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—Fix, ZH2VY) 22— arOFD1>TY,
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SOLID原則
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TWET, FIZE, LFDL52bDTY,

3DET IL~DS A KT 5 MeshFilter
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Ar—)v [BlER, (L Z AT 5 Transform = > AR — R > b
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R

27V M BRE LR ITHASETES, TNENEZIRICEMTE 2 XS
WCREFLET, 2L T, 2o EB L THMEREIELZ T 5L 51T LET,
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Player

Audio
Input
Movement

public class UnrefactoredPlayer : MonoBehaviour.

{

[SerializeField] private string inputAxisName;
[SerializeField] private float positionMultiplier;
private float yPosition.SerializeFieldld. AJJfliDALE % 5 E
LET,

private AudioSource bounceSfx;

private void Start()
{
bounceSfx = GetComponent<AudioSource> () ;

private void Update ()
{
float delta = Input.GetAxis (inputAxisName) * Time.deltaTime;

yPosition = Mathf.Clamp (yPosition + delta, -1, 1);

transform.position = new Vector3(transform.position.x, yPosi-)
tion * positionMultiplier, transform.position.z);

}

private void OnTriggerEnter (Collider other)

{
bounceSfx.Play () #EITLE7,
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Z ®UnrefactoredPlayer” 7 A i3kkx 2% El > THET, 7 LA ¥ —23MT
DICHE LI XICEEZBOL L, ANWZEHL, BEIZLHELET, 53
HEWZ I A TH, ey =2 FRERTDITONTA T T ANEAENT /2
5TLX D, PlayerZ7 7 2% LW/ 7 ZAZHHTHZ 2Bt L T2
S,

Movement

=)

[RequireComponent (typeof (PlayerAudio), typeof (PlayerInput),

typeof (PlayerMovement))] &9 5,

public class Player : MonoBehaviour (7 LA ¥—)

{
SerializeField] private PlayerAudio playerAudio;
[SerializeField] private PlayerInput playerInput;
[SerializeField] private PlayerMovement
playerMovement.SerializeField; [SerializeField] private

PlayerMovement playerMovement;

private void Start(

{
playerAudio = GetComponent<PlayerAudio> () ;
playerInput = GetComponent<PlayerInput>();

playerMovement = GetComponent<PlayerMovement>() T

o

public class PlayerAudio : MonoBehaviour (7 LA ¥—A—F 1 %)
{

public class PlayerInput : MonoBehaviour.

{

public class PlayerMovement :+E/EASAEY

{
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F—7 7 a—XpEHE

SOLIDEFHZE1F 50CP (open-closed principle) &, 7 7 A XPEiEICx)
LCIEA—7 v Th i, BREICH L TUXZ v —XTRITFUZR L2200 E 0
SHDTT, TP — REEIETDHZ &< HLOVEMEEZ/ERTE 5 XD
W27 T RAEMRR L E T,

Z oMM ZREIN, KIEOERBEZFET 2 & T, FECHOERZ KT A
Y v R#&EfFfFOAreaCalculatortWH 7 FRAEEDZ L TEET,

HAEZFR T 57292, RectangleZ T AFWidth & HeightZ £f-> T\ &£ 9,
AI¥Radius & MOEZ T A ETT,

subLiE et ketiEgdcadidititody LAreaCalculatoriZl & HIZIRZEM L 70>
LA, BriLWBIRZEIZH LW A Yy REEKRTLI2LER’H Y £9, B2,
1% RIS IO R e T AT AL CABREANF R o5 ROKIR) - 20 fH D B A 4

gl:%ﬁofc% E5 LET M ?AreaCalculator 7 7 AL ICHIEIARBEIC 2D
5 rectangle.width * rectangle.height ZiRL %79,
3

Shaperl ¥ *IEEE et & felleRre Stk ML T r Y v R —DEDH Z L bl
BT, LnL, £9595L, ¥y 7 ODNETE Y A TOIIRENIT S
72 8O T gD et BEAI 4 TR | Evpd) eFrddiug #U TR . BT FEIFF T X 7200,

}
Sema— K (areaCalculator®WNHR) #ZEH T2 L7i2<, FrJ T L%
b (%ﬁbb\ﬁé%@)ﬂ‘fé%&ﬁ‘é) T BB LIV D T3, HERERYIZIZRTRE
public class Rectangle
{cﬁb\@’f"a‘ﬁ\ HfEPDAareaCalculatoridA —7 7 o —XDJFHNZK LTV
FJopublic float width;

public float height;
}

public class Circle

{

public float radius;
}
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Rectangle

GetRectangleArea

+width
+height

AreaCalculator

+GetRectangleArea(Rectangle r)
+GetCircleArea(Circle ¢)

+radius

GetCircleArea

R VIZ, MERM72ShapeV T ABEFRT DI EERFTL T ZE W,

Sob Gy sCadqulatarspas W IR Y v R EENTWET, LT,
Rectangle & Circle% Shape/ Lffk S/ 25 &, EHZEiLDShapess il B Dif

FEZ OB e, abhtrded: D14 HatollFeandedVIC & 2 £ 512720 £97,
}

public class Rectangle : Shape
{

public float width;

public float height;

public override float CalculateArea()

{
width * height %7,

public class Circle :Xf¥
{

public float radius;

public override float CalculateArea()

{
PR x R ¢ Mathf.PI ZIKLET,
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AreaCalculatorid, ZNZEM{LTAHZ LN TEET,

Bl tojriany Areadaderbator 7 7 A%, fil& 72 Shape 7 T A & Hb)IC SE23E
LCOBEBOROEMETET 52 LN TES LRV ELE, ZhIC
) IEUijE% ;&aﬁ %Q’Z‘{‘Aﬁ%"(%hip% ﬁ?%?) AreaCalculatorDEREZPLIET D
TLBTEES

returh °shape.CalculateArea () ;

AreaCalculator

GetArea

+GetArea(Shape s) +CalculateAreal()

Rectangle

+radius +width
+height

+CalculateArea() +CalculateArea()

LW AN LELRGAIE, ShapeZ MK LI LW T AEERTHTT
L, 477 F 2L & ni=4%ShapelfcCalculateArea X VY v K& 4 —/—F 1
FLTIELWEMEZ IR LET,

ZOHLWT A L, TRy TR LET, HILWBIRTT I —MFAEL
72%&. AreaCalculatorZ a2 LB IZHV A, v a— NFEE X
NBRNOT, FHLa— RIZRMEOH D0 Ty 7 B2 E ) 72T i~k
LT,

