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[CreateAssetMenu]

public class TankConfig : ScriptableObject
[
|

public float speed;

nublic float rotate;




public class TankController : MonoBehaviour
{

[SerializeField] TankConfig config;

public void Update ()

= Input.GetAxis (
var x = Input.GetAxis (
if (v 1= 0)
GetComponent<NavMeshAgent> ().Move (transform.forward * (v * config.speed));
if (x !1=0)
transform.localRotation *= Quaternion.AngleAxis (x * config.rotate, Vector3.up);
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public class TankController : MonoBehaviour
{

[SerializeField] TankAIBase ai;

public void Update ()

ai.Do(gameObject);

class TankAIBase : ScriptableObject

void Do (GameObject obj) { }




[CreateAssetMenu]
public class TanksStand : TankAIBase{}

[CreateAssetMenu]
public class TankRotate
[

|

nublic float rotate =

public override void Do (GameObject obj)

obj.transform.localRotation *= Quaternion.AngleAxis (rotate, Vector3.up);




[CreateAssetMenu]

public class TankMove : TankAIBase
{

public float speed =

public override void Do (GameObject obj)

1

obj.GetComponent<NavMeshAgent=>() .Move(obj.transform.forward * speed);
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ankController
void Move(float accel)

GetComponent<NavMeshAgent>() .Move(transform.forward * (accel *

ankController tankController{get; set;}

void Up () { tankController.Move(5); }

void Down () { tankController.Move(-5);
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EventTriggerBehaviour : MonoBeha

|SerializeField]
UnityEvent onAwake = new UnityEvent (), onDestroy = new UnityEvent ();

1d Awake ()

onAwake. Invoke ();

void OnDestroy ()

onDestroy. Invoke
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public class paraml_importer : AssetPostprocessor 'r -\/'1{_ I‘ME‘:E‘J%

static void OnPostprocessAllAssets (
string[] importedAssets, string|[] deletedAssets, string[] movedAssets,
string|] movedFromAssetPaths)

ExcelItem data = (Excelltem)AssetDatabase.lLoadAssetAtPath (exportPath, typeof(ExcelItem));
f (data == null) {

data = ScriptableObject.CreateInstance<Excelltem> ();

AssetDatabase.CreateAsset ((ScriptableObject)data, exportPath);



ExcelIltem data = (Excelltem)AssetDatabase.LoadAssetAtPath (exportPath, typeof(Excelltem));
If (data == null) {
data = ScriptableObject.CreateInstance<Excelltem> ();
AssetDatabase.CreateAsset ((ScriptableObject)data, exportPath);
}
/] A >H— g

ScriptableObject obj = AssetDatabase.lLoadAssetAtPath (
exportPath, typeof(ScriptableObject)) as ScriptableObject;
EditorUtility.SetDirty (obj);
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%TAG !u! tag:unity3d.com,2011:

--= lulll4 &11400000

MonoBehaviour:
m_ObjectHideFlags: 0
m_PrefabParentObject: {filelD: @}
m_PrefabInternal: {filelD: 0}

m_GameObject: {filelD: @}
m_Enabled: 1

m_EditorHideFlags: 0

m_Script: {filelID: 11500000, guid: 64e7a24fcd53d4ec4b7372e57df99a95, type: 3}
m_Name: Data
m_EditorClassldentifier:




m_Enabled: 1

m_EditorHideFlags: 0
m_Script: {filelD: 11500000, guid: 64e7a24fcd53d4ecd4b7372e57df99a95, type: 3}
m_Name: Data

m_EditorClassldentifier:
index: 0O
name:
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MriteAllText (path, json);

OnAfterDeserialize
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OnBeforeSerialize |

WriteAllText (path, json);
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public abstract class ResettableScriptableObject :

ct void Reset ():

public class SaveData : ResettableScriptableObject
{

public int count = 0;

public override void Reset ()



public class SaveData : ResettabledcriptableObject
{

public int count = 0;
public override void Reset ()

[/#RB{fE 1 — K
count = 0;

7 — L\BASRBFICScriptable Objectz Ut w b

public class DataResetter
{
public ResettableScriptableObject[] resettableScriptableObjects;
private void Awake ()

; 1 < resettableScriptableObjects.Length; i++)

resettableScriptableObjects[i].Reset ();




; 1 < resettableScriptableObjects.Length; i++)

resettableScriptableObjects[i].Reset ();

T—RE3T3

public abstract class ResettableScriptableObject :
{

[SerializeField] int _count =

public 1nt

void OnEnable()
[
|

count = _count;




count = count;

public class ResettableScriptableObject : !
{

protected virtual void OnEnable()

{

r UNITY_EDITOR

1f( Editor! Ul' cation.isPlayingOrWillChangePlaymode == true ){

UnityEditor. 1flr';p ication.playModeStateChanged += (state) = {
f( Edi lP' tion.isPlayingOrWillChangePlaymode == false) {
Resource: UnloadAsset( his);




1f( EditorApplication.isPlayingOrWillChangePlaymode == false) {

Resources.UnloadAsset(this);

[CreateAssetMenu]
public class Config : ResettableScriptableObject
{

public float _count;
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