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CHAPTER 3 Unlty3D EIPF-E 14: -I%ll_.l— g])-i Ij] ﬁE g’; Iyl-l..

3.1 FEHEHEESE

2 Unity $fi {19 55 R 52 BUE R H B A 2% o sl 5 R 22 [ A7 A8 RO , 00 sl 3 1 AR 1 22 1)
FAAEG A BRI X T FEARACHE RS & B2 T e v Il A 5y 47 B 1 ) 247 1) 4 11 sl vl
AR R I8 A5 15 P B AR R i e b [R]

3.1.1 H=HIE

F TR B A B A TP R LA TR R B8 A 1 BE N [R) — A M 7 B2 BOHE LA LAY
ST A LU LR

R A5 R4 Jry 78 1 1 O 2 X R R A S B T B, AR AR AR S S B
TE 4 JRy 75 W — B0 1 5 X 4 L2 dn SR sk B il A P Sk b o =, U AT e 2 S BUR B M D) 4 3
PR

FHARMLGEAT (0 T5 2 32 202 i R A B 1A [6) D R e Z A L S s i Im) R, o D) 2
Fk 2-1 AT HERE B LSO IR FE AR A4k B 538 &k H] PlayerPrefs U179 4F . A
5 N AR S B I 20 R LA SR 4 T 2 D 2 SR 1 RN S R ORI SR A K 2 5 e A
ERHEE . 534 75K PlayerPrefs JE I . 75 A [\ 7 & 7 i 07 B d 2 A —FE Y, Ik 3-1
fi s .

% 3-1 PlayerPrefs "EA T & EFHAE

b & T E

Windows AFAETECE M 2 b, 7T DL o 0 2 g 58 2% U5 1), B 42 2 . HKCU/Software/
RAEE2 VNS T VL

acOS fEA#7E / Users/ A J1 44 /Library/Preferences/ U J& b, Hoh 4 & — A~ 4 4
“unity. (AR ZFR]. [ 5 28], plist” #9304

Linux FEREAE T P 3 B H 9~ /. config/unity3d/[ 2 &l 4 #R 1/07% ki % Fr 1/
prefs” ¢ {4
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gk

I = FiEMaE
A N B B # 9 BH 2/ data/40 44 /shared_prefs/” SC{F J2 ) —
A~ XML 3
TEAELE R 1 V) & 9 “ Library/Preferences” H s W, U4 44 52 “ unity. [/ #)
ZFRD. 7 @4 R DL plist”

WebGL FEA 6 T YT 28 19 A o 77 i v, T DS s ) BE 68 O & T B R AT T 1)

SR FHACHE e 1) 75 =X 33 i 0 2K 32 S il R A A S L B SR AR A O AT DA A7 1 Y AN [
e 22 18] B35 470 15 470 11 22 1) b 2 5l g 0 T A 0 e 3 P R 7 e s 2 1 X 1), AT 1L 2
3R 3-1 1Y EE I T 37 B e PR A () 1 U0

K IR 5 s Al 4207 2 X Fh Oy A5 SR 0 IF kB 2 5 A B 3207 [0 80008 122 T 2 ik
W0 2% B IS 1) I i A 26 B T R 38 o i R Y Ok 58 MOS0 5 S R AE L S S R Y R 23
T FE IR 55 A% L TE IR 55 a4 A Bl PR E AT AR . Ty AT DAk & P e i S R R R — A
APT 50T LASE B, 15 2 5 2 5 o A P 1 34

3.1.2 EHE%

FAFR G — R AR E S A8 FHLH] & VA (8] i A R B B 2 B 2 5 45 T | TR
J5 AGH 3 A RGO DA TSR A A . T DA 3 7R AS 5 Al AR A S AL
U A S IR 0 = R Ak B2 R vT D SE T R A . th TR RSO B R R AT
% (Publish-Subscribe) #883X , BI 4 52 AN 55 0 S AR B, Bir A3 37 B 1 32 3 9 X0 2 8 2= 438
X AP A5 OC R AR LA M, A B AR i B A, DA B LGRS B B
B P 2 (1) B3 47 12 5 47 1 =2 1) 3 1 AR AR A T &

Unity H ST — 2 FEH R4, 77 L C # 3 4 (Events) F1 Z2 36 (Delegate) 3£
B ARG XS T A AR B SR IT & TR HE— > BN R R SRR Y S5 A B . XL TR
HAT LB A O F RS, sCE B S B, W UniRx EventSystem 45,

HTA A5 XS Unity #8405 TF % R — A 25 S =0 SR A E R G AT R 44t
— 8] Ty W A LR 22 0, T LR AT DA

(X6 3-11 5 F A P .