Unity CHI LW T REAER T2 & X1, Ao X — 7 x— R 8L EIEAL
FLEI, ZHUTEY, BP0 IZTWWNIC WViswitch LRLEXNE £, %
TR T 2OV L 25D RETHZ ENTEET, OCPEEELEY T
ZOFEITENAIUE, BEHICH Lo — RE2BINT 5 2 & AMHEICRe 0 £
7
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U A =27 B E

U2z 7 EHR A (LSP) X, IRAEY T RITZEDRE S T A% L CEHn]
RETRITIUIRERNETLIHDTHD, A7 V=2 MamTm I I 7
BT DMMAKIT, V77 T X & CTHREZBINT 2 Z & & AREICLET,
L2rL, ZAUTER LRV & R EICHEME LT 5 ATRe b 0 £,

SOLIDDO3>HDETH D U A a 7iEf#adF L, MERZ@mH L 7 r <
A% LD EBETHEIRR S DOIZT B HEEHRWNTZHLDOTH S,

HIRT=D 7 — LT, Vehicle&WH 7 FANRKIEIZE LET, 2, 77

Vor—2a b TERTODROVMOY T 7 5 ZADR—R 0D 7T ATT, il
X, BN T v BV ENS LILER A

+speed:float
+direction:Vector3

+GoForward()
+Reverse()
+TurnRight()

+TurnLeft()

NR—RX 7 F A (Vehicle) WX D LI AL EZTYH, CareTruck® X 95
YT TANT TV r—va v EETZ e EXHIET T,
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VehicleZ 7 RAIKRD XL Db D TT,

Bl i, W& Tore F L TED 2 —Hlor—2zlfo e LET,
{

0000
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F72, NavigatorEWHBID 7 T 2AEHE LT, ArEDORRERICH > THE %
MSELHZEHTEET,

U2 & 7 TaSE I RaviNavigatordOMove X Vv RIZEARFEV Y THLIST Z LN T
&, HOMNT v/ THRERSEET 2 Z EWIFEEEY, LArL, Train
LD S AP MV BRI VRS G L H e

{

+speed:float
+direction:Vector3

+GoForward()
+Reverse()
+TurnRight()
+TurnLeft()

+GoForward()

+Reverse()
g | +TurnRight()
2 | +TurnLeft()

not implementing
violates base class

FIBLI TR D HEEN D 2 E N TE RO T, TurnLeft & TurnRight AV v
RIZFIE 7 7 A CIIRE L ¥ A, & LNavigatordMove A Y v RIZHIEEZPEL
L LThH, ZNODITIZENET D L ARFEEDExceptionZ T 5 (H DV
flfH L7ew) TLxH, BAEZOV T XA SICEEHZD LN TEXRNGE,
VAa7RADFEANGER T2 21220 £,
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FHiIvehicleDH 7 ¥ A 772D T, Vehicle? 7AZZITf T 5 &A%
LEZTHLHEZXDEESITLE S, &5 TRWEAEIX, 22— KRR THIRATHEE
BREMEEZ T D AREMER H V 9,

Liskovig o 5l % L 0 BEIZTFEEDON D00 > FE2EZTHEL L D,

P77 T AT HERICHBERHIRLTHWSEE, ) Ra7E#REHE > T
HAREMENH D £, NotimplementedExceptioni. Z DJFEH|Z - Ty
B EERTIREMZGHLTY, 2 Yy FEZHICLESEALRETT,
YT Y TAPNR—=AY ZADE S ICEHELRWIGE, LSPIZE> T
ZEiZRVET, 7ok 2. IR T =42 TH T,

Wb E T INCT D, =R 7 FTATLL DY v I EANDITE
. LSPOEEN B AIEEMNE L 2 7, N—R 7 T R X, IRET DY
70 T ACHET DHERE D A A R BT IUT L,

BT FRE, R=ZRIZFREEUE AT Y 9 7 AU RNeHONERHY F
T, INHDORA T, ALY 7R T v EIEOHT EEZOEELRTT
HOEVENRHY £9,

75 ABBERES T AEIC., 7T AAPIEBRT S, HELEIITR]
% DT T ANBAT HHFNEHINS LLERA, BHEOHH
. BT Lb 7 T ABBICEBREND IR Y £8 A,

WAL D ba RO s VR BT B, MURIC K o THREZ Z T IET 0
TR FEOIEE I TS DA 2 5 =T == ARBID Y T A
EERT 5. € LT, RASHELMAADET 2K Yy ay) &
i %

<<interface>> <<Interface>>

+fieldA
+fieldB

+MethodA() +MethodC() +MethodE()
+MethodB() +MethodD() +MethodF()

Inheritance
vis a*

Composition

Composition
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ZDOREHEEETHICIZ, AV PFILDVehicleZ A THMEE L, MiED £ <
A HE—T 2 — RIBITSEET,

LSR5 At & da Wi Filcnmpe C, RoadVehiclef! ¥ Railvehiclef A {ERL L
9, LT, CartTrainldZFNENDRX—R T T R E/kEKT D,

public void TurnRight () ;
<<Interface>> <<|nterface>>
ITurnable IMovable

+TurnLeft() +GoForward()
+TurnRight() +Reverse()

RailVehicle

RoadVehicle

+speed
+turnSpeed

----F

+GoForward()
+Reverse()
+TurnLeft()
+TurnRight()

+GoForward()
+Reverse()
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public class RoadVehicle :IMovable, ITurnable
{

public float speed = 100f;

public float turnSpeed = 5f;

public virtual void GoForward ()
{

public virtual void Reverse ()

public virtual void TurnLeft ()

public virtual void TurnRight ()

public class RailVehicle :IMovable
{
public float speed = 100;

public virtual void GoForward()

{

public virtual void Reverse()
{

public class Car : B—RE—2Z7/1
{

public class Train : RailVehicle (S HiH)
{
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ZDO XD, BRI IR, A ¥ —T 2 —RAE@UCRtENET,
Cart TrainlZ[R UK 7 A &4 LaWd T, LSPAEiZT L ocrv L
7=, RoadVehicle & RailVehicle# [Fl UKV 7 ANBIRESHEDHZ L TEE
TN, ZOHBE, BbEOVLELHY EFHA,

DX REZFIT. BEOCMFIZOWTHLIEDORELZFF > TWDHT-
O, BB T2 EB3HVET, Y7 hu=THBTIEX. Zhx T3
— 7N Y TR EMEATHET, EEED lisal BIRN T~ THEK
WIZOBNRHDITTIELY A, V7 MU= 7T EREHE, BLEEOMGER TlEZe
<, 7T AREEAEBRE S0V 2 L EENRNTLSEEN,

