 74 La2TEET. Ay RIG. NT

A= EDIEMTELI T o ree DS THH Dooias

// ExampleClass.Iphone.cs

#if UNITY_IPHONE
using UnityEngine;

public partial class ExampleClass

{
partial void PlatformSpecificMethod ()

{
Debug.Log ("I am an iPhone");

}

#endif

// ExampleClass.Android.cs

#if UNITY_ANDROID
using UnityEngine;

public partial class ExampleClass
{
partial void PlatformSpecificMethod ()
{
Debug.Log ("I am an Android");
}

}
#endif

AV RhEanhthion, JuNA SI3ULELE T,

ERNIDNT—IF. TTA4T—DIAV Y RETBHICHTT,

X4 UTRILFTZ Y b7 #—L%Z hitps:/Iriptutorial.com/ja/unity3d/topic/4816/X L F T =

v b T F—L
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* public static int Input.touchCount
« /X7 Y Z Touch Input.GetTouchint index

Examples

5 FD

Unity®> v F &9 5ICI3. 1nput.cetTouch 0 ELTA YT VIR ETEITITTY.

using UnityEngine;
using System.Collections;

public class TouchExample : MonoBehaviour ({
void Update () {

if (Input.touchCount > 0 && Input.GetTouch (0).phase == TouchPhase.Began)

{
//Do Stuff

}

T3

using UnityEngine;
using System.Collections;

public class TouchExample : MonoBehaviour ({
void Update () {

for(int i = 0; i < Input.touchCount; i++)
{
if (Input.GetTouch (i) .phase == TouchPhase.Began)
{
//Do Stuff

}

NnNoDIF. DTF—LIL—LOYYFE LT T,

TouchPhase

TouchPhase®IZ (3. 5D TouchPhase

o otz
o« -TH/z
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SRICHDFTTH. hTHIEA
. -EhBEIT/
e XY UL - VRTLMEYFORNSYX T EX Yy UL LT L

JolZIE FTVIOMETBHICIR. CORVYTNIZYFICDTOTICDIFONE T,

public class TouchMoveExample : MonoBehaviour

{
public float speed = 0.1f;

void Update () {
if (Input.touchCount > 0 && Input.GetTouch (0).phase == TouchPhase.Moved)

{
Vector2 touchDeltaPosition = Input.GetTouch (0).deltaPosition;

transform.Translate (-touchDeltaPosition.x * speed, —-touchDeltaPosition.y * speed,

B4 TERINAILT Ty b7 F—L%ZE https://riptutorial.com/ja/unity3d/topic/6285/T/ N4 )L

TS5y N D F— LA
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Examples
I—RTANY BT

TIOFALDITIE. A VARG ELTARUNETBENHDEITH. I—RTHOBELHHDE
g, ZDOTIFZ. FNET B-OITKRY UDclicktf XU MILE T,

using UnityEngine;
using UnityEngine.UI;

[RequireComponent (typeof (Button)) ]
public class AutomaticClickHandler : MonoBehaviour
{

private void Awake ()
{
var button = this.GetComponent<Button> () ;
button.onClick.AddListener (HandleClick) ;
}

private void HandleClick ()
{

Debug.Log ("AutomaticClickHandler.HandleClick ()", this);
}

UIJdVR—RUBMI AL VD) RF+—FICLI T,

* Button onClick

KRB 745> onvalueChanged

InputField onEndEdit « onValidatelnput « onValueChanged
o XU H—IL/\— onValueChanged

ScrollRect onValueChanged

2 74 % onValueChanged

k27l onValueChanged

<A AF—D

C&2TI>. TUR—RUBMIEL2TRATATIZENTOLEODA RN [I¥TRA XU B
LVRF—%FFT B EMNHVET. TNESITIF. Eventtrigger I VR—RX U NELTTT 5
HOET

using UnityEngine;
using UnityEngine.EventSystems;

[RequireComponent (typeof ( EventTrigger )) ]
public class CustomListenersExample : MonoBehaviour
{
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void Start ( )

{
EventTrigger eventTrigger = GetComponent<EventTrigger>( );
EventTrigger.Entry entry = new EventTrigger.Entry( );
entry.eventID = EventTriggerType.PointerDown;
entry.callback.AddListener( ( data ) => { OnPointerDownDelegate (

(PointerEventData)data ); } );

eventTrigger.triggers.Add( entry );

public void OnPointerDownDelegate ( PointerEventData data )

{
Debug.Log( "OnPointerDownDelegate called." );

SFIE AR MNDNTT

» PointerEnter

» PointerExit

* PointerDown

» PointerUp

» PointerClick

e RoWT

. ROVT

« X O—IL

» UpdateSelected

. T5

* InitializePotentialDrag
* BeginDrag

* EndDrag

« T5

e XY UL

T4 v TA—Y—A UHF—TIA AV T LUIET
https://riptutorial.com/ja/unity3d/topic/2296/ 1—Y—4 V57 —T T A4 XY X T I -ui-
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Examples
DI=ODOT = F—y 3
COI—RIF. UnityPT7 ZA—v 3Dk eELTHET.

ZDTIR. 20D F7ZA—v 300 )y TIMWTT., ZU0ETA RL, Tho®O7ZrA—yv3vld.
Stand-In-PlaceT—¥ a Tk TS VI BA. 72 A—v 32 Yy T% LI5S, Animator
Controller® L 9. CodvbhA—>5—% 7 A—N g5 TL—NV—E/@T5—LFTVIY
MILE T,

WindowsZ 7Y 3 U HAnimator 4 Y ROEEEX . 20O FA—v 3oy Tk

Animator7 4 VY RIICRS YT 5L 200MENET. Lied. ONSA—H5THELT.

2DMDINTA—FHEEHpoolE LTLEXF. [PerformRunl & [Performidle ] & &FIF T2 0
"Performidle" Ztruelc LE 7.

TARLDSHEIZLTTA RILICLET. Idle-> Runtransition®2 Y2 L. Inspector” 4 > R
I THasExitP&E LE T. DICHLIEELET. 74 RLsZ D, & LEX 9 Performidles
Run-> Idle®. PerformRunz LX 3. OCR V)TN ET—LF TV O MILET. ORY Y
EOCT7iA—yvavel. EORYUTIEEHVET.

using UnityEngine;
using System.Collections;

public class RootMotion : MonoBehaviour ({

//Public Variables

[Header ("Transform Variables")]
public float RunSpeed = 0.1f;
public float TurnSpeed = 6.0f;

Animator animator;

void Start ()
{

/**

* Initialize the animator that is attached on the current game object i.e. on which you
will attach this script.

*/

animator = GetComponent<Animator> () ;

}

void Update ()
{

/**

* The Update () function will get the bool parameters from the animator state machine and
set the values provided by the user.
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* Here, I have only added animation for Run and Idle. When the Up key is pressed, Run

animation is played. When we let go, Idle is played.
=)

if (Input.GetKey (KeyCode.UpArrow)) {
animator.SetBool ("PerformRun", true);
animator.SetBool ("PerformIdle", false);
} else {
animator.SetBool ("PerformRun", false);
animator.SetBool ("PerformIdle", true);

void OnAnimatorMove ()

{
/**

* OnAnimatorMove () function will shadow the "Apply Root Motion" on the animator.

game objects psoition will now be determined
* using this fucntion.
v
if (Input.GetKey (KeyCode.UpArrow)) {
transform.Translate (Vector3.forward * RunSpeed);
if (Input.GetKey (KeyCode.RightArrow)) {
transform.Rotate (Vector3.up * Time.deltaTime * TurnSpeed);
}
else if (Input.GetKey (KeyCode.LeftArrow)) {
transform.Rotate (-Vector3.up * Time.deltaTime * TurnSpeed);

| Layers || Parameters - Base Layer Auto Live Link
farMame

= PerformPRun
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using UnityEngine;
using System.Collections;

public class RunAnimation : MonoBehaviour ({

Animator animator;
float curveValue;

void Start ()
{

animator = GetComponent<Animator>();
}

void Update ()
{

curveValue = animator.GetFloat ("ForwardRunCurve") ;

transform.Translate (Vector3.forward * curveValue);

curveValueld. DICZHBF SForwardRunCruvePz LE 9. 1cBI3EDZE>THORAE—RZZTH
. ZORP)TNETL—N—OT—LFTVII MITEHIENTELS.
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Renderer renderer = GetComponent<Renderer> () ;
Material mat = renderer.material;
mat.SetColor ("_EmissionColor", Color.yellow);
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RURTEYNETEHD. I2EZIIOF—TA4F. TXXA e —h 24 XF 5213
T,

Tt bI. ResourcesE WODITFILAFILTHEDNHVET. DUYYV—XTFILSETOVITY
RDICEE B EIETT . resources? ZRIEIHEID>TWHBDH ST NTDResources 7 # L
TELET.

