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public static class StaticClass : MonoBehaviour
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public static string Datal { get; set; }
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class Singleton
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(}static Singleton instance;:)

Singleton()
{ <
I3

public static Singleton Instance()

{

// #HEAL
if (instance == null)
{
instance = new Singleton();
¥

return instance;
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public/Z &

. Singleton obj1 = new Singleton();

. Singleton obj2 = new Singleton();
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class Singleton

{

// FEAE (FRAF)EnulUIRES
static Singleton instance;
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Singleton()
{
I3
(public static Singleton Instance()
{
// #ERE (R¥IEnulURRE)
if (instance == null)
{
¥ tnstance = hew singletonl); 2 BIHLEEE. Instance() XYV v RHIHE

return instance;
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using UnityEngine;

public class SingletonStructure : MonoBehaviour

{
void Start()

{
// SingletonZ7 S ADIAVANZ I H &
// privete’ M T, newhMEZEEA
Singleton s1 = Singleton.Instance();
Singleton s2 = Singleton.Instance();
/] BUAYRIVANTARNT S [FAEICAVAT VA,
if (s1 == s2) 1D2EFUNTERWN?
{
Debug.Log("A 7YV MNMEIBEUA VRV ATI");
I3
s
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*= | :i= Hierarchy
Create | [arAll
@ SampleScene
Main Camera
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Assets
W Scenes
Singleton
SingletonStructure

€ Inspector e

v | GameObject Static
Tag | Untagged + | Layer | Default :

. Transform [l ' %,

Position X0 Y O Z 0
Rotation X O Y O Z 0
Scale X1 Y|l Z|1

¥ Singleton Structure (Script [ &' #
Script SingletonStructure ©

Add Component

E] Console .
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class Singleton

{
static Singleton instance;
Singleton()
{
I3
public static Singleton Instance()
{
/] AL CZICTL—IRA Y hZRELT
* if (instance == null) BERESI L CHAEL &£ S
{ g/t
instance = new Singleton();
I3
return 1nstance;
I3
}
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€ Inspector =

v GameObject Static =

Tag | Untagged + | Layer | Default C

Assets Scenes

@ NextScene
&) SampleScene

. Transform Q' %,
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Scale X 1 Y 1 Z1
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class Singleton HiscorefRFFH®D 7 0O/\7T « ZEN

{

static Singleton instance; ‘///

(:public int HiScore { get; set; } = 10;:)

Singleton()

{
}

public static Singleton Instance()

{

// ERE
if (instance == null)
{
instance = new Singleton();
¥

return instance;
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using UnityEngine;
using UnityEngine.SceneManagement;

public class SingletonStructure : MonoBehaviour

{
Singleton s1;
void Start()
{

sl = Singleton.Instance();

¥
void Update()
{

if (Input.GetMouseButtonDown(0))

1 —
Debug.Log($"B#DY—> {sl.HiScore}"); |« /\1 A7 DI
SceneManager.LoadScene("NextScene" ) ; e —VHXTHE

¥

I3
¥
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using UnityEngine.SceneManagement;

public class SingletonStructurNext : MonoBehaviour

{
Singleton s1;
void Start()
{
sl = Singleton.Instance();
s
void Update()
{
if (Input.GetMouseButtonDown(0))
{
Debug.Log($" XD —> {sl.HiScore}"); |. /\1 A7 DR
I3
s
s

14



Clear | | Collapse | Clear on Play | Error Pause
1)[13:00:03] Z¥H>—> 10
-'[13:00:04] XD—> 10

Editor =

15

HOo Uy D

HoouUwy




16




SampleSceneDZEE

== | = Hierarchy a2 ~= | O Inspector -
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Q SampleScene
\¥/ Main Camera
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v GameObject Static
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¥ Audio Source @

AudioClip 8483

Output None (Audio Mixer Group)
Mute

Bypass Effects
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Play On Awake v

Loop

Priority

Volume
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Assets
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i Scenes
Singleton
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using UnityEngine;
using UnityEngine.SceneManagement;

public class SingletonStructure : MonoBehaviour

{
void Update()

{
if (Input.GetMouseButtonDown(Q))
{
SceneManager.lLoadScene("NextScene") ;
I3
I3
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using UnityEngine;
using UnityEngine.SceneManagement;

public class(SingletonStructure ): MonoBehaviour

{ N \SFGIRN
/" void Awake() N\ |T—LATI IR E
{ REF LT D
DontDestroyOnLoad(gameObject); (Destroy LW\ 2 &5

\_} gz v R)

void Update()

{
if (Input.GetMouseButtonDown(0))

{
L

SceneManager.LoadScene('"NextScene" ) ;
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using UnityEngine;

using UnityEngine.SceneManagement;
2OBDY—VIICT7IVFEINTWDBRI U TN
public class(SingletonStructurNext } MonoBehaviour

{

void Update()
{ IDEBDY—VICERD XYV Y R ZEIT

/" if (Input.GetMouseButtonDown(0)) )
{

SceneManager.LoadScene("SampleScene’);
- J
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using UnityEngine; ot d Bfcsd. UK RT U T MER
public class(UnitySingleton): MonoBehaviour
{

//static: FILKAVRAI YV RIELTHERHDOHEZRIFT 5
public static UnitySingleton instance;

void Awake()

{
//UnitySingleton VA% Y ANEELRITNIE
if (instance == null)
{
//UnitySingleton YR Y Y AD BN > 15
//ZDUnitySingletonzA Y RAY VR ET S
instance = this;
//Y—rZEEVWTHUnitySingletond Y XY YV A ZHZEL R L
DontDestroyOnLoad(gameObject);
return;
¥
//5EA VRS A4 LizUnitySingletonE iKEE
Destroy(gameObject);
¥
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Add Component
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using UnityEngine;
using UnityEngine.SceneManagement;

public class(SingletonStructure } MonoBehaviour

{
private void Update()

{
(" if (Input.GetMouseButtonDown(0)) )

{

SceneManager.LoadScene("NextScene');
- >
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. Transform Q 3 #,
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AudioClip 8483
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AudioClip 8483 o
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class Singleton

{
private static Singleton instance;
public int HiScore { get; set; } = 10;
private Singleton() {}
Ay REZFONRT 1 1L
public static Singleton Instance '{’/}\?%:7 7ijjh'5lﬁﬁ
{ HOEHUTOEENNE
%et var s1 = Singleton.Instancel();
HA{ y .
' W?H1 var sl = Singleton.Instance;
if (instance == null)
{
instance = new Singleton();
s
return instance;
Iy
}
s
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Ver6 LI null BREEF (??0E=)

class Singleton

{
private static Singleton instance;
public int HiScore { get; set; } = 10;
private Singleton() { }
public static Singleton Instance
{
get
{
instance = instance ?? new Singleton();
return instance;
) ; instancelc (&,
} instanceMnull ¢l N, instance
instance‘ nullMiFHE. new Singleton()
ANAWNEY (RS
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class Singleton

{
public static Singleton Instance { get; } = new Singleton();
public int HiScore { get; set; } = 10;
private Singleton() { }

s
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