V2 a7 @BBOFANCHE> T, 73— F_X— ZADIRIRME & P& RO 729D1T
. AR FEERIR L E T,

A B —T = — A EEDEH

A =T =— 2D JFHI (ISP) X, EDrZ AT b ASNMED L
WA Yy RIZIEFET D2 23Rl S XX Clidenwe 325650 TY,

DFED, RERA VA —T=2—RTWET D EVDH Z LT, BH—-EHEDFH]
LRILBZT, 7I7AEAY y REELITDHEIICHERLET, 2k
. EMMERRBICED, A H—T 2 Aka Ny ML, EhsEsZ L
NTEET,

RaART VA Y —a2=y EPRBIGT LA NFTTO—F—L2lF5 2 L2y
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public interface IUnitStats

{
public float Health { get; set; }
public int Defense { get; set; }.

public void Die (),
public void TakeDamage () ;
public void RestoreHealth();

public float MoveSpeed { get; set; }
public float Acceleration { get; set; }.

public void GoForward() ;
public void Reverse();
public void TurnLeft();
public void TurnRight () ;

public int Strength { get; set; }
public int Dexterity { get; set; }
public int Endurance { get; set; }
public int Endurance { get; set; }.
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<<Interface>> <<Interface>> <<Interface>> <<Interface>>
IMovable IUnitStats IDamageable IExplodable
+MoveSpeed +Strength +Health +Mass
+Acceleration +Dexterity +Defense +ExplosiveForce
+Endurance +FuseDelay
+GoForward() +Die() +Explode()
+Reverse() +TakeDamage()

+TurnLeft() +RestoreHealth()
+TurnRight()

ExplodingBarrel
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public interface IMovable

{
public float MoveSpeed { get; set; }
public float Acceleration { get; set; }.

public void GoForward() ;
public void Reverse();

public void TurnLeft();
public void TurnRight () ;

public interface IDamageable

{
public float Health { get; set; }
public int Defense { get; set; }
public void Die();
public void TakeDamage () ;
public void RestoreHealth();

public interface IUnitStats

{
public int Strength { get; set; }
public int Dexterity { get; set; }
public int Endurance { get; set; }
public int Endurance { get; set; }.

F7o, BRI IHEOT-DIZIExplodablef Y ¥ —T = A AEBMTDHZENTETET,

public interface IExplodable

{
public float Mass { get; set; }.
public float ExplosiveForce { get; set; }
public float FuseDelay { get; set; }.

public void Explode () ;
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ﬁﬁ%ﬁEEEH%§ﬁ§3§§@Q£§Q§E : MonoBehaviour, IDamageable, IMovable, IUnit-

Stats.
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High coupling, low cohesion
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depends
+door
+isActivated

+Toggle() +glpen(())
+Close

Higher-level object Lower-level object

KRR EER L

BMIRILTIE, F v 727 4 —NREEDOHBITNIBEI L T, NI s &t x2LAT
WET, TNEHSTINDDNSwitchTY,

‘WL~ icix, R79FA N R FIEOERBEOREL GO 7 A
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public class Switch : MonoBehaviour.
{

public Door K7,

public bool isActivated;

public void Toggle ()
{
if (isActivated)
{
isActivated = false;
door.Close() ;
}
Sb7e<iX
{
isActivated = true;
door.Open() ;

}
public class Door : MonoBehaviour.
{
public void Open/()
{
Debug.Log ("The door is open.");

public void Close ()
{
Debug.Log ("The door is closed.");
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<<interface>>
ISwitchable

+Toggle() +Activate()
+Deactivate()

depends
+client: ISwitchable

Higher-level object

| implements

R BAGR R fT &

+Activate()
+Deactivate()

Lower-level object

ISwitchableld, 77T 4 TINEIMEMDBIZODONRRT Y w7 TaXTF ¢ &
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public interface ISwitchable

{
public bool IsActive { get; }.

public void Activate();

public void Deactivate();
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public e av:.our
s
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public void Activate()
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Door C L% %JJ’T{EL%% d%b? D3, %Ejj:)l.iISwitchable%fi% LTCTWs Y

DT LBEL £,

public void Deactivate ()
{
isActive = false &7 5,
Debug.Log ("The door is closed.");
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<<interface>>
ISwitchable

+Activate()
+Deactivate()
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abstract abstract

Robot Switchable
+moveSpeed +delay
+searchRadius +activationTime

+FindPath() +Activate()
+CollectResources() +Deactivate()

subclasses can
derive from only
one base class
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abstract <<Interface>>
Robot ISwitchable

+moveSpeed
+searchRadius

+FindPath() +Activate()
+CollectResources() +Deactivate()
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X, 22— ROFEHEIME T,

Lol FEREPLEDOA L F—T 2 —RARN—R T T A>TV DA
L EBI—HBEAT, Ty N —BENLREND LIS, MEOME R
v I EELEXIICTAHIENARETT, 2O LT, HILWA TP = hDfE
B, KD ILRMEOE NS DIZR Y £,

Fio, 777 M=V T I AT HI LT, BEOHMBEHOT 77 b
U—2B8HIELZ L bARET T, 25952 LT, MOHEEMREET ¥
A DA LT £,

B> i T

TV NNDT AT DA AR 2T D7 7 7 Y —F — 2w ERk
52 &AM LT ZEV, GameObjectDIERLIZIZPrefabZz 5 = & 8 T
EDLM, HFALVAZ AR T D EEIZ, WL ONDH AL NEWEE FT
L7zWhnd LAty

ZouYy Y EHERFT 5701, if30CswitchZfE 5 O TiEAR <. IProduct
©2022 2=F 1 «- T/ 409943 D1 =7
o o— = 4= Fyh-=
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EWH A H—T z—REFactoryE WIMRY T R E/ER L E T,
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public interface IProduct

{
public string ProductName { get; set; }.

public void Initialize();

public abstract class Factory : MonoBehaviour (777 hU—:FE/ETV=27))

{
public abstract IProduct GetProduct (Vector3 position);

/] FTRTOZ7 77 RN —THEINHAY v K

TagZry ME, FDORAY y RIZOWTHEDT > 7 L— MIREI BERH Y
FI., FRUSNOREEITIEE SN ER A, £ 2T, IProductAf VX 7 = —
AEEFRLTOET,

777 U =3 IEOEHEENLENL LRV T, 2o 7
TIEThi% 7 7 2% flioCWEd, 7272, V727 7 2 &2 HAT DRI,
SOLIDOJFRINEG U A a ZRAICHEBE L TLEE0,

ORI ENHY 9,

<<Interface>>
duct
+ProductName: string
jalizel

ProductA ProductB

IProductAf ' #—7 =— A%, ®EMTHET DI LOEERLET,
Z DA, BilZProductName 7 2 /837 4 NV . Initialize THRLGLAIZELT
a2 RnHY ET,