5T B — IR R A RS HIRAE S T AT R E R R B S XA 2R AT LA TR
15 W HCHE 5 B e S, 3k HLTRT PR SO TS 24 Bk R S ARAS A T

//% 3 & //MsgData. cs

Android

10S

//< summary >

VERLS PSS VEI TR S

//</sunmary >

public class MsgData : EventArgs
{

}
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SRJE R — >R A S HIR AT 80T Bl 9 R A B BT ) = IR 3T Bl R e A 4
3 R Ir ik X B 248 Action 52 BUIE 15 2 AE (32 % w] A8 oAU 2% T g 1 S B — A A
(MZTUNR

//%% 3 % //EventManager. cs

//< summary >
[/ HEE B gy
//</summary >
public class EventManager : MonoSingleton < EventManager >
{
[ THAETT B Y A
private Dictionary < string, List < Action < MsgData>>> eventDict = new Dictionary

< string, List < Action < MsgData>>>();

//< summary >
/7Y T A
//</sunmary >
//< param name = "eventName"></param >
//< param name = "listener"></param >
public void Subscribe(string eventName, Action < MsgData > listener)
{

if (!eventDict. ContainsKey(eventName) )

{

eventDict[ eventName] = new List < Action < MsgData >>();

}

eventDict[ eventName].Add(listener);

//< summary >
/I BGE VT
//</summary >
//< param name = "eventName"></param >
//< param name = "listener"></param >
public void Unsubscribe(string eventName, Action < MsgData > listener)
{
if (eventDict.ContainsKey(eventName))

{

eventDict[ eventName]. Remove(listener) ;

//< sunmary >

/1 kA H A
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//</sunmary >

//< param name = "eventName"></param >
b

//< param name = "gameEvent"></param >

public void FireEvent(string eventName, MsgData gameEvent)

{

if (eventDict. ContainsKey(eventName) )

{

foreach (var listener in eventDict[eventName])

{

listener?. Invoke(gameEvent) ;

}

VAL SE R T — AN 5y i S R g A 7 sU AR B . B e /5 B4k 7K MsgData 285 X
— BB FAE IR SO VT B R R R T S A g S B AT 5 R AR AR

//%5 3 & //Script 3 1 2.cs

/17 LA
public class StartEventData : MsgData
{

[/ BALR N2

public string StartupParams { get; private set; }

public StartEventData(string startupParams)
{

StartupParams = startupParams;

void Start()
{
/13T R =R

EventManager. Instance. Subscribe("StartEvent", OnStartEvent);

//< summary >

/73T R A Ak 338

//</sunmary >

//< param name = "msg"></param >
private void OnStartEvent(MsgData msg)
{



134 || Unity3DFEHFFF & = B&

StartEventData data = (StartEventData)msg;
if (data != null)
{
Debug. Log( $ "EL W H = {4, N & 2 : {data. StartupParams}");
}
}

private void OnGUI()

{
/1 F AR KA Ty
if (GUILayout.Button("Hiil {4 &AL "))
{

\

W

EventManager. Instance. FireEvent ("StartEvent", new StartEventData ("3 /& J3 3l 2 B %L
PEH"))
}
}