)y —Z(C&qNnfcgXTo7ey M. I—RTE2NTOWE{THELRIZENET. Lizd>
T. YY—XIZIZT7ey hELEWT &0,

//Example of how to load language specific audio from Resources

[RequireComponent (typeof (AudioSource)) ]
public class loadIntroAudio : MonoBehaviour ({
void Start () |

string language = Application.systemLanguage.ToString();

AudioClip ac = Resources.Load(language + "/intro") as AudioClip; //loading intro.mp3
specific for user's language (note the file file extension should not be used)

if (ac==null)

{

ac = Resources.Load("English/intro") as AudioClip; //fallback to the english

version for any unsupported language

}

transform.GetComponent<AudioSource> () .clip = ac;
transform.GetComponent<AudioSource> () .Play () ;
}
}
V) Ny
) ) —2101

3

Unityll I3, S EERICTEZWLCDODD D] 7FLTDHVET. ChoDI7HLSTD
120 Uv—=x] &lgn.

'Resources' 7 7L 1. UnityTICEHEL2DDNDS>EM1DTT H S1Dld AssetBundlesUnity
Docs

'Resources' 7 7L 3Assets 7 A LT DEZICH>THMTWEBA. /-, Resourcese D
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DOITFNTEDIENTELT. FXTD 'Resources' 7 LT DI, JUNAILIZI—VEN
9.

Resources 7 #ILT—mib 74y hEO—R T %413, Resourcesload®d 5 &ETT. DI
INDA—BEDNET., COINTA—S%ETF HE. Resources? FILHFICT BT 7AILDINIET
=FXd. Tty bEO—RIBILTF7AILETSEIHVIEA

public class ResourcesSample : MonoBehaviour {

void Start () {
//The following line will load a TextAsset named 'foobar' which was previously place

under 'Assets/Resources/Stackoverflow/foobar.txt'
//Note the absence of the '.txt' extension! This is important!

var text = Resources.Load<TextAsset> ("Stackoverflow/foobar") .text;
Debug.Log (string.Format ("The text file had this in it :: {0}", text));

DAFTVIINTENEF TV, Vy—2Xhpao—RTETT. E0E5EFTVIH
M3, TOXFeBEFoNZ3IDETIL. L3O TS4 hTT.

//This example will load a multiple sprite texture from Resources named "A_Multiple_Sprite"
var sprites = Resources.LoadAll ("A_Multiple_Sprite") as Spritel];

FTRTRICNT

CCTIR. INTOH T REIRTOT—LICA—RFT B1DICT E2NUN—0 T & LI T
. LN E ‘\/—\J@@GameObject(: 52 & bf?%\ ENIF—TAFT 774" 'Resources /
Sounds' 7 AL hoHE—RLE T

public class SoundManager : MonoBehaviour ({

void Start () {

//An array of all sounds you want to load
var filesToLoad = new string[] { "Foo", "Bar" };

//Loop over the array, attach an Audio source for each sound clip and assign the
//clip property.
foreach (var file in filesToLoad) {

var soundClip = Resources.Load<AudioClip> ("Sounds/" + file);

var audioSource = gameObject .AddComponent<AudioSource> () ;

audioSource.clip = soundClip;
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Examples
L 1%+ Ah

DI 3/_\/@-3—/\?@] 74 9.‘_(: L_C\ émaxDistancedirection(:originbs60)%x’ 2
Li g’o

Z DI maxDistanceo)origin direction maxDistance v~ maxDistance (3 5 A g_bfa é b‘ e 5 b‘ 2&
LE 7.

Physics.Raycast (origin, direction, maxDistance);

Z(i\ b:_AGameObject 101:\‘/ |\ (:_ b‘&) é\ Hello Worldjﬁ‘:I \J\/_)l/(:- é hg 3—

using UnityEngine;

public class TestPhysicsRaycast: MonoBehaviour
{
void FixedUpdate ()

{

Vector3 fwd = transform.TransformDirection (Vector3.forward);

if (Physics.Raycast (transform.position, fwd, 10))
print ("Hello World");

Physics2D Raycast2D
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using UnityEngine;

public class Physics2dRaycast: MonoBehaviour

{

public LayerMask LineOfSightMask;

void FixedUpdate ()

{
RaycastHit2D hit = Physics2D.Raycast (raycastRightPart, Vector2.down, 0.6f *

heightCharacter, LineOfSightMask);

if (hit.collider != null)
{

//code when the ai can walk

}

else

{

//code when the ai cannot walk

}

}

CDTIF. [FLNWTY. raycastRightPartl3DTH SH/cH. LA X ¥ X MIDTHNET. 3% ¥
Z205—DIM6THBHNT. LA XV X MIIT/oofcE &y bLERA. ToTWBLY
HIWTT. Layermask DA ICENTNSBIERLET. E5ThWIE. OOFTYVIIMHL
£79.

RaycastHit2DId TH V. S xTldznfed. v MInullll@EDELA. DD
. RaycastHit2DP I 74 5—& 3 5 0h D .

LAY A I—ILDOH T LI
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SoCOMBEE. HF—LFTVTO MIIZIILANVIZOESR O, TEICTRETIEIHVE
BA. EZ2XVY VT HLEINTT. LAXVYIMOBINETOM. TENEHLT—LFTVITY
MIE>TTREOWDOD., FRIIEFNDITSHICOAL. FNDNT SHICDOTHEST N,

CNICTT78—F 9 %1DDIF. LayerMask® ScriptableObjectd VX ¥ U XIC L. TNH &R Y
VT RCTHLA XYM —EXDTH—LELTTSHIETY .

// RaycastService.cs
using UnityEngine;

[CreateAssetMenu (menuName = "StackOverflow") ]
public class RaycastService : ScriptableObject
{

[SerializeField]
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LayerMask layerMask;

public RaycastHit2D Raycast2D (Vector2 origin, Vector2 direction, float distance)
{

return Physics2D.Raycast (origin, direction, distance, layerMask.value);

}

// Add more methods as needed

// MyScript.cs
using UnityEngine;

public class MyScript : MonoBehaviour

{
[SerializeField]
RaycastService raycastService;

void FixedUpdate ()

{
RaycastHit2D hit = raycastService.Raycast2D (Vector2.zero, Vector2.down, 1f);

}

NIZED. IRTOLATXVYRAMNY—EREZTEET. LATXVYI M H—ERIFINT.
SEIIHICLTLAN—RIIOIEbENEVNIT. HELIIODICTEHLDE. DEDTS
YNNI F—LILTHLDEDIENTEL T,

LayerMask& [Z 3 509 513, Zhid>DRaycastService7 €Y b 2T 527 THE T
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31: L 1 v—

Examples
L A v—

AZTALAN—RZIZTETOHWITN. BEFTVII RO, OTITSFTVIV MET HDIC
TELITN. LAV—I3TonysicsZ? ZADTENE T . Unity Documentation - Physics

LA4v—IdTEN. O&SCLTIcTFIemTEEq,

using UnityEngine;
class LayerExample {

public int layer;

void Start ()
{
Collider[] colliders = Physics.OverlapSphere (transform.position, 5f, layer);
}
}

CDTLAN—%RTHE. SN-TINELAN—EDHT—LFTVITY bEDCollider/> I ME
nEks. ChickD,. VY I EIHICL. N7 F—X U edBET.

L 41 v—~% X5

Layervaskld. DICETDEIRIZLESICT S VT TI—IXTT. 12f2L. DA Uy ME 4
ZARZIORAY TSI I A Za—hoDLANVN—5TE5LDCTHIETT,

using UnityEngine;
class LayerMaskExample {

public LayerMask mask;
public Vector3 direction;

void Start ()
{
if (Physics.Raycast (transform.position, direction, 35f, mask))
{
Debug.Log ("Raycast hit");
}

}

Tl LANEA VT Y IREEA VT YOI RICTBEOOOHLEINTHI T,

using UnityEngine;
class NameToLayerExample {
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void Start ()

{
int layerindex = LayerMask.NameToLayer ("Obstacle");

{

LAN—FITVIEIZTSHLHIC. AV Yy RELTT.

public static bool IsInLayerMask (this GameObject @object, LayerMask layerMask)

{
bool result = (1 << @object.layer & layerMask) == 0;

return result;

DI Y R, H—LFTIVITIOMNLAT—IARAIITAITILHEMLESHEF T VDY
5 E7ICLET.