%L T, IProductAf ¥ ¥ —7 = —RIZHEHRY . MBERKOBE, (Producta
. ProductB72 &) #EHET DL LNTE D,

©2022 =54 -7/ 42095301 =5
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ARV T A TH DHFactorylZiL, IProduct i 9 GetProduct X Y v R23dH D £
T, THUTHNER Y T AR DT, FactoryDA VAKX U AEERHEDL Z LixTEE
i, BAREZ2H 72 Z % (ConcreteFactoryA & ConcreteFactoryB) ZU <
MIRAESHE T, EBEICHRL RREEZIRG T2 2 8120 £9,

Z OBIDGetProductitVector3DNiiE 2 LD DT, X 0 @HICRFE DOHZATIC
Prefab GameObjectZ o A% L A{bT 25 Z &R TEE T, F7z. #%Concrete
Factory® 7 1 —/V RiZi&, *Hixd 27 7' L — FPrefab23 & S v E 7,

LLUFIE, > 7L @DProductA & ConcreteFactoryA Td,

public class ProductA : MonoBehaviour, IProduct.

{
[SerializeField] private string productName = "ProductA";
public string ProductName { get => productName; set => productName

= value ; }.
private ParticleSystem particleSystem;

public void Initialize()
{
/) ZORBCEEDRY 7 RN LGS
gameObject.name = productName;
particleSystem = GetComponentInChildren<ParticleSystem> () ;
particleSystem?.Stop() ;
particleSystem?.Play (),

public class ConcreteFactoryA : 77 7% hU—
{

[SerializeField] private ProductA productPrefab;

public override IProduct GetProduct (Vector3 position)
{
// Prefab®DA UV AZ U AZRARL, BmarR—xr M BGT5
GameObject instance = Instantiate (productPrefab.gameObject,
position, Quaternion.identity);

ProductA newProduct = instance.GetComponent<ProductA> () ;

// FEGFMEOR Yy 7 B ET

newProduct.Initialize();

return newProduct;

©2022 =T 4 - TV 43995301 =7
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Z 2T, 842 5 %2 ZMonoBehaviours & L CHELE L TWET 4,
IProductlZI T T LT ZIEHR L TCnEd,

BRI AED X HITA D= 9 > DInitializeZFFOZ LR TE 50
WCHEE L TL7EEV, ¥ 7 ® ProductA Prefab (21X ParticleSystem 235
FILTHEY ., ConcreteFactoryA 3o’ —% A L A X o AbT 5 & EITHAES
NEJ, 7727 b —BARIZFI ST 4 I NVE NI —THREOR Y v
1372< . TRCoORNICHIET S Initialize A Y v RENOHTZT T

o

PN F ey FTHE, ClickToCreateX VA R—RX MR T7 727 Y —%
Y0z C, ¥7e 281E% 9 D ProductA & ProductBZ £ L TV B8 %2 2
FNZ 72 £9, ProductBIZ AR ERICE 21 S L, ProductAid S—F ¢ 7 /L
DR EFRESTET,

P & T

77 M) = RE = RNERBEEEZ T OO, Z<0/EEEY FT v
THLETY, 7V = arTHLWRGZ A F2ERLLTH, BiFD
HbOEEFE LY, LREIDOa— REEETLILEEH Y A,

HRGLONTHa Yy 7 EMBE OV T AT A58, V7 b —a—
REREL T2 ¢0MTEET, &7 727 MU —iF, F-ED
Initialize ZFFOHT I EZ T 2> T HIT L, AR ZRTEMICOWN
T sZ EMTEERA,

KIEIZ, ZORZ— B FEETATDIC, L DIV TREFT VT RAEERT D
ZETT, o F—LERR., 2TV LA —R—~y FZELTEH LETH
. B OMEEN L ROV AIIAEN S LLER A,

Factory

The factory pattern creates
different products that
share a common interface.
Each product is a different
class with its own
construction logic.

Using the same interface,
ProductA spawns particles,
while ProductB plays a
sound.

Click on the maze to

create a product. : . :

HLWMIEEZHAEL, ORI FE2HELET, EHLLRILA U Z—T = A AEHALTVET

©2022 =74 + T 4499501 =7
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777 MU —DFEET, ZZIRLIELDO LIRSS BARDAREMESRH D F
T, MADOTZ 77 N — "2 — U BT HERICIE. LTOREEZRF LT
E\y,

B ORBIIIFELMEALET, a2 —LEOT & L THE
M L7ZWBEH 0 £4, F—& LT EOXFIRRI+ (il
X, AR H20ID) 2L, L LT 72 EHALEST, Z
D

2T, WSRO LV ERIZZe D £9,

777 )— (3777 ) —~<F—T%—) EBEHRLOICLET
o ZHUFFENRF 2 EF A, BINOBRENMLIETY, HHRT T A
A VAR BIZRRENIVOT, "Eoa vy g UHENICT D03
N £,

GameObject°*MonoBehaviours SIFMZ b EA L T 72 &0,
Prefabs<CUnity[@Eil A D 2 AR —F > MZRELZRZWTLZEN, 77
IR —=RE—=F, HHWHCHEF TV =/ NTENELET,

ATy NS —NRE— LB EDED, 777 P IS TLD
LA Ty haA rAX 2B LT DAERR L7 0 9 2 BT 70
o £o. BBICHAMTFEOL TV =2 VERGTHILLTE D,
WL DA TVl oA v AR LT D858 Wl BRERDFEEY)
AT e NN T D & K0 KR AT D R
FHEIZ 72 0 F9,

THIE. HoP 25— LT VA ERELBEIIG L TERMT N TEET
o L2, ®EAED Z LRI RBENTII RN ENRZN I LizEE LTS
&, 777 )= _"E = ERORERZZ 7 DO—HE L THETT 55
bV ET (LLxiF F—b LV O—HDOX AT v Ry 7 AZUIE
RERETDHRE)
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小西秀明

オブジェクトプール


©2022 =T 4 T/
=X

FT Yz P&, KEDGameObjectZ AR - AEET HERIC, CPU
DA EZEINT D 72D ORELFETT,

FT e ke T NE— TR, YIS A T2 FoE Y b
ZIEEM L SN "I ICHE R L S E T, ATV 2 RSB
&, TV —vasiFxEnEA v AZ ALY, RbViZ, F—
Vb GameObjectx Esk L, ZaHINIT 5,