Y AR, StartEvent AR S P fih % . 4R 5 OnStartEvent pREUE S BT .
3.1.3 HEBAF

T S5 BA B AL — b (7 P00 5 458 v A9l A5 ML A A ) 28 T S A S 2 1 R =2 0 TR 2 T L A
N R AL P2 AR R AR B IRAT 2 B AL B R R O 5 2 B R I I N g 2 B 2 2
2R, X2 T BB 19 ST A e 25 G B R AR J0 IR SR T 2 1 5 S I 1 S 0 R T
o, T S5 20 1 JEORE T B Ak 22 A A 22 2 A B PR R T S B, T LA Akt G ik o BHL 2 B
F o AU I AR S B S AT B BAS I L A R B A T S PR R — R
GON iR AR H R E AR FOE PR R G AR TR AE Unity B30T 06 26 b w8l B2
R — FPALE . PR yield SCHE TR AR R MUK S AT 19, PR R AT ] yield i
A BB BT AT IR R AR AL R 45 Unity B S5 CF I8 35, P AR B WSS HUS 2546
A yield FRAFIR 7 AL o AR AL 23 AR S PAAT DA 5 A SRS A R — iR FEAG I yield
M. BRI R UME U HEE SRR o5 2 BT PR P AR T LA B 2E 2 2 R Y
T8 B0 T ST R B[] B #4

(=61 3-21 TR, 50 AR 5 A0 U AR 20 301 <2 B B BA S T A

558 SCIH BTG R R T B 2 R B PN 2 el L s SCHS T He At 64 Jis
B AT

//% 3 % //Message. cs

//< summary >
//H B
//</summary >

public class Message
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/1B EAR

public string Type { get; private set; }
VIAIER=NEE S

public string Content { get; private set; }

public Message(string type, string content)
{

Type = type;

Content = content;

}

SR e LA TR 25 AL o 9] 52 B TH BV Bl . 7 28 SC— N H BB A AR A7 AT B FE X
— AT R XA A T S AT SRR E LR A O AR I Ak T R LT B SR T
3Tk . HeJa . SEBLANAR 3 R S Kt R T 2 M S 28 A DO I A T TR AP L S B
A AU T

//%5 3 & //MessageManager Normal.cs

AR E IR IREpSR=$
public class MessageManager Normal : MonoSingleton < MessageManager Normal >
{
AENSY N
private Queue < Message > messageQueue = new Queue < Message >();
/1973 B9 e F A
private Dictionary < string, Action < Message >> listeners = new Dictionary < string,

Action < Message >>();

//< summary >

%3 D=

//</sunmary >

//< param name = "message"></param >
public void Send(Message message)

{

messageQueue. Enqueue(message) ;

//< summary >

/73T B I B

//</summary >

//< param name = "messageType"></param >
//< param name = "listener"></param>

public void Subscribe(string messageType, Action< Message > listener)
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if (!listeners.ContainsKey(messageType) )

{

listeners[messageType] = listener;

listeners[messageType] += listener;

//< summary >

//BE T

//</summary >

//< param name = "messageType"></param >
//< param name = "listener"></param >

public void Unsubscribe(string messageType, Action < Message > listener)
{

if (listeners. ContainsKey(messageType) )

{

listeners[messageType] —= listener;

void Update()

{
/7 B BA, I RAT I B 90 i S
if (messageQueue. Count > 0)

{
var message = messageQueue.Dequeue();

if (message != null && listeners.ContainsKey(message. Type))

{

listeners[message. Type]?. Invoke(message) ;

}
SRIG LB T Z AR 00 BAE HEE B R — 2 B 48K H MonoBehaviour, 2

it B LA EAURBE AL . 55 1 Ab 2K Update #9524l AL SRR IUAT O 15 50 2 Ab R R
1K TH L PRI I — A S P R T 0 DA R
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//%5 3 & //MessageManager Task.cs

//< summary >

/15 B

//</summary >

//< param name = "message"></param >
public void Send(Message message)

{
nessageQueue. Enqueue(message) ;

ProcessMessagesAsync() ;

//< summary >

/BB, FE AT IH B8 1 S
//</sunmary >

private async void ProcessMessagesAsync( )

{

await Task.Run(() =>

{
var message = messageQueue.Dequeue( ) ;

if (message != null && listeners.ContainsKey(message. Type))

{

Task.Run( () => listeners[message. Type]?. Invoke(message));

1)
}

RERTHREKE BEHEIEKE/N T, H AR, H It /& 3T MonoBehaviour F)
G I Bt AT DL B . 55 1 ALK Update #e i B RE 5k, 56 2 b J2 R A 26 TH
SRR B B i — S JH P RE 9 O i L AR A AN R