A4 U TLANY—%T https:/Iriptutorial.com/ja/unity3d/topic/4762/L 1 ¥ —
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32: > AT L

Examples

GetKey £ GetKeyDown & GetKeyUp D\ »
. hoAsEBHVET.
72 XT DKeycode enum®D-

1. Input.GetKey ’y\’_j L X %Input .GetKey

Input.GetKey‘J\ :L_-U:_bfé hf: EV_% L/T(l\ é\ y) L/ true% L/i 3'0 Chlié Z’U’: 5(—% L,
1EEEN LT HDICTEET. [dSpaceXx—2 LIcEEDDDTT. TJLAV—EX*x—%dHD
LTIFRHBVDIEA.

public GameObject bulletPrefab;
public float shootForce = 50f;

void Update ()
{
if (Input.GetKey (KeyCode.Space))
{
Debug.Log ("Shooting a bullet while SpaceBar is held down");

//Instantiate bullet
GameObject bullet = Instantiate (bulletPrefab, transform.position, transform.rotation)
as GameObject;

//Get the Rigidbody from the bullet then add a force to the bullet
bullet.GetComponent<Rigidbody> () .AddForce (bullet.transform.forward * shootForce);

27T 5(_% LT .Reading Input .GetKeyDown

Input.GetKeyDown‘i <Y ¢V 5’(—7)\"3 niz& % (C 17Lf(7true(f_7§t ‘Qi 7. Cnig. Input.GetKeyt
Input .GetKeyDown/L V) Input .GetKeybown « € PD1DDIF. UIX @K@ T A TLDF /7 7%V
Z5ETHS.

public Light flashLight;
bool enableFlashLight = false;

void Update ()
{
if (Input.GetKeyDown (KeyCode.Space))
{
//Toggle Light
enableFlashLight = !enableFlashLight;
if (enableFlashLight)
{

https://riptutorial.com/ja/home 155


https://docs.unity3d.com/ScriptReference/KeyCode.html

flashLight.enabled = true;
Debug.Log ("Light Enabled!");
}
else
{
flashLight.enabled = false;
Debug.Log ("Light Disabled!");

3T 5(—% LT .Reading Input.GetKeyUp

= h‘;-t Input.GetKeyDown t Input .GetKeyDown?g—o *—bflé hf: t E_% % ?’ 67:: v8) (:. é hi .j—o
Input.GetKeyDown t (: « true l j:f (j L/true ° 7: t 2. ‘i\ Input.GetKeyDown 5‘(_i.)flnput . GetKeyDownh

Th é t E_%enable 5 A |\ 2&enable L/ ~ Input.GetKeyDowng(_%Input.GetKeyUpt E_% (C 5 A |\ % (C ?’ 6
:— t 27§enable$ g—o

public Light flashLight;
void Update ()
{
//Disable Light when Space Key is pressed
if (Input.GetKeyDown (KeyCode.Space))
{
flashLight.enabled = true;
Debug.Log ("Light Enabled!");

//Disable Light when Space Key is released
if (Input.GetKeyUp (KeyCode.Space))
{

flashLight.enabled = false;

Debug.Log ("Light Disabled!");

o —mAah

Input.acceleration‘;\ ﬂ)ﬁ_%gj'%j':(y)(:éhia—o :h‘;\ SD(:X\ VA z%tt L,_C
VectorBz& Li ‘d—o

void Update ()
{
Vector3 acclerometerValue = rawAccelValue();

Debug.Log ("X: " + acclerometerValue.x + " Y: " + acclerometerValue.y + " Z: " +
acclerometerValue.z);

}
Vector3 rawAccelValue ()

{

return Input.acceleration;

2T DA Advance
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LY DHD%E L TGameObjectZ2 X /cl3E B H L. ERLENTENHVET. 2L THHT
52EEHBHLIET. CIF. ooz, §5CICF5EHDET. Thid. A—XX T«
)Lg??%ig—o :h‘g\ Vector?,_Lerpbs‘énT(’\%?g—o

//The lower this value, the less smooth the value is and faster Accel is updated. 30 seems
fine for this
const float updateSpeed = 30.0f;

float AccelerometerUpdateInterval
float LowPassKernelWidthInSeconds
float LowPassFilterFactor = 0;

1.0f / updateSpeed;
1.0f;

Vector3 lowPassValue = Vector3.zero;

void Start ()

{
//Filter Accelerometer
LowPassFilterFactor = AccelerometerUpdateInterval / LowPassKernelWidthInSeconds;
lowPassValue = Input.acceleration;

void Update ()
{

//Get Raw Accelerometer values (pass in false to get raw Accelerometer values)

Vector3 rawAccelValue = filterAccelValue (false);

Debug.Log ("RAW X: " + rawAccelValue.x + " Y: " + rawAccelValue.y + " Z: " +
rawAccelValue.z);

//Get smoothed Accelerometer values (pass in true to get Filtered Accelerometer values)
Vector3 filteredAccelValue = filterAccelValue (true);
Debug.Log ("FILTERED X: " + filteredAccelValue.x + " Y: " + filteredAccelValue.y + " Z: "
+ filteredAccelValue.z);
}

//Filter Accelerometer
Vector3 filterAccelValue (bool smooth)
{
if (smooth)
lowPassValue = Vector3.Lerp (lowPassValue, Input.acceleration, LowPassFilterFactor);
else
lowPassValue = Input.acceleration;

return lowPassValue;

Lo HDOAY

Y —HFIZADLT.

DT, AEVENTE T,

void Update ()
{
//Get Precise Accelerometer values
Vector3 accelValue = preciseAccelValue();
Debug.Log ("PRECISE X: " + accelValue.x + " Y: " + accelvValue.y + " Z: " + accelValue.z);
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Vector3 preciseAccelValue ()
{
Vector3 accelResult = Vector3.zero;
foreach (AccelerationEvent tempAccelEvent in Input.accelerationEve
{
accelResult = accelResult + (tempAccelEvent.acceleration * tem
}

return accelResult;

ZDTIIAEVEDTEEA .

void Update ()

{
//Get Precise Accelerometer values
Vector3 accelValue = preciseAccelValue();

nts)

pAccelEvent.deltaTime) ;

Debug.Log ("PRECISE X: " + accelValue.x + " Y: " + accelValue.y + " Z: " + accelValue.z);
}
Vector3 preciseAccelValue ()
{
Vector3 accelResult = Vector3.zero;
for (int i = 0; i < Input.accelerationEventCount; ++i)
{
AccelerationEvent tempAccelEvent = Input.GetAccelerationEvent (i);
accelResult = accelResult + (tempAccelEvent.acceleration * tempAccelEvent.deltaTime);

}

return accelResult;

CNETALZ)TEINEWZEILLTLREN, 2T JAXETHEHOIIDOETSHET

Cred

TI)AKRY DA A, 77

N\

Nnomid. RURRZ )y oOFTyoIlanid d.

® Input.GetMouseButton (int button);
® TInput.GetMouseButtonDown (int button);
® Input.GetMouseButtonUp (int button);

TNOHR>INTUNT A A= &5,

e 0=NTIRXU Y,
e 1 ::?7rt7;1{7 L)\y 7,
« 2=NXNTJZXO Yo,

GetMouseButton‘g\ ~ er/-Kg ‘JbS\L/—C C—S nj—: : t %g_ éj—:&)(: C—S hi -g_
é n—c('\ é‘gtrue% L/true °

o SNV TRKRE b
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void Update ()
{

if (Input.
{

Debug.
}
if (Input.
{

Debug.
}
if (Input.
{

Debug.

GetMouseButton (0))

Log ("Left Mouse Button Down");

GetMouseButton (1))

Log ("Right Mouse Button Down");

GetMouseButton (2))

Log ("Middle Mouse Button Down");

GetMouseButtonDown‘;\ 7"?10 I) ‘yab\‘.&)ét %%?672&3(:3“& -§'o ?ttrue Ltrue o 7'-7
2R UMENTUENDET. Fere VIR A

void Update ()
{

if (Input.
{

Debug.
}
if (Input.
{

Debug.
}
if (Input.
{

Debug.

GetMouseButtonDown (0))

Log ("Left Mouse Button Clicked");

GetMouseButtonDown (1))

Log ("Right Mouse Button Clicked");

GetMouseButtonDown (2))

Log ("Middle Mouse Button Clicked");

GetMouseButtonUp‘Sr N é Z’U—C ~ '_717'_\09 \Jbs.(' ) jGetMouseButtonUpé hé 7!7\ iQ_’ -§' 67: HIZ é hi §'o
Chld. SNV IIRTUDNENS Etrvelire s DIETIER. ENEUSRITNIEE LR

b,

void Update ()
{

if (Input.
{

Debug.
}
if (Input.