&b oTob, 7P VEIET 7T 472 LT, ET DRI
—VIZ R T,

FT 2l NS —NE, AR—=Tal s a DAL ZITEINT DAL >
YT EBRETHIENTEET, GCAXA 7E, AEVDEID B TH
DICKREDOAT P =27 b EEREZIIMEST S Z i LIZ LI ES, =
— P —RRE » Z—CRDOINE D e —T o VT HMIR EDH A I T
RitboT, A7 V22 N —NEFHENIA L AZ AL TEBL & LT
Lxo,

FTVx2l PN EEZE, T AT VA KBRS T I ERSHAERSZ LN TEET,

By v NI TS =V AT A
2-2MDMonoBehaviourN EFE SN2 v TN R T —V U TV AT L EEZ 5D,

HET 42 & 72 % GameObjectd 1 L 7 & 3 v % A%4% 3 % ObjectPool

PrefabliZi B/l & #172PooledObject T R —F > b, ZHIUE, £ ua—r
TATENT = N~OSHRERFFT DHDITHELHLET,

46995y D1 =7
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ObjectPool Tix, 7'— /DY A XEFLRT 57 4 —/L K, M L7Z0
PooledObject Prefab, 7— /VEKZEKT a7 ay (ZOFITEALZ v
7) ERET D,

58RURPRASLs BoYeti bolihs  AihothLibur GFIrBET A RN LET
PooledObjectDHT LA K v 7 ZA{ERL L, objectToPoolD A —% A
A X teskflali Febhd R opliSaze RERFR @i Bod1SiFes 77— L7 LA T
72 BBérie i BBl i petete Cgekadobdedth FEONH L £97,

objectToPool.SerializeField.SerializeField.SerializeF

ield.PrivatePoolSize,

/] T=NVENEAT V=T beal sy a BT 5
private Stack<PooledObject> stack;

private void Start()
{
SetupPool (),

/] T=NVEERTD (BENENT-ARVE XCEEIT D) private void
SetupPool ()
{

stack = new Stack<PooledObject>();

PooledObject instance = null;

for (int i = 0; 1 < initPoolSize; i++)

{
instance = Instantiate (objectToPool) ;
instance.Pool = this;
instance.gameObject.SetActive (false) ;

stack.Push (instance) % 51T,

©2022 =74 -7/ 47995301 =7
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Flo, T ENTWDET AT LERGT HAY v B (GetPooledObject) R°7
—JVIZRT A Y v K (ReturnToPool) HMETT,

GetPooledQbjantin: ~ 7 2R EaaE e+l RooledObject & Rk L & 7
. T PpEAdObIbhE, RO BbAFEI R BRI 121 TH D, T A DRE &
BN THIIE, 1AL DOHA, BEFDGameObject~DE M LH1E bz

X977,
/] T=NDOREIRHHTROVES, H LV Pooledob- %AV AX AT 5,

L5L5 , S . s
GetPoollede%}ggaecq{t_?o%Q:m:%ﬁﬁ FA T MI = rEInN=AF T = b

ZRATEDPLEICBENEIR S E D BERH Y 7,
PooledObject newInstance = Instantiate (objectToPool) ;
7—L EN T felihnebiedt Poulim B T 5 -0 ST D/

PooledObije&etury iewtistaRcp > Z L1272 0 £,
}

public class PooledObject : MonoBehaviour.
{
private ObjectPool pool;
public ObjectPool Pool { get => pool; set => pool = value; }.

public void Release()
{
pool.ReturnToPool (this),

©2022 =74 -7/ 48995301 =7
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©2022 =54 -T2 )
nY—xX

Release % M5 & GameObjectiZfish & 720 | ' — L F a—IZ RSN D,

fHgo7ay=r T, EARWREMFAIZRLET, 2Tk, GameObjectiZ
ExampleGunAZ U 7 &7 X v F L TWVET, ZhiF, 77 k- 77—
~OBRERGFT DD THDH, 2—HF—nNEOL WA 7 U7 M
Object.Instantiate ZFFOHIRIVIZ, D GetPooledObject AV v
R Z BN

JEE{RIX, ExampleProjectileAZ U 7 K &PooledObject A7 U7 hd3dh
Y £, ExampleProjectileliZDeactivate A Y v K23 0 | FE Sz
GameObjectZ b % (2N L. FIHWBER Y — VICRTZ ENTEET,

NEE SFx 552
&

2995 ET, HEATIEMMERD OHMNERK L TWDHEIICHZTH

 EBFHEICESMEL T YA 7L LTWHDET E WD 2 ERAREICR Y
T, 7220, FRRCT 27 4 TR F 7V NEaRRTDHEHIC, T—
VDY A ZXPH3RENZEEZHER LT IZEN,

Tl e A REBZHMEND DA, T/ VLEBNOA T =7 N A
VAR AT B ENTEET, L, FEAEDOEES, BFEDOET S
TATRFA T2 RS RET S,

Unity®ParticleSystemZ i > 7= Z L BdH o N b, A7V =7 F 7 — /L2 R
WCHERBR L7722 &3 513 T4, ParticleSystem = > "R—F% > hMTix, 73—F
4 IO KRBERETDHEARZH Y 9, ZHITEMICHATRE R S—F ¢
INVEBFAL, =727 BRRREEBX2NESICTIHOTY, A7V
=7 =L b RERIC, fEE OGameObjectZ 4% Z LN TE £,

49995y D1 =7
4= Ky b=
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BE

FofIfFEAALO T, EEOT Y 27 FTAHT V2 NS — LV ERETS
AT, UTOX YR T v 77 L —REaZBELTIEEN,

BEIEIR T U N IR T B, BRe Y — AL T SN AT
Tl NEARTOIUEND DS, ATV VT EHICT
HZEERFLTLZE N, 20

AT HE, TV =2 arDEZIITET 7B ATEETN, A
VAR BEFEHT L EITTEERA, HDODWIEK, ATV NS —
JVIRB = b T N N = e o T a— oL T o
BATEDLEIICTDHE VBTN ET,

BROS—NE2EBT DX, HFEEZERLET., 7 —/ L7z Prefab

NEEHLBEE., TNLEHAZ DT — KM L, EOF—Licing

bELIMPONDEIICHF—EHEOT #HM L £7 (PrefabdinstancelD
Na=—rX—L L THELET) .