//%5 3 & //MessageManager Coroutine.cs

//< summary >
/1R B
//</sunmary >
//< param name = "message"></param >
public void Send(Message message)
{
messageQueue. Enqueue(message) ;

StartCoroutine(ProcessMessagesCoroutine());

//< summary >
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/7T BB, FE AT I B 8

//</summary >

//< returns ></returns >

private IEnumerator ProcessMessagesCoroutine()

{

while (messageQueue.Count > 0)
{
var message = messageQueue.Dequeue();
if (message !'= null && listeners.ContainsKey(message. Type))

{

listeners[message. Type]?. Invoke(message) ;

}

yield return null;

}

At A SE R T 3 AR5 S B I R BA B 5 AL . O ik e A R AR X LA
OnGUT #y 4% #H R AU 3 B 07 XA I B R 35 SR s 23 il s Wi 3 o7 3B 1 8L B AT, ARG
wmr

//% 3% //Script 3 1 3.cs

void Start()
{
/7T B3 RRATL I 52 B A4 T R
MessageManager Normal. Instance. Subscribe("Greeting", OnHandleGreetingMessage Normal);
MessageManager_Task. Instance. Subscribe("Greeting"”, OnHandleGreetingMessage Task);
MessageManager Coroutine. Instance. Subscribe("Greeting", OnHandleGreetingMessage Coroutine);
}
private void OnDestroy()
{
[/ HEEE U T 3 AL S ELAGTE B
MessageManager Normal. Instance. Unsubscribe("Greeting”, OnHandleGreetingMessage Normal);
MessageManager Task. Instance. Unsubscribe("Greeting", OnHandleGreetingMessage Task);

MessageManager Coroutine. Instance. Unsubscribe("Greeting", OnHandleGreetingMessage Coroutine);

e SR PPN
private void OnHandleGreetingMessage Normal (Message message)
{
Debug. Log( $ "W B T4 M IH B[R 2] {nessage. Content}");



3% Unity3DIEH S RINEESIL ||P 139

}

WE- S 253 ik (i
private void OnHandleGreetingMessage Task(Message message)
{
Debug. Log( $ "WXEI4THAMFIH B[ 76 - £4#2]: {nessage. Content}");
}

/1T 0 AR R HE Ty
private void OnHandleGreetingMessage Coroutine(Message message)
{
Debug. Log( $ "UXFITHMIE B[540 — Bh#2]: {nessage. Content}");
}

private void OnGUI()
{
/7SR 25 T B & O
if (GUILayout.Button("H#Y &M B[R ]: FTHHIFE"))
{
Message message = new Message("Greeting", "[[F]#fJHello World!");
MessageManager Normal. Instance. Send(message) ;
}
/I 58 Z LR kA Ty
if (GUILayout.Button("#ifl kK ikTHE [ F 4 - ZLHRE]: FTHTE"))
{
Message message = new Message("Greeting", "[ % — £ 4 FiJHello World!");
MessageManager Task. Instance. Send(message);
}
/I 20 U AR B R R T
if (GUILayout.Button("#l Ak XIH B[54 — ] THHIE"))
{
Message message = new Message("Greeting", "[F# — PhfE)Hello World! ") ;

MessageManager Coroutine. Instance. Send(message);

3.1.4 EOMMHEMEE

$: 1 (Interface) M % 28 (Abstract Class) J2 Wi Fh 78 1 7] % 2 4 F /2 B T o2 B 2
ZAVEM FE T, EATERR ML T —Fhn] DUTE A [6) X G2 22 (6] 2 2 1 2 5 Oy i, (H 2 A8 BAK
SR E BRI S R AE TP LI . XM T VR A B T4 s AR Y T 4 T
JoE P AR A BT

PO 298 i s R SC— 4134 S B A5 19 5 v sl M, O Re w1 4 S il Ak, (1
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B RV ARt R — N T LS 2 N O 4R OR 2 DAY 28 B4 1) S B A A
B2 VR0 SCAR Y L (ELTE FH 7 B0 R P OG0 S BI04 11 05 32k BV T 58 AR £ A EME