{

Debug.

if (Input.

{

GetMouseButtonUp (0) )

Log ("Left Mouse Button Released");

GetMouseButtonUp (1))

Log ("Right Mouse Button Released");

GetMouseButtonUp (2))
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Debug.Log ("Middle Mouse Button Released");

&4 U TYRT LT https:/iriptutorial.com/ja/unity3d/topic/3413/3 X T
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Q%—F7‘574 AILA—Y—o 55— 1A
AV AT AIMGUI

« public static void GUILayout.Label 7 X X k. /X2 *—% GUILayoutOption [] options

« public static bool GUILayout.Button7 X X b . /X3 *—% GUILayoutOption [] options

« public static string GUILayout.TextArea7T X X b . params GUILayoutOption [] options
Examples

GUILayout

WUIVA T LY—IL, T—LTOL a4 TOoTN\yTIlanE s,

void OnGUI ()
{
GUILayout.Label ("I'm a simple label text displayed in game.");

if ( GUILayout.Button ("CLICK ME") )
{
GUILayout.TextArea ("This is a \n
multiline comment.")

GUILayoutl3OnGUIT L& 7.

A4V TE—RIT T4 WL A—Y—A U 5—T T4 XAV T LIMGUIZT
https://riptutorial.com/ja/unity3d/topic/6947/T— R 27 4 AL A—Y—A U 5—T I A XV X T
Lx-imgui-
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« void Transform.TranslateVector3 translation. Space relativeTo = Space.Self

 void transformTranslatefloat x. float y. float z. Space relativeTo = Space.Self

« void Transform.RotateVector3 eulerAngles. Space relativeTo = Space.Self

 void Transform.Rotatefloat xAngle. float yAngle. float zAngle. Space relativeTo =
Space.Self

 void Transform.RotateVector3. . Space relativeTo = Space.Self

« void Transform.RotateAround <% kL3, XZ hL3. &

 void Transform.LookAtTransform target. Vector3 worldUp = Vector3.up

+ void Transform.LookAtVector3 worldPosition. Vector3 worldUp = Vector3.up

Examples

NSURTDHF—LIF. ATV L L DEEDFTVIVMOELIT. /o0 ThHoD
TANTADENFNETSHHZLZTHET. X T DGameObject! [ TransformDS» DX 7.

FT T T ND

// Move an object 10 units in the positive x direction
transform.Translate (10, 0, 0);

// translating with a vector3
vector3 distanceToMove = new Vector3(5, 2, 0);
transform.Translate (distanceToMove) ;

FT T T ND

// Rotate an object 45 degrees about the Y axis
transform.Rotate (0, 45, 0);

// Rotates an object about the axis passing through point (in world coordinates) by angle in
degrees

transform.RotateAround (point, axis, angle);

// Rotates on it's place, on the Y axis, with 90 degrees per second

transform.RotateAround (Vector3.zero, Vector3.up, 90 * Time.deltaTime);

// Rotates an object to make it's forward vector point towards the other object
transform.LookAt (otherTransform) ;

// Rotates an object to make it's forward vector point towards the given position (in world
coordinates)

transform.LookAt (new Vector3 (10, 5, 0));

SDCDERUNity P X2 AT =3 UTHIENTELT

Ej::\ /7£ A?% L,_C(/\%)(Et\ (\—-isKinematic == truebfisKinematic == true—c('”:t('\ ‘9\ % L/&('\
TS, ZEOLS5%1F. [T BAddForce® DDAV Y RELE T
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Tk

Unityld. 7RV IO b ELTHLHIC, ELET. ITAHELTHFTVII R EDIINTS
ZElgTESZ TN, I—RTHIIELbTELT.

<
FITVIORNDEDIY Y RTT B ENTELT

var other = GetOtherGameObiject () ;
other.transform.SetParent ( transform );
other.transform.SetParent ( transform, worldPositionStays );

NSURDA—LDETDHE. FATVII MDET—IL RIZELF. worldPositionStays’/ X 7 *
—5—lfalse® LT. CDEICT S EMNTEI S,

DAY YRELT. FTVII MDD UR T A—LDTHEINEOINETHEHLTELT
other.transform.IsChildOf ( transform );

=5

FTVIIMIBOWEELTOIEMTESLDT. OHLDOFEHIEMTETT. CNESHIR
. DETHIETT

transform.Find( "other" );
transform.FindChild( "other" );

FindChildZfLIZ. 72— ROTLZX 7.

ESICDIIHBETHIEHLTETT. CNESICIF. [/l ELTLRLELLLET,

transform.Find( "other/another" );
transform.FindChild( "other/another" );

EOIVFITSHEHS1DMDIE. GetChild

transform.GetChild( index );

GetChildld«f VT v o 2ELTEHEELET. CHIFZHTURNELDEHEEITNIEED
FEA

int count = transform.childCount;
12T 7 AD

GameObjectPDE T 5 EWTELT. ThESE. OETELITLzZLRLELY—FTH S
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ELET.

other.transform.SetSiblingIndex ( index );
DAVYRELT. A VT YOI REZIFICCTHIEHTETT

other.transform.SetAsFirstSibling () ;
other.transform.SetAsLastSibling() ;

ERON 2K AVE

NSURDFA—LDIRTOELIZD. CNESENTESLT

foreach (Transform child in transform)

{
child.parent = null;

}

T/ Unityld oo nE LE T

transform.DetachChildren () ;

(:\ DetachChildren () tDetachChildren() 'J\ @é @@E’HU”(: Lgi -d—o _335 @ N E’TCZI (:\: t (:7‘;

nNE 9.
DIDODOTH 5%

& 224 2 T%L https:/iriptutorial.com/ja/unity3d/topic/2190/
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[AddComponentMenustring menuName]
[AddComponentMenustring menuName- int order]
[CanEditMultipleObjects]

[ContextMenultem. ]

[ContextMenu]

[CustomEditor” 4 “inspectedType]

[CustomEditor& /= bool editorForChildClasses]
[CustomPropertyDrawerd]

[CustomPropertyDrawer® . bool useForChildren]
[DisallowMultipleComponent]

[DrawGizmoX X &% 4 7X X E]
[DrawGizmoGizmoType X XE. % 4 TdrawnGizmoType]
[ExecutelnEditMode]

[Ny T =~y T —]

[HidelnInspector]

[InitializeOnLoad]

[InitializeOnLoadMethod]

[Menultemstring itemName]

[Menultemstring itemName. bool isValidateFunction]
[Menultemstring itemName. bool isValidateFunction. int priority]
[int]

[Preferenceltem]

[float min. float max]

[RequireComponent®]

[RuntimelnitializeOnLoadMethod]
[RuntimelnitializeOnLoadMethodRuntimelnitializeLoad Type loadType]
[SerializeField]

[AR—REDT]

[TextAreaint minLines. int maxLines]
[V—ILF T YU—ILF v ]

SerializeField

Unity®¥ )7 24 8—Y3 Vv X728 LT £ 5H5ENTEXT

VT IAZDODT4—ILREVYTFILTELEIENTEET
[SerializeField| C¥X—2 & N/cD 74 —IL R&EV ) FILTEEXT
T4—ILREVYTILTEIHA
TANTA4 &5V TILTEIHEA
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74— RI3. Jo& Z SerializeFieldCY—2 2NTHWTH. UnityDS vV U TLTES5A4TTH %

[CDOIHFENET.

« UnityEngine.Object® L1237 X T M2 7 X GameObject. Component. MonoBehaviour.

Texture2D

« int. string. float. bool®&L > FXTDT—%5

« Vector2 / 3/4. Quaternion. Matrix4x4. Color. Rect. LayerMaskx EDE L b U5 AT

e VYUTPSAZTHED
e DY X K

Examples
DAY AN

[Header ( "My variables" )]
public string MyString;

[HideInInspector]
public string MyHiddenString;

[Multiline( 5 )]
public string MyMultilineString;

[TextArea( 2, 8 )]
public string MyTextArea;

[Space( 15 )]
public int MyInt;

[Range ( 2.5f, 12.5f )]
public float MyFloat;

[Tooltip( "This is a tip for MyDouble"

public double MyDouble;

[SerializeField]
private double myHiddenDouble;
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Attributes Example (Script)

My variables
String
Wy Multiline String HellaWarld,

Lorem ipsum dolor sit amet, consectetur ,

Lt et ipsum elit, Suspendisse consectetur

orem ipsum daolor si
rutrum elit

Attributes Example (Script)

My variables

HelloWarld,
Lorem ipsum dolor sit amet, consectetur .