KEHDGameObjects 7 UV A 7 4 TICHIBRT 5, A7 V=2 h7T—1
ERHNIERT A0k, REAOATV2s FEEL, VRS
ZENRRETT, A EINTAT V= NI, HOLIESEFIHLT
b3 2 (B mESh, BRETRENDZRE) |

TS —RBRVHIHERT D, TTICT—IH DA TV =2 N OB ZRET 5,
Z ) TRWEEAIX, ST =T — (22 5 a[REENH Y 97,

BRI A X LRZEBNT S, V=V ENEEZOAT =7 ME, AE
ValtLET, 7—ANE< D) Y =22l LenE 5T, —ED
HFIREBRZ D247 =2 FaHIBRT 2RBERHDLNE LUVERE A,

FT 2 N =N FBED I IS T, HRICE > TR X4, ZooX
H—F, RS 2 —T 4 DX DI, FHRREBSEE O E ST D
BERHDHGEIC LB LET,

KEDAT V2l b v AX 2T BTN, A_X—=Ta by g )
2L, IMRIENFAETDERENH Y S, 77 FF—E, o
FIEZBER L, A L= — LT A ZERLET,

20214 LI BEDAN—T g L OUNity 2 L CW DG, A7 =2 v 7= 7
VAT LB BIAEN TN D2, JelE EDFod K9 iIZPooledObject X
ObjectPool? 7 AZMBIHERT D LEITH Y XA,

UnityEngine.Pool (=7 =Y F—/L

F TV N =TI I B AT, Unity2021 TR E O
UnityEngine.Pool AP1ZH R — kL TWET, ZhiICkY, AF v 7 _X—2D
ObjectPoolZfiA LT, A7 V=7 =N RXE—2THT7 V=7 FEiBHT
HZENTEET, =—X|TX->TlE, CollectionPool (List, HashSet,
Dictionary72 &) #fEHT 52 L b TEET,

©2022 2=F 1 - TV 50995301 =7
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T M—rBR)TIE, WAZ LT —Lam—3y MIREID
RV FE L, RV, HAZ V7 MEFEH LT, SLHHEIC using
UnityEngine.Pool; DITZBILET, ZHIZLV, E/L ML ObjectPool
AL CRIE T — NV EERT D 2 E N TEET,
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DeeplL DeepL ProlZ & §k4 5 &, LD KRERY A XDOLET 7 A NVEFRRTE £,
L <IZ., www.DeeplL.com/pro Z ZE < 72 &\,

R

LIRS D TY, EEOS a2l NCAT Vs NSV EREET S
BAIF, LT3R T v 77 L —RE2EEBELTLIIEEN,

BTV IV TT D, iy — AL TSN T
Vxl NEARTLIMNERDDIGE, A7V NV EFRICT

LI EEBRFLTLIESY, 20

AT E, TV A= g DEZICTHE TV BERXATEETN, A
VAN BEFEHTLHEITTEERA, HDOWIX, ATV VT —
WRBH— e T s NS U ST, T a— LT
BARATEDLLICTDHE, HWBERLI 2D ET,

BEOT—NEERT D00, HEEERLET, HEDPrefabz 7' —

ILLTEWEA, TR ZEA2 DT =LKL, ED7—LZfndb

WDEDEMNDEINCHF—EEORT &ML £9 (PrefabdInstancelDI T
a=—r % —L L THRELET) o

KiEHDGameObjectz 7 UV = A 7 4 TICHIBRT 5, A7V =7 T —1
EPHMNIERT 272012, RMEHOAT7 V=7 FEREL, 77— NVICET
ZEBMETT, SN ENTEAT V=T NI, HLWwAHEESERALT
b3 2 (B miESh, BRTREADZRE)

TS5 —RRVIHERT B, T TS —NMCHDHA T =T SO ERET 5,
Z ) TRWEAI, FATHRRIC = — (2 2 a[REENH Y 97,

BRI A R EBREBNT D, 7= INEEZDAT V=7 NI, AFE
VEHBLET, 7—ANEZDY Y =22 A LARNE ST, —ED
HIREBEZ DA 7V 22 FEHIRT 2HERH D00 LIVEE A,

FTV s NN EBED LIS L, BRI Lo TR ES, ZoN
=3, WY 2 —T 4 7 DX, RGN EROHAE YT D
ERHLBHEIT IS BL LET,

KEDODF T2l "oV AX L AMET DTN, A=V a3 s g )
AL, IMRIERBRATDEBRERHY £4, A7V b T—E, T D
FEZEIE L, ARL—XRF— L7 LA ZEBLET,

20214ELIED R —T g OUnityzfEH L TWARE, A7 Y=y v =V 7
VAT LPHBIAEN TN DT, FEIE EDHID L 5 IZPooledObject=
ObjectPool?Z 7 A ZMBEIZIERT HMEITH Y FH A,

UnityEngine.Pool (=7 =Y 77—/

FT 2 P TR E = TIERIC A E R Z 2T, Unity2021 T3 E o
UnityEngine.Pool APIZ AR —hKrLTWET, ZHITED, AF v ITRXR—ZAD
ObjectPoolZfEA LT, A7Vl NN NRE =2 THT V=7 NEBIFT
HZENTEET, =—XITX-TIE, CollectionPool (List, HashSet,
Dictionary72 &) ZfHT 22 &b TEET,

©2022 2=7 4 + T/ 509943 D1 =7
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T M—rBR)TIE, IAZ LT — a3 R—Ry MIARE
W0 FE L, fWbvic, ArAZ7 V7 M&HH LT, JEHEIC using
UnityEngine.Pool; DIfT&#EMLET, ZHIZLY, E/L hA 2 ObjectPool
AL CRIE T — NV EERT D 2 LN TEET,
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UnityEngine.Pool ZffiH L T\ EF,

public class RevisedGun : MonoBehaviour (E&./E~AET)
{

// Unity 2021 CRIHAIEEZR A & » 7/ ~_X—ADObjectPool private
IObjectPool<RevisedProjectile> objectPool;

/] TTIT—MIASTNDBTAT LERED ETDHE, BIAREELET,
[SerializeField] private bool collectionCheck = true;

/] T=NOEREERYA R 572008 MA 7S a2 [SerializeField]
private int defaultCapacity = 20; [SerializeField] private int
maxSize = 100.0; [SerializeField]id. ¥ —/VOR &L KRV A X &HiHT 2
EHOX T a T,

private void Awake ()

{
objectPool = new ObjectPool<RevisedProjectile> (CreateProjec-)

ZANEERALET,
OnGetFromPool, OnReleaseToPool, OnDestroyPooledObject,
collectionCheck, defaultCapacity, maxSize)dH Y £,

/] ATV NS NERERT DT AT DEAERT D L IO S D private
RevisedProjectile CreateProjectile ()
{

RevisedProjectile projectileInstance = Instantiate (projec-

tilePrefab) ;

projectileInstance.ObjectPool = objectPool;

return projectileInstance.ObjectPool =

objectPool;