B2 58 Ol A BERE BB S B . AN TR 2, i 5 2 AT A B S BAR A Ll 4
TR A TFE BRI E L E CE T AR L EYK,

A DL B, 32 10 R0l 52 25 5 i v R 0 00 0 B R R R S A UME A R — R E TR T
FEAN )RS P AR A 2 (8] 5 SC— i A5 UME PR, SR 5 2 AP R e B IR N 25, 1E
Unity i FF & v, s FoJ5 s8R 7 AR 470 (A e v B i 52 S0 B b, R e 3 PR S 4t — 2k m]
JE TR DI AE b, AR A A X — A 10 U 5 28, SRS SRR P R O A A A0 i AT
.

A 77 38 2o — A 17 B 52 00 A O AN S 28 Y T B

CRG1 3-3Y i FHI 482 1R 52 20 S AN [R) A8 B 22 [R] 4T 4 07

3BT 3 A 87 B 5 8] 1) 5 SR TT LA S () ) A B 22 ) A S AL A F TR IR AT O s U 4T 4R
I 1) PR 28 A B 2 R — R 114, DR Ok ) A g 32 10 A 42 28 00 S 9 R — AN TR IR A5 R . #50
RASIT .

//%% 3 & //IGreeting. cs

/TR

public interface IGreeting
{
EIEGIER/ €
int GreetingCount {get; set;}
/178 AT BAT
void Greeting();

}
R IAH T

//%5 3 & //AbstractGreeting. cs

ERELLEi P S

public abstract class AbstractGreeting

{
AR LR/ €
public abstract int GreetingCount {get; }

/178 XFTHFAT R
public abstract void Greeting();

/14 B SE B T vk
public string GetTime( )
{



3% Unity3DIEH S RINEESSIL || 141

return DateTime. Now. ToString("yyyy — MM — dd HH:mm:ss") ;

}
SRIGSEE B A SEBR3S, 47K A 32 038 1Greeting BI%E 1 NIR 4 S ChineseGreeting,
AT .

//%5 3 & //ChineseGreeting. cs

AREGLIDSE S

public class ChineseGreeting : IGreeting

{
AR € ¢
public int GreetingCount {get; set;} = 1;

//< summary >

VAR LA RN NS
//</sunmary >

public void Greeting()

{

for(int i = 0; i < GreetingCount; i++)
{

Debug. Log (" &4, W R B 1 ") ;
}

}
AR H 811028 IGreeting BUEE 2 DNIR4:2E EnglishGreeting , /UG UIT .

//%5 3 & //EnglishGreeting. cs

/TR X 5
public class EnglishGreeting : IGreeting
{
/B E FT 48 M AL
public int GreetingCount {get; set;} = 2;
//< summary >
/AT H8 W 1) B A 52 B
//</summary >
public void Greeting()

{

for (int i = 0; i < GreetingCount; i++)

{
Debug. Log("Hello, China! ") ;

}

}
AR H % IS AbstractGreeting 58 1 NIRA: 2K BoyGreeting ,AUIB AN .
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//%5 3 @ //BoyGreeting. cs

AR L DTES
public class BoyGreeting : AbstractGreeting
{

AR 1R €

public override int GreetingCount => 2;

//< summary >
/7T 48 W HL AR S B
//</summary >
public override void Greeting()
{

for (int i = 0; i < GreetingCount; i++)

{

Debug. Log( § "Mf[A] : {GetTime() } ] fR4F, REL ~~");

}
MR 3525 AbstractGreeting B8 2 NIRAE S GirlGreeting AU .

//%5 3 3 //GirlGreeting. cs

[ /AT IR X 5
public class GirlGreeting : AbstractGreeting
{

/1T 48 T A

public override int GreetingCount => 1;

//< summary >
[/ BABRAT RN 4A 5
//</sunmary >
public override void Greeting()
{

for (int i = 0; i < GreetingCount; i++)

{

Debug. Log( $ "B [H] : {GetTime() } ] #R4F, KIGE ~~");

}

MEA_EACHE AT LAt 7 2 0 A P AR AL 3 2E0a i 24 5 S 2 Ty 05 R AT A8 e ] A9 3 £
FPME . X e AT T R 5 3 2 A B S B Ak IR A2 S8 X0 52 SRR G2 — ] Greeting 5
% HARR SE AR E IR AR 2R P S B T AR R
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//%5 3 8 //Script_3_ 1 4.cs

private void OnGUI()

{
if (GUILayout. Button(" LML L 1 — [/ AFTHRIFLE H]Y"))
{

IGreeting chinese = new ChineseGreeting();
chinese. Greeting( ) ;

}

if (GUILayout.Button("ZJfEMIHL 2 — B M AT IFLZL]Y"))
{

IGreeting english = new EnglishGreeting();
english. Greeting();
}

if (GUILayout.Button("HJEERIHR 3 — B ZATH LM S 2L]Y"))
{

AbstractGreeting boys = new BoysGreeting();
boys. Greeting( ) ;
}

if (GUILayout.Button("JIREMIER 4 — L ZITHITLMAKT"))
{

AbstractGreeting girls = new GirlGreeting();

girls. Greeting();

3.2 {5 Unity3D &HiESERIEK

SR S B F R AR S RE © & 58 F A, vl LH45 & Unity3D Ja 8 4% ol 97 J& 19 5
P o FH Ofe PR S PC 470 A6 e 2 0l 0 A 2 R 45 TR A T A — 2 B T4 41 19 68 A
R BETAA L2 WE LR T 0T X 2R AT R AR AT R FE RN OE

3.2.1 BHEX#HESRAMO

SR AN AT DL (0 ] R — S o R AR A AR5 491 4 Unity B9 Package Manager
& 111 A1 Addressables $7fi {4 ) 2 45 B0 11 o L0 58— 4 1 (508 o 17 5 e 5 AR B2 APT gl T LA
FEBESE R S5 IR L BT R — A R AR O T R RAB I BB T A

fE G SR 2 g AR D, X R R EOP PR AT B, | ) R AR |
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EditorWindow 2, HYk 75 B i Menultem J& P88 02 8300, feJm 24 16 o axX 4> S B0 301 s
M EditorWindow. GetWindow JEATH X8 H ., 2 T8 H & F 04046 fdr >
M5 S OnGUI LS, A E L a8 60 1 T LIS % A 45 220 1-6 H Y 4 48 2% 5 5
7 SR A AT WA — A R RS T s — 28 5 2 R R 1 O 2 .

(6] 3-41 B2 A& Lo e 0o,

A ZE MR TR A R A X G RE A A TR B AR A R 2 RN A B A A R A A
DL R Al f ] GUL skin. FindStyle 8 Bty & A A Jr ik (W EHE X THAE 1. 2.6 2 5L
B, 42 R PluginDev—3K U ARAS 41 F .

//% 3 & //PluginDeviindow. cs

public class PluginDevWindow : EditorWindow
{
AR S
private string searchString = "";
/1 & AR
private Vector2 scrollPosition = Vector2.zero;
/1 ERERIX B
private Object selectedObject;

private bool[ ] boolArray = new bool[10];

[MenuIten("PluginDev/# J& 4ifh %t K 7~ ") 1

public static void ShowWindow( )

{
var window = GetWindow < PluginDevWindow >(" %% #% % K~ ") ;
window. maxSize = new Vector2(400, 300);

window. Show( ) ;

void OnGUI()
{
/KPR
GUILayout. BeginHorizontal ("Box");
GUILayout. Label ("iX f& X A pr2E", EditorStyles. boldLabel);
if (GUILayout.Button("X &% 4", GUILayout.Width(100)))
{
Debug. Log (" M 4% 4l ...") ;
}
GUILayout. EndHorizontal();

GUILayout. Space(10); /BT
GUILayout. BeginHorizontal (GUI. skin. FindStyle("Toolbar"));
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searchString = GUILayout. TextField(searchString, GUI. skin.FindStyle
("ToolbarSearchTextField"));

/TR AHE

if (GUILayout.Button("iX j&8 2", GUI. skin.FindStyle("ToolbarSearchCancelButton")))

{

searchString = "";

GUI. FocusControl (null);

}
GUILayout. EndHorizontal();

GUILayout. Space(5);

GUILayout. BeginHorizontal();

GUILayout. Label ("X JEREFEXf ", GUILayout. Width(50));

/7% G FEAE

selectedObject = EditorGUILayout.ObjectField(selectedObject, typeof(Object), false);
GUILayout. EndHorizontal();

GUILayout. Space(5);
/1S A
scrollPosition = GUILayout.BeginScrollView(scrollPosition);
/ /7 J5) Toggle
for (int 1 = 0; 1< 10; i++)
{
GUILayout. BeginHorizontal();
boolArray[i] = GUILayout.Toggle(boolArray[i], $ "X j&—EVEfM{i + 1}",
"Radio");
GUILayout. EndHorizontal();

}
GUILayout. EndScrollView( ) ;

GUILayout. Space(10);
GUILayout. BeginHorizontal();
if (GUILayout.Button("iX &% — 44", GUILayout.Height(40)))
{
Debug. Log(" X B — N 4&4H...") ;

}
GUILayout. EndHorizontal();
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3.2.2 BENXNRIEH#E

7 Unity %4 5 28 th 2 b BB B 5 3258 3 — B 0 i oK AT 38 B, OF FL 6 R B
Menultem 4 3R J7 b5 X138 iy 4 B0F 7 10 D (EL 0 2 5 26 ML S 1 50
RS MM SR 220 O YA Corl(FF macOS RS0 Cmd)s # {43 Shift;
& k3 Al TR I BB B O 46 W R — A3, 100, _F1 4% F1. A it —
AT YRR

ELTED MNP ST Yo

AR ET B 4 BB X7 AT

//%5 3% //Script_ 3 2 2.cs

[MenuItem("PluginDev/fREEFEMIIK [Ctrl + E] %e")]
public static void CtrlAndE()

{
Debug. Log("Ctrl + E");

}

[MenuItem("PluginDev/ R EE4E MK [ Shift + E] He")]
public static void ShiftAndE()

{
Debug. Log("Shift +E");

}

[MenuIltem("PluginDev/REELH MK [ALLt + E] &e") ]
public static void AltAndE()

{
Debug. Log("Alt + E");

}

[MenuItem("PluginDev/MEEHETK[E] _e")]
public static void e()

{
Debug. Log("E") ;

}

3.2.3 BEXEFAFEH

TE 1. 2.7 1 E AP I G i 45 00 8 B9 — 25 o8 B0, AR 96 #b 78— A 1T RUFE AR A 4 1 52 B
Ja B E X REIJEE A, Bt Z UnityEditor. Callbacks. DidReloadScripts J& 14 , I J&@ M o iF
1€ Unity B 2035 5¢ BUG A shPATHRRE 1 REL . 33X A4S D BB 45 3138 A 76 75 22 [ 3l il 587 5% I
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SR AR A% i B 0D U A A IR T AR S g — A SR A0 A e e kg e

(2R 61 3-61 £ Unity 4 &5 52 90 55 ACRS 4 135 56 UG 48 1f) 3 5t B30 2 44 8 Target
GameObject FRTGE, FF by I XF G2 A Ho B0 I — A BEVAS L SR 05 400 46 Ak e A AR 1) 722 {1

ARG T BEAE K B E X — D FR A T, R RS R PUIT Z E JF BT s
UnityEditor. Callbacks. DidReloadScripts #4720 BT .

//% 3 % //Script_3_2 3.cs

[DidReloadScripts]
private static void OnScriptsReloaded( )
{
GameObject[ ] allObjects = Object.FindObjectsOfType < GameObject >();
foreach (var obj in allObjects)
{
/7R B AR R
if (obj.name == "TargetGameObject")
{
Script 3 2 3 Instance instance = obj.GetComponent < Script 3 2 3 Instance>();
if (instance == null)
{
/7 H s i
instance = obj.AddComponent < Script 3 2 3 Instance>();
Debug. Log( $ "E N {obj.name} H Zh i il T 414 Script_3_2_3_Instance");
}
/1B A Y A ) R
instance.Id = "B E MPIIRILE";