Lt et ipsum elit, Suspend consectetur

irtor dui wenen
a dui, Mullam id lacini

[Header ( "My variables" )]
public string MyString;

ANYT—F. ETALA—LRDICTXIRNELDOINLELETT. Chid. TL—T&#DIRILIC
LT %O TL—TICIRLEIFSIZELINTT.

[HideInInspector]
public string MyHiddenString;
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Hidelninspectorld « /NXT Uy o T4 —IL RDSA IR ZIZENZOESCLET. Thnid.
ENZWINTEOCI—ROONLT74—ILRICTILRTSHICTY.

[Multiline( 5 )]
public string MyMultilineString;

Multilineld. DT XIMRYIZELET. COEZSE. Ryrz2bhang. X2 b
HOEINI A,

[TextArea( 2, 8 )]
public string MyTextArea;

TextAreald. DLECZZAILDTXIMNE, TXI MV TONEEZ HII RV O0—ILN—%
LEXd.

[Space ( 15 )]
public int MyInt;

INX—NE. OTFTATLEDTATLDIIEIR—ETEHED4 AR ZICLET. Th
. ZIL—TnEIlBEE T,

[Range ( 2.5f, 12.5f )]
public float MyFloat;

Rangeld. EDD&ELET. minEmaxPeLTEnThTH, CDR>ETHLET.

[Tooltip( "This is a tip for MyDouble" )]

public double MyDouble;

V—ILFyTICIE. T4—IL ROIRILEICWEEICONRENT T,

[SerializeField]
private double myHiddenDouble;

SerializeFieldl@UnitylC 7 4« —IL ROV U FLZLE T, T4 _X—bT4—IL RIZTT.

a2 R—XRX 2 bD

[DisallowMultipleComponent ]

[RequireComponent ( typeof ( Rigidbody ) )]
public class AttributesExample : MonoBehaviour
{

[oool
}

[DisallowMultipleComponent ]
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DisallowMultipleComponentld . 21— —MNC DI UKR—KX U hODA VXY IR E1DD
GameObjectliC T 5DEEE .

[RequireComponent ( typeof ( Rigidbody ) )]

RequireComponent& 3 & . ZM I UIR—X 2 b &#GameObjectlC TS5 EEDE LTOD I UR—
AUNEI3ENETESS. DI UR—R Y M EGameObjectlC T 5 & . &I UR—F U b
MCEnEFLhn,. TENOOIVR—XUMNI BT VKR—RU INENBITTEI A,

[ExecuteInEditMode]
public class AttributesExample : MonoBehaviour

{

[RuntimeInitializeOnLoadMethod]
private static void FooBar ()
{
[...]
}

[RuntimeInitializeOnLoadMethod( RuntimeInitializeLoadType.BeforeScenelLoad )]
private static void Foo ()
{
[...]
}

[RuntimeInitializeOnLoadMethod( RuntimeInitializelLoadType.AfterSceneload )]
private static void Bar ()
{
[...]
}

void Update ()
{
if ( Application.isEditor )

[ExecuteInEditMode]
public class AttributesExample : MonoBehaviour

s

ExecutelnEditModel3. 7
EUnitylCICEEE T

LT AENTOHWEOWTYH, ZOX2YThORYUYy O Ay R

ZDIF. E—RDELDCICUENB0ITTIIHDIEA

e 2. V—rdbhhENEEZICOAPINT T,

e ONGUIIE. —LE2a—DBA RV MNEIFHEFEINIT.
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« OnRenderObjectE PL U7 Y U7 d1—Xv (3. y—rEa1—& 37 —4
Ea—nI3RToTUEINE T,

[RuntimeInitializeOnLoadMethod]
private static void FooBar ()

[RuntimeInitializeOnLoadMethod( RuntimeInitializeLoadType.BeforeScenelLoad )]
private static void Foo ()

[RuntimeInitializeOnLoadMethod( RuntimeInitializelLoadType.AfterSceneload )]
private static void Bar ()

RuntimelnitializeOnLoadMethod &3 & . T— AN S U5 A4 LEO—R L EEC. 2—H—Hh
LDELTIUIA LI ZRIY Y REPT ZEMTEIT.

V—uBA—RDIFIERICAVY RERINEOSNETEI T T 74U MafterTd. ZDET S
AUy RDIFENTHWIEA.

[AddComponentMenu ( "Examples/Attribute Example" )]
public class AttributesExample : MonoBehaviour

{

[ContextMenultem( "My Field Action", "MyFieldContextAction" )]
public string MyString;

private void MyFieldContextAction ()
{

[ContextMenu ( "My Action" )]
private void MyContextMenuAction ()

[AddComponentMenu] P
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File Edit Assets GameObject Component Example XboxOne Window Help
c:;u + o Add... Ctrl+Shift+A
= Hierarchy Lo

Create Effects

Main Camera Physics
Physics 2D

Mavigation

Light
Gamel
Audio
Rendering
Layout
Miscellanecus
Event
MNetwork
Ul
Exarnples Attribute Example
Scripts

[ContextMenultem]?

Attributes Example (Script)

My String
My Field Acticn

[ContextMenu] P

Attributes
Reset

My String
Remove Component

Move Up

Move Down

Copy Component

Paste Component As New

Paste Component Yalues

Edit Script

My Action

[AddComponentMenu ( "Examples/Attribute Example" )]
public class AttributesExample : MonoBehaviour

AddComponentMenuz 3 5 ¢&. JUR—R UM SO YT MAZa—TlR%E{ JUR—RY
MAZa—ODIZIVR—FR U bETELT.

[ContextMenultem( "My Field Action", "MyFieldContextAction" )]
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public string MyString;

private void MyFieldContextAction ()

{

ContextMenultem% 3 %5¢&. 74— ROIVTXZI M A Za—(lTESBETEET. CNHD

FlCEhnE g,

[ContextMenu ( "My Action" )]
Yy

private void MyContextMenuAction ()

{
[oool

ContextMenuZd %¢. JUR—RX VU MNPIAVFXRAMNAZA—(ITEZE5TETE T,

T 45D

[InitializeOnLoad]
public class AttributesExample
{

static AttributesExample ()
{
[...]

[InitializeOnLoadMethod]
private static void Foo ()
{

[...]

: MonoBehaviour

[InitializeOnLoad]

public class AttributesExample
{

static AttributesExample ()
{
[...]

: MonoBehaviour

InitializeOnLoadZ 3 5 ¢& . 1—HY—3a—H—ED®VEDE LIV R ETEXT. Zhnid.
ITF4MWTENIUNAILEINSZRNCLET. TR NSO 5F. 2ADBODIZUETNSC

telLET.

[InitializeOnLoadMethod]
private static void Foo ()

{
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InitializeOnLoadz 3 ¢ . A—HY—3a—H—ED®VNEDE LIV R 2TEET. Zhid.
ITAMIBENTUNAILENSIZRICLET. COETHAV Y RDIFENTHIEA.

[CanEditMultipleObjects]
public class AttributesExample : MonoBehaviour

{
public int MyInt;
private static string prefsText = "";

[Preferenceltem( "My Prefs" )]
public static void PreferencesGUI ()
{

prefsText = EditorGUILayout.TextField( "Prefs Text", prefsText );

[MenuItem( "Attributes/Foo" )]
private static void Foo ()

{

[MenulItem( "Attributes/Foo", true )]
private static bool FooValidate ()
{

return false;

[Preferenceltem]®
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Unity Preferences n

My Prefs

Prefs Text

General

External Tools

Cache Server

My Prefs

[Menultem]®

File Edit Assets GameObject Component Example XboxOne  Attributes  Window Help

=l Center 2 Global

[CanEditMultipleObjects]
public class AttributesExample : MonoBehaviour

CanEditMultipleObjectsZ 3 & . 1 VR—R > b h5MDGameObjectlC 2 T2 T 5 EMTEE
¥ COIVR—RY IREITNIE. DGameObject® LIc & E[L T VR—R Y b DSDL SIS
NBEZERBVECAD. BOIC[ILFFTVII MDY R—PEINTOIEA] ENWDSA
ve—ImEnE 9.

ZDIF. WRZ LBV ILFEH R—NT HOOHLDTT. HRATLIT 4 FIZICR
LFEYR—MNLE T,

[Preferenceltem( "My Prefs" )]
public static void PreferencesGUI ()

PreferenceltemZ 9§ 5 & . UnityP* —1—ThEZTEXT. 3. §5HCRTHENHVET.

[MenuItem( "Attributes/Foo" )]
private static void Foo ()
{

[...]
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}

[MenulItem( "Attributes/Foo", true )]
private static bool FooValidate ()
{

return false;

}

MenultemZ 3 & IR LA 21—l TEaTELT. COTR. OE{THINYT—HFH
LE T ICfalsez LE T

[CustomEditor ( typeof ( MyComponent ) )]
public class AttributesExample : Editor
{

[...]
}

CustomEditor®d %5¢. IVUR—XR VU BMNDARILITA9E5TE=Ed. CNHoDIT4 534
URARITAUR—R U M ET B0 N, EditorZ 2ADBTENHVE T,

[CustomPropertyDrawer ( typeof ( MyClass ) )]
public class AttributesExample : PropertyDrawer
{

[...]
}

CustomPropertyDrawer& 9 5 & . 4 VXN YDA LTANT 4 RADETEET. Tho
DELENRTLT—HILTBE A VAR I TTHIENTELT.

[DrawGizmo ( GizmoType.Selected )]
private static void DoGizmo ( AttributesExample obj, GizmoType type )
{
[oool
}

DrawGizmo%d 5¢. JUR—R U MNDHR Y LXIEETEE Y. ChHDXIERY—E
1—TENET. DrawGizmoPGizmoType/N\T*—5—%& L CT. XXE&2TH54 IV %T
=57

Ay RIF2DONTGA—ZEELTT 1DI3. XXTETHIUR—KXUKNT. 2D
2. EN-XIXTEELETHF TV MDN>TWSBTYT .

& 224 U T%E https:/iriptutorial.com/ja/unity3d/topic/5535/
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36:

3

ZOhEY O TR, 22T 4 ¥Google AdMobs ED Y — RN—T 4 ¥ —E X ZUnity 7BV T2
MIFBIZDWTLET.

Chi3unity AdslCENE
ICUnity AdsP T A E—RNICL>TWVWBEIEZT S

. DT—LTZ 7 ) ILTAYTL YL IVRCALA—LZEZTELHIEIITEERA. 5
FHIET. Unity Adsl= L. Unity Ads+ Y h 7—OhHx 3 NET,

(DWW TIE. 25740l fREE 0,

Examples
COLIT=T 14D

using UnityEngine;
using UnityEngine.Advertisements;

public class Example : MonoBehaviour
{
#if !'UNITY_ADS // If the Ads service is not enabled
public string gameld; // Set this value from the inspector
public bool enableTestMode = true; // Enable this during development
#endif

void InitializeAds () // Example of how to initialize the Unity Ads service
{
#if !'UNITY_ADS // If the Ads service is not enabled
if (Advertisement.isSupported) { // If runtime platform is supported
Advertisement.Initialize (gameld, enableTestMode); // Initialize

}

fendif
}
void ShowAd () // Example of how to show an ad
{
if (Advertisement.isInitialized || Advertisement.IsReady()) { // If the ads are ready

to be shown
Advertisement.Show(); // Show the default ad placement

JavaScriptP® =7 1D
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#pragma strict

import UnityEngine.Advertisements;

#if
public var gameld

public var enableTestMode

#endif

function InitializeAds

{
#if
if

IUNITY_ADS //

Advertisement.

}
#endif

function ShowAd () //
{

if (Advertisement.
be shown

Advertisement.

String;

(Advertisement.

boolean =

true;

IUNITY_ADS // If the Ads service is not enabled
// Set this value from the inspector

// Enable this during development

() // Example of how to initialize the Unity Ads service

If the Ads service is not enabled

isSupported)
Initialize (gameld,

enableTestMode) ;

Example of how to show an ad

isInitialized && Advertisement.IsReady())

Show () ;

{ // If runtime platform is supported

// Initialize

{ // If the ads are ready to

// Show the default ad placement

A 224 U TH=L hitps://riptutorial.com/ja/unity3d/topic/9796/P
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1. THNIE. THEWA TV O MO )T EIZLET. ZIE. ATV MY TH

Eo5TNWT. JLANV—R LD LIEVNT S WIL—NVN—mDTEBICDRIYTRE
(CFHslem TS0,

Examples
MmO FT YU

D (Cupaate M EDBHUENE AV Y RTIE. XAV Y RFLEIFTZE 0,

[F 7T

"E’?' 6 t % ‘; ~ magnitudeb D (:. sqrMagnitude% L/:I._ 3'0 ':. h(:& D \ &sqrtbs‘é hi a—o
sgrMagnitude % a— %sqrMagnitude‘st ~ :E) §' 6b§5} ‘9 i 3'0

if ((target.position - transform.position) .sgrMagnitude < minDistance * minDistance))

%_Iv/ 7

2!-7910 r\@‘;\ %O)Collider/Rendererbfb_cc\ébxaab\%;l\yag—é:t(:ckj_cx %
BAEFIVITHIENTEELT. pounasllld. 2DONTHNESDETHDICD. &
T’ﬂ,ersect,s}\/ W FE%@&?O

boundsk o ZTVIO MDD ICETOONWET H1-OICI-BEE TS unas corbiotance o

FIyoIld. ATV RMDIICSFLLLETN. ATV NOFIYvIIEI. FTVIO D
CEo2TIR>BENIIWEHHTHHDET.

Mesh.bounds%j— é:— t (i\ D_jj }b@%j—@Téhiﬁ/\w b D (:MeshRenderer.bounds% L/_C < j-i
&,

JIL—F D

2Ly Re—2TRE Ounity APIICT 5D%& LTW I3 CoroutinesE LTDTL—AICL. 7
TUVr—yv3velCLET.

D—F UEE e, TL—LTEDTOYVIVESTHDVIC. BTV IvEnDIL—LTEIC
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THDICEET.
DIL—LIZDBL—F VD

Coroutinesld. N5 7L —LICLT. 77V5—y 3 vmI7L—LL—RMNETHDICEZX
EI

ELEAAL U IERTBL—F R/ A X2 HL—F Uik, AL—FUOPETT,

for (int y = 0; y < heightmap.Height; y++)
{
for (int x = 0; x < heightmap.Width; x++)
{
// Generate pixel at (x, y)
// Assign pixel at (x, y)

// Process only 32768 pixels each frame
if ((y * heightmap.Height + x) % 32 * 1024) == 0)
yield return null; // Wait for next frame

DI—RIEMVPFTNOTT. TESF 2V I VI—RTIF. yield returnt) Dyiela
return BEFDHL23T LD, o —THIZT B EEFITYITHETIZILOF T Y
OEFHIFSHELNTT.

T A "HENICL LW

JL—F UG G723 v0and ENTEIT. TDH. JL—LTEILENSE LK
SCNTFHF—XIUZIMT B EEFHDIEA.

VoaT7ILhBEDEZTHEILLD

private void ProximityCheck ()
{
for (int 1 = 0; i < enemies.Length; i++)

{

if (Vector3.Distance (transform.position, enemies[i].transform.position) <
dangerDistance)

return true;
}
return false;

}

private IEnumerator ProximityCheckCoroutine ()
{
while (true)
{
ProximityCheck () ;
yield return new WaitForSeconds(.1f);
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TZ MBI cullingGroup APIELTEBICT S ENTELT
MELCS0E DL—FUQIL—FUDRICTIELRTSHIETT. JL—F U} yie1a

veturnlC U FOEdDEEangnwed I, pLICELET. OL—FoT/ET 5055
53512, CoaLTREN,

BEDDHUNtylCEL )Y —IAHBHLETENL LNIEAD. WTTENTY.
TITININ5

FEAEDIIT LT EOTIEZLITH. TNOOIIOTHUYINSEE . XFVvIEINET
o MDECHR—YALZYIUNKNYIT—EN. CPURNA ZDSDI EBNE T,

Z2X vV add

DEZTHILL D,

string[] StringKeys = new string[] {
llKeyO n 0
llKeyl n 0
llKeyz n

bi

void Update ()
{
for (var i = 0; i < 3; 1i++)
{
// Cached, no garbage generated
Debug.Log (StringKeys[i]);
}

for (var i = 0; i < 3; 1i++)

{
// Not cached, garbage every cycle
Debug.Log ("Key" + 1i);

}

// The most memory-efficient way 1s to not create a cache at all and use literals or
constants.

// However, it 1is not necessarily the most readable or beautiful way.

Debug.Log ("Key0") ;

Debug.Log ("Keyl") ;

Debug.Log ("Key2") ;
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ZNIEINTICZ 50D LNEETAD. ShadersTL TSI, ThodIlTFshd LI EA.
X—&XvyyvadslEThBRTENE T,

D7 Eld. AT LZZYDIZIZENEIZHO. TIR—VUELEWZ EICLTLLEE N, &
BIRIRICELTHWSE. DOEDICLETHIENITNTHSIZ. XvvyyvaldnkdbtX T,

INBEMNLTHEODICIE. TFNoDETEDIIHVEIEA. FZDD. TETHATYZRNAD
F. ICHOBENEWD . (3TEXT.

T EAEDIT TN T A b—ITCT

7__0/\‘\77} Y ﬂ_‘\JOD\ —DE @Debug.Log("Object Name: " + obj.name)‘jtf < N (:U’é: t(i?%
FEA. 220 VI—RENICOTNRNYTIAve—I DB nE ST HIENTT,

12MIE. TNy ITRL TConditionaled %2 ETT. i3 Ay RULEETFTELL. 3XTO
bEF 9.

using UnityEngine;
using System.Collections;

public class ConditionalDebugExample: MonoBehaviour
{
IEnumerator Start ()
{
while (true)
{
// This message will pop up in Editor but not in builds
Log ("Elapsed: " + Time.timeSincelLevelLoad);
yield return new WaitForSeconds (1f);

}

[System.Diagnostics.Conditional ("UNITY_EDITOR") ]
void Log(string Message)
{
Debug.Log (Message) ;
}

NI TT. (X UTIL—Foed5(2E. LIl &Rl e LI T

2D

SNETAF—BTED. FEDHVET. DI A5NBLVETE. YAFLEE. FI4L
FTHEVEILNESELET. bOLASAFUETHIENTEES, JhidTT.

// Faster string comparison

if (strA.Equals(strB, System.StringComparison.Ordinal)) {...}
// Compared to
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if (strA == strB) {...}

// Less overhead

if (!string.IsNullOrEmpty (strA)) {...}
// Compared to

if (strA == "") {...}

// Faster lookups

Dictionary<string, int> myDic = new Dictionary<string, int> (System.StringComparer.Ordinal) ;
// Compared to

Dictionary<string, int> myDictionary = new Dictionary<string, int>();

Fyrvla

CTEUOLEFSLEOICEXYYYaALET. ChIF. BIIICIhbDEXYYyYadT sh. &
/23 dnull/bool 7 oY REFIT VI LTELEWEDICTSHIEIZE>DTTEL T,

D FR—RXUbMNZEX VYVl 2T 5

%

void Update ()
{

var renderer = GetComponent<Renderer>();
renderer.material.SetColor ("_Color", Color.green);

(&-

private Renderer myRenderer;
void Start ()
{

myRenderer = GetComponent<Renderer>();

void Update ()
{

myRenderer.material.SetColor ("_Color", Color.green);

AR A N o SR G B g

%

void Update ()
{

var enemy = GameObject.Find ("enemy") ;
enemy.transform.LookAt (new Vector3(0,0,0));

(&-

private Transform enemy;
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void Start ()
{
this.enemy = GameObject.Find("enemy") .transform;

}
void Update ()
{

enemy . LookAt (new Vector3(0, 0, 0));
}

B0 B IOMathtNOULDE U LEX Yy vaLET,
ZL2 AV ROULZITS

Ay REINSIENTESE>THY Y Refe LS LT EE 0., COT7TE—F
Tl3. VILoyvavelT. LTTHEELT—LEIREHIENTELT.

//Avoid StartCoroutine with method name
this.StartCoroutine ("SampleCoroutine") ;

//Instead use the method directly
this.StartCoroutine (this.SampleCoroutine());

//Avoid send message
var enemy = GameObject.Find ("enemy");
enemy .SendMessage ("Die") ;

//Instead make direct call
var enemy = GameObject.Find("enemy") as Enemy;
enemy.Die () ;

DZlT 5

DEFITLREE N, TJAaTSI 00259400 EFITE. U894 LRI )T MNMIS>F—IN
— Y RBHIIELEDTT. (D, CNIIELRZYTLTNTFA—IURICEZET.

void Update
{
}

void FixedUpdate
{
}

A 224 U T=E hitps://riptutorial.com/ja/unity3d/topic/3433/
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38:

Examples

)Yy RRT A—

Rigidbody J >/R—2& > M d. GameObjectMICICT B E&ICTESHLSICLET. Hifld
GameObjectil 2 Z 52 &H . XONMENICcBLSEICERBILHLTELT.

VDY RKRT 4O R—R UMD

IV AR—RX VbV P YRRTa &Yy I LTIV Y RRTo2TEET

T 7 ND

RigidbodyZGameObject/C 3 %3, TransformZ& 3 5D TIdE . NF/eDICH > LI ES
52 EEBOLE T adarorce ) X /2lF aadrorque () D

// Add a force to the order of myForce in the forward direction of the Transform.
GetComponent<Rigidbody> () .AddForce (transform. forward * myForce);

// Add torque about the Y axis to the order of myTurn.
GetComponent<Rigidbody> () .AddTorque (transform.up * torque * myTurn);

DOy RRTFAT—LF TV MDELT. DVYY RRTAREEDLDIZTENEZLE
F. £V, GameObject D N—X DGameObjecticbo>E =% . LVEhesTHLEL
9. 250ld. L35, L TT%H. I—RDETSHICE

GetComponent<Rigidbody> () .mass = 1000;

\“ ‘3 \‘/ ,7‘\
RSwIThWZEE ATV MIIZLET. OOLDICZ %, I—RORZYTET SICIS

GetComponent<Rigidbody> () .drag = 10;
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IsKinematic

» 7 f=DSRigidbodyEKinematicE LTY—2 Lic. ZNREODZEITHI LR TEIRAD. O
GameObjectlC[@E2&IFLE T, I—REFT SHICIF

GetComponent<Rigidbody> () .isKinematic = true;

VYUY RRTA DR H/HDIC. L2252 EHTEXT. TI7FLHMI

RigidbodyConstraints. None—c 3— °

¥ Constraints

Freeze Paosition Ox Oy [z
Freeze Rotation Ox Oy [z
J—RDOOD

// Freeze rotation on all axes.
GetComponent<Rigidbody> () .constraints = RigidbodyConstraints.FreezeRotation

// Freeze position on all axes.
GetComponent<Rigidbody> () .constraints = RigidbodyConstraints.FreezePosition

// Freeze rotation and motion an all axes.
GetComponent<Rigidbody> () .constraints = RigidbodyConstraints.FreezeAll

EY NOORETEIX T DLOCDEADLE S

// Allow rotation on X and Y axes and motion on Y and Z axes.
GetComponent<Rigidbody> () .constraints = RigidbodyConstraints.FreezePositionZ |
RigidbodyConstraints.FreezeRotationX;

>

Rigidbody % L 7=GameObject TIC & B /=3, Colider& 3 $hHVE . 1545
DEHBVTT,

D547

Ry 22354 45—

A TJeLdS54 45—
RA—IL
Avwyad54 45—

>

GameObjectlC® I 51 %

BT B3, 4 5—ELUET.

OnTriggerEnter () ~ OnTriggerStay () BJ: UOnTriggerExit () } Y I\ % g— 6 (:_ (J N ‘\ Y 7\7_(: a 3 A
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GetComponent<RigidBody> () .useGravity = false;
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@ PhysicsManager
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Examples

ZR‘\/ 7 A7 /T g‘\—

DESELIEEISA 5 —

T T 4

e Is Trigger- F TV 2 %n%5& . Box Colliderld& LT R Y F—I 54 5—ICHE VXS

o« T VT -EANTWSIZ. Box ColliderdX T J 7LD
o LY —_O—HILIR—ZIZHBIFSBBox Collider®

e Size- A—H L Z_X—Z TE N/=Box Colliderd 1 X

// Add a Box Collider to the current GameObject.
BoxCollider myBC = BoxCollider)myGameObject.gameObject.AddComponent (typeof (BoxCollider)) ;
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// Make the Box Collider into a Trigger Collider.
myBC.isTrigger= true;

// Set the center of the Box Collider to the center of the GameObject.

myBC.center = Vector3.zero;

// Make the Box Collider twice as large.
myBC.size = 2;

DESEELILDTA4 5T —,

T aoXT H

o NV —Trigger- F T v &N%<E . Sphere Colliderl@3& LT Y HF—2 54 5—

e« YT UTIN -ENTWS. Sphere Collider®~¥ 7 U 7LD

Center - Sphere Collider® A—H L X X—X (L HB1T S

Radius - Collider®

// Add a Sphere Collider to the current GameObject.

SphereCollider mySC =
SphereCollider)myGameObject .gameObject .AddComponent (typeof (SphereCollider)) ;

// Make the Sphere Collider into a Trigger Collider.
mySC.isTrigger= true;

// Set the center of the Sphere Collider to the center of the GameObject.
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mySC.center = Vector3.zero;

// Make the Sphere Collider twice as large.
mySC.radius = 2;

HT b5 A4 F—

v uF—tcEni2om.

T aoNT H
« Is Trigger - F Tv 2 &#N% & . Capsule Collider3%& LT hUAH—3545—Cix V&S
« 7 T Material - ENTWS. A TLL-DIFAF—DITYTILAD

>

« LU —_ A—HILRR—ITOH TEILY—4

D

 Radius - H—AILD
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« Direction - B—HILICHBIFHD

// Add a Capsule Collider to the current GameObject.
CapsuleCollider myCC =
CapsuleCollider)myGameObject.gameObject .AddComponent (typeof (CapsuleCollider)) ;

// Make the Capsule Collider into a Trigger Collider.
myCC.isTrigger= true;

// Set the center of the Capsule Collider to the center of the GameObject.
myCC.center = Vector3.zero;

// Make the Sphere Collider twice as tall.
myCC.height= 2;

// Make the Sphere Collider twice as wide.
myCC.radius= 2;

// Set the axis of lengthwise orientation to the X axis.
myCC.direction = 0;

// Set the axis of lengthwise orientation to the Y axis.
myCC.direction = 1;

// Set the axis of lengthwise orientation to the Y axis.
myCC.direction = 2;

RA—IL IS4 45—
T a7 4
o« -RA—ILOSFAHT—D

Radius - A—7H )LD

o« - (D
o« AR 3> . O—hHILTHYIZD]

TTIVRAY DT B - WENBRA b

e LI — . A—HLIRXR—=IDRA—ILIZAFT—D
HI2AX2 S g ) AT )7

* Spring - Wheel ¥ IC55 &9 %
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http://docs.nvidia.com/gameworks/content/gameworkslibrary/physx/guide/Manual/Vehicles.html &
LTLlEdE .

b A= S —
AR

® OnTriggerEnter ()
® OnTriggerStay ()
® OnTriggerExit ()

OnTriggerEnter () ~ OnTriggerStay()ﬁ& UOnTriggerExit() b > F%?%(: 3. CO”Ider% Nl
—IlFHIEmTEET. NIF—O545—IFICICEBT. DHF—LF TV MIIZENEL
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Figger Collider Scripting

DAYy RIF. O3 F4 5 —DGameObjectP I 74 F—TLAN— ELE5A 20055 %
hIA—VZXF—DOTY. bUA—HV Y RIF. GameObjectic DV THONTNWSHDR I YT I
TEEY,

void OnTriggerEnter (Collider other)
{

//Check collider for specific properties (Such as tag=item or has component=item)

}
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100 BEXUE AR Ty

» AssetPostprocessor.OnPreprocessTexture

String.Contains()%LT\ éhf:%?‘tz“/ |\'/\°Z(:'37t’_“/ F@th& L/ig—o

if (assetPath.Contains ("ProcessThisFolder"))

{
// Process asset

Examples
TUIAFYHRANTOLYH
Assets / 7-!_}|/9°0)0)(:TexturePostProcessor.cs7 7AIL % bi g—o

using UnityEngine;
using UnityEditor;

public class TexturePostProcessor : AssetPostprocessor
{
void OnPostprocessTexture (Texture2D texture)
{
TextureImporter importer = assetImporter as TexturelImporter;
importer.anisolLevel = 1;
importer.filterMode = FilterMode.Bilinear;
importer.mipmapEnabled = true;
importer.npotScale = TextureImporterNPOTScale.Tolarger;
importer.textureType = TexturelmporterType.Advanced;

CUnityDST O ZFNEAS UIR—MT BT DINTA—=IMHVE T
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Texture Type | Advanced ¢ |

Mon Power of 2 | ToLarger ™
Mapping [ Mane :
Convolution Type | Mene

Fixup Edge Seams
Read/Write Enabled [ |
Import Type | Default :
Alpha from Graysc|_|
Bypass sRGB Samq|_|
Encode as RGBM | Auto ¢ |
Sprite Mode | Mone &l
Generate Mip Maps [«
In Linear Space ||
Border Mip Maps |
Mip Map Filtering | Box ]
Fadeout Mip Maps ||

Wrap Mode | Repeat sl
Filter Mode | Bilinear 4|
Aniso Level - 1

RN TR Yy HY—%9 5. TT45—TCTODAAR—rEeLTTIIFNY—INT*—
H—HFTHEIITEIBA.
[RYVETETIIF YDA UR—bEN R b TREY S I—RKNUPENE T

Ay

A UR—B 5T BNRILITFALEHSELETT. FhIIXsT7T7FAILEATENMTIOWEEA.
CDIFISONT 7ALELITH. CNIITITH. I XFLELT. EDTF7AILDBLEOLD
THodshellTEsL DI LT T.

JSON7 7 A4 LD

"someValue": 123,

"someOtherValue": 456.297,
"someBoolValue": true,
"someStringValue": "this is a string",

Example.testt L—C@@a:b\(: L/i L/ct 59

(:\ ?—gd)jjzfibﬁ 3Z%jMonoBehaviour% L/E?o 77Z7/A7 3Z(;\ JSONOD‘\/UT)I/%
2T B/bDHDTT. hATLI IR BT HIIHVERCAD. CDRAVET. ThE

TestData.cs L/TestData .Cs

using UnityEngine;
using System.Collections;

public class TestData : MonoBehaviour {
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[System.Serializable]

public class Data {
public int someValue = 0;
public float someOtherValue = 0.0f;
public bool someBoolValue = false;
public string someStringValue = "";

public Data data = new Data();

ZDX LY T hEGameObjectlC TT 513,

v Test Data (Script) 4,
Script TestData Q
¥ Data
Some Value (i]

Some Other Value 0
Some Bool Value [
Some String Value

(:\ Assets(:Editorjj—)l/g*% Li 3—0 '; t‘/\zfl I//\0)I/?%)$ (’\o 17_:’{ 9_7j-)|/9

TestDataAsset]?ostprocessor.cs7 7 ’{ )b% l/\ ':-ntd" Li j’o

using UnityEditor;
using UnityEngine;
using System.Collections;

public class TestDataAssetPostprocessor : AssetPostprocessor

{

const string s_extension = ".test";

// NOTE: Paths start with "Assets/"
static bool IsFileWeCareAbout (string path)
{
return System.IO.Path.GetExtension (path) .Equals (
s_extension,
System.StringComparison.Ordinal) ;

static void HandleAddedOrChangedFile (string path)

{
string text = System.IO.File.ReadAllText (path);
// should we check for error if the file can't be parsed?
TestData.Data newData = JsonUtility.FromJson<TestData.Data> (text);

string prefabPath = path + ".prefab";
// Get the existing prefab
GameObject existingPrefab =

AssetDatabase.LoadAssetAtPath (prefabPath, typeof (Object)) as GameObject;

if (!existingPrefab)
{
// If no prefab exists make one
GameObject newGameObject = new GameObject () ;
newGameObject .AddComponent<TestData> () ;
PrefabUtility.CreatePrefab (prefabPath,
newGameObject,

>

(C
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ReplacePrefabOptions.Default) ;
GameObject .DestroyImmediate (newGameObject) ;
existingPrefab =
AssetDatabase.LoadAssetAtPath (prefabPath, typeof (Object)) as GameObject;

TestData testData = existingPrefab.GetComponent<TestData> () ;
if (testData !'= null)
{

testData.data = newData;

EditorUtility.SetDirty (existingPrefab);

static void HandleRemovedFile (string path)

{
// Decide what you want to do here. If the source file is removed
// do you want to delete the prefab? Maybe ask if you'd like to
// remove the prefab?
// NOTE: Because you might get many calls (like you deleted a
// subfolder full of .test files you might want to get all the
// filenames and ask all at once ("delete all these prefabs?").

static void OnPostprocessAllAssets (string[] importedAssets, string[] deletedAssets,
string[] movedAssets, string[] movedFromAssetPaths)
{
foreach (var path in importedAssets)
{
if (IsFileWeCareAbout (path))

{
HandleAddedOrChangedFile (path) ;

foreach (var path in deletedAssets)
{
if (IsFileWeCareAbout (path))

{
HandleRemovedFile (path);

for (var ii = 0; ii < movedAssets.Length; ++ii)

string srcStr = movedFromAssetPaths[ii];
string dstStr = movedAssets[ii];

// the source was moved, let's move the corresponding prefab
// NOTE: We don't handle the case if there already being

// a prefab of the same name at the destination

string srcPrefabPath = srcStr + ".prefab";

string dstPrefabPath = dstStr + ".prefab";

AssetDatabase.MoveAsset (srcPrefabPath, dstPrefabPath);

INETHE. TUL K example.test 7 7 A L& Unity Assets 7 ALY IC RSy TF7 R RkAyTT
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