/] ATVx) NT—INIT AT LERT EEITFOHIET,
private void OnReleaseToPool (RevisedProjectile pooledObject)
{

pooledObject.gameObject.SetActive (false) & FIT,

/] FATVxI NT=ANOEROT AT LEBGFT D EZITHEOHEND private void
OnGetFromPool (RevisedProjectile pooledObject)
{

pooledObject.gameObject .SetActive (true) & FEIT,

/] T=NVENTWDET AT LDRKRBEBRIZE XIS (DFY, =T
LATV T NEEETD)
private void OnDestroyPooledObject (RevisedProjectile pooledObject)
{
Destroy (pooledObject.gameObject) & FEFIT L £9,

private void FixedUpdate ()
{

©2022 =74 -7/ 52994y D1 =7
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ZDORZVFRDEL L, AV T ILDExampleGun A7 Y 7 R TEIWEL £
o L22L. ObjectPoolzm > A h T 7 ZiE, W O0DrTy 7 2% ETHH
DIEF7eBERE A Gie L D127V E LT,

BN T =N AND T A T LEAERT 5

TN T AT LB Y

T—=INLT AT LERBENT D

TN ENTAT V2 NOWEE (EREBXI2SHE7E)

WIZ, AL ART I HZETRHIETEAY Y FEWS ONEBETHLERH Y £,

FLAIAZD ObjectPool I, T 74/ hDT— %A XL ROT — 14
ARXDF T arPNHHTEIEELTLEEN, R K=V A XE2B25
TAT AL, BOHETLIT7vavaz M H—L, AEVMEHEZMH L E
R

Projectile 2 7 U 7 b &, ObjectPool ~DHMERFFT D L Hi1cdh LEEES
NELZ, ZNZE-T, A7V x7 VT —NZETOND UEFNC /2D,

nitvEnging Peel ARl ilai 8 & « dombidmdiduy,— VDT Y 7 v 738 <
Ry, NE—2F—NOEYETHENRL 72D £9, TN CTHIGOHFIHEAFAN—
DY E L=,

private IObjectPool<RevisedProjectile> objectPool;
// Projectile ® Ob-jectPool ~DHMEE 22 public Fu /87 4 TY,

public IObjectPool<RevisedProjectile> ObjectPool { set => object-
Pool = value; }.
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小西秀明

シングルトンパターン


ST N TR EWNTT, UnityDBRIFE RGO T-IEN D s, S
R ATRPICHE SR TE D7 = DO D TL X D, Fio, &b
BAEWNT YA L RF—D1OTHH Y £,

ARFGangof Fouriz kb &, v > by - RE—2

7 IANHSBEE DA L AZ L RO IERTE S X HICLET,

FOH— AV AH VAL a—NRVT 72 ATED

ZOMEEIE. Y RRDT 7 v a L ERET ATV =/ M RIS E
THMEN D BHEMEN T, GIXIE, A1 27— L0—T % HiET %
DI, Y NITIDD S — b~ =Ty RUERBE N D £F, Hiz,
TP A AT ML EEXAT T 7 A v R U —lt. 1 ST TE N
TLED, ZOXEH R, w2 —Tr—L~ULDOF TPy ME, v
N — D BEVMERIIC 22 D ET,

+Instance

-Setuplnstance()
-RemoveDuplicates()

Game Programming Patterns T/, > > 7V AR WZI L LV BV L0
MENEE PN TEY, TUrF R —  LTEFLNTVET, ZOENWGE
X, ZORE = DENT INEAICOLNL0HTE, HRBEIT
b b AR ZRBLCHEH L. RN 7 m— L 2T — M ROKAERR A
BALNLTHD,

Unity C o 7L s 2R3 2 ka2 MEt L. 2 ORFT & BT 274 L CTH
FLXO2, £H9THUE, BHOTFU r— 3 B ANSMELSH 508
I W T E 21X T
©2022 =51 -T2V 54995301 L =7
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EbHHHA -EEOOLEOE, ROLIRLDOTH S,

%Lljgé%ggaltﬁ%%r&s%%n{:ﬁgﬁ_oy—‘/W@Singleton@/l’ VAR RABADREFTH Z LY
public class SimpleSingleton : MonoBehaviour.
pwake A YV v N T, FTICHESN TV ENE I &EF =y 7 LET, Instance?’
BITEMWLLE O Fi&r: dnstapceting REFGHE Rataheéx 7 MIREST D, Zhid, &
—VNOEFID L > TV s TRIFUER Y £ A,
private void Awake ()

Des‘éroy.(gameObject) EREORHTZ LT, YNNI R—FR e MR —
WIS TR s n g T

Instance = this;
FATRHT R 7 U 7 & BEEN O DGameObjectic 7 # v F L2 5A
AwakeD 1 ¥ g AR DA 7 P = 7 N R L, RV ZAEE L E4,

{
Destroy (gameObject) #FT L E T,
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ST R RS = FADDA AL AL removes

MRS R0,

©2022 =T 4 T/
7 Y—x

duplicate instances

Instance” 4 —/V RiZpublicTstatic T3, FoarR—xr b, —rD &
IMETha—2 TN AT =T VB AT H I ENTE T,

KAl & BIEA A X v 24

SimpleSingletoniZE NN TWDH EBVIZEMELE T, LorL., 220D
Bl E STV ET,

L —rEu— K4 5L, GameObjectiIfiiE = £,
TN N EHEATHRENC, BEIZE Y Ny T TAMERH D 7,
UV R ATLIELIE, FZICTHL AR =Yy —AZ U7 & L CHBET

5728, DontDestroyOnLoadZfHH L CABEMIZT B Z & TR EGD Z &M
TEET,

S OIT, BEUEA A2 o 2B A 2 RN R oo & ZICHBIMIC T v
TN BT D N TE D, GameObjectz1EY . #Y)72Singleton = > K
—X v hEBEINT D a Yy I BMERETT,
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WRENTZ TN P ATIROE SR DTH S,

T risibd he afas s75Fng betton | 7MEnoBRWA 0B »» X L 77 ¢ — )L R & B3 % %
TV s Ta T ) E L, MO T I N N8RBT 5 XX

Gettlng’Gﬁﬁ%i{aﬁlﬁ@iézﬁfi?%}%z%?ii&?@nce YU+ 5, 1#1E Ltﬁb\iﬂ/\bi

Setupln(stance)< VS R CEEIA I Y Rk b % Ff->GameObject # 1Ek 3~

Do 5%

=

DontDestroyOnligaditgametbiectyll), > —> 2 — NIZX o> CTHEI G >~
TNVRUMNIZ VT ENDDEEET, VIV bV AS AT BGEIIT7R
D, F—LrDL—rngEpRlstareyts « 7 £ T,

}

A AE AR LET,

private void Awake ()
{
if (instance == null)
{
instance = this;
DontDestroyOnLoad (this.gameObject) ;
}
SH<E
{
Destroy (gameObject) #FE{TLE T,

private static void SetupInstance ()
{
instance = FindObjectOfType<Singleton> (),

if (instance == null)
{
GameObject gameObj = new GameObject ();
gameObj.name = "Singleton " T,
instance = gameObj.AddComponent<Singleton> () ;
DontDestroyOnLoad (gameObj) .AddComponent<Singleton>() ;

DontDestroyOnLoad (gameObj) ;
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YU w7 O

ELHLDNR=Ta DR VT My ALYy —rWTERRL TN &fE
Y B HEEIIGE L TWER A, FIZE 7L e
AudioManager & GameManager: L CTORIDO T > 7L ki, 43 <X fET
Epn, BETL2a—REE-LC, ZAETh07 Z 2 Yy 7 280 1T 5
WERHY £T,

ZTORDPY, DX SRR YT MORHMEIES> T EEW,

public class Singleton<T> : MonoBehaviour where T : Component
{

private static T instance;

public static T Instance

{

55
{
if (instance == null)
{
instance = (T)FindObjectOfType (typeof (T)) ;
if (instance == null)

{

SetupInstance ().

}
AVAL L AERLET,

}
public virtual void Awake ()
{

RemoveDuplicates (),

private static void SetupInstance ()

{
instance = (T)FindObjectOfType (typeof (T));

if (instance == null)

{
GameObject gameObj = new GameObject () ;
gameObj.name = typeof (T) .Name;
instance = gameObj.AddComponent<T>() ;
DontDestroyOnLoad (gameObj) ;

private void RemoveDuplicates ()
{
if (instance == null)
{
instance = this as T;
DontDestroyOnLoad (gameObject) TJ,
}
Sb7e<iX
{
Destroy (gameObject) #FT L E T,

} 58994 D1 =7
4=+ Ky b=
A
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ZIUT KRV, EARIFATHEI I N AT HZENTEET, 7T R
EESTLEEE, R I N EFEART UV T, #IE
. GameManager & \» 9 MonoBehaviourz Z D X HIZEET 52 & T, v~
TR ATTHZEMTEET,

gl IF deldss Hadtepublicestatic ganeM@anegenadarstance #5352 L3 TE F9,
WB i b KBRS
/] ..

BT L AT

U N E. TOHA RO RE— LERD . WL OO ET
SOLIDOJFHNZK LTWET, Z< OFFEEIL, SEIEREERILL TV
[N & A=

SingletonsiX /' 0 — NART7 I ERAEZMLBL LET, Fa—NLkf R
Z AL LUTHENT D720, 2L OKRERERTZENTE, NTD
FINY a—T 4 T BIEFICREIZ 20 ET,

SUTNPET A NEREIIC TS, 2=y FT A MIAEWIMII LS
DOTRIFNERY FHA, T b i —rBRnE < o
GameObject DIRFERZEH I B Z LN TEEHD T, T A FOJREIZ2 5
ZERBHYET,

TN R AEBREERRLEY, TONA RIZHDH = DIFEA
Eix, KR EGIVEEE S LT AL DTT, YUV bR FEOHE
ITWET, BRIV 7722V 07528 < LEYT, HDHarR—x
VREEETLE, TRICHERINTOWSE TR TOa L R—3 MIE
WL, Hhiza— FICRY £9,

TN =T A EEHRE RIS B 0 £, b LN, 5%
MHAEBHERET A2 L2 BE LA EL VDTS — 25 Eo TWNDHDTHIIZL.
T N ATRET T RS LILER A,

L)L, L DF—AFEEL~NLVDOT T r—2arTEdb £HA, EVX
AV T RO X DTSN IREE T D BB T RN D T,
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ERE, U R AT, IRIEM A SE L LARVVINES I S — B EED AT
ISR LS LIV WRIERH Y 9,

VUV P UIEBRHBELS B/ TEET, aT b ¥ —H
ITE THFE T,

TN R UEE—F—T VU R =TT, fioar R R—xr brb v
VIR CEERTDICE. BICSTY v S THIIRA VAR AERS
B+ 2720 TY, SV b A RERT, = NDEDFTT Y
=7 B HEICHIAFRETY,

TNV R RERT = ABREN RS TV N RS
ZNWZHEIZL T a =N T v ATEDL D, B RV NbBAR
GetComponentCFindBHEDOFER 2 ¥ ¥ v a g2 L 2RI HZ &
MNTELHDTT,

ZDOHFIET, = NOD4THGameObjecth 5 FIZT 7 & A ARE/ R~ F—
VXY =TV =l b (TR Ty =T 4 ATy — Y
) ZERZENTEET, £, A7 V=27 V=N mFEELEGEE, =V
TUAT LT TN R LTERFTHIET, S ENAT VT b
HHEICRSG T2 2 N TEET,

IrYxl NTUU TNV N CEERT AT, BNRICE EDTIIEE N,
HERNMFEH LN TL I, YU TN b id, T a—R"LVRT 78 RANh5
FEEEBLZENTEDL BV DOAIZ Y FROEDIZTTFHLTLLIEEN,
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小西秀明

コマンドパターン


Gang of Four/X% — > ®1->T& Hcommandix, fED—HDOT 7 a %
BEF U720 & Z TR CY, undo/redof$fEZfEA L7=0 . ANNEREZ U R k
WCBRGFT DL =2 %27 1A L2 E3bUE, 8% 5 < command/ %
—UDBEREL TV DB DERIZZENHDITT T, ANTT V=S —LAT,
FEREC T LA THRNATE L X — 2 HEBTEX D X5 b0 & BB LTS
W, EhR T RRZ— T,

Ay R =R, A Yy FEEEFEOHTRO I, 1DETEED A Y
Y FIFOH LE "a~x > RET V=7 M E LT T BT D52 LR TEET,

action/request

]

ICommand Command object Command stack/buffer

% Invoker
interface

INLDaAvy RAETVxl baFxa—RAX vy I7DLImalL s a Al
WMI D LT, avr ROFITEXA IV T EHIETLIENnTEES, Zh
TN S Ny 77 E LCTHRELE T, 2L T, —#OT 7 v UEKTHEHA
THEDITESEZY, LR LIV THIENTEDREMERH Y £7,

g RRE— U BFEETHIX, T a rEBRNT D R T s
FBMEETY, ZDavwr RAE7 V=7 bME, E0XHruy vy s 274
D, EOLIICTHICET N ERFLET,

A RF TV heavwr KA AR —0

IhEFETIHIHETINL OBV ET, 22 THEHEA v F—T = — R %
STER—=T g ERBNLET,

R RS R AT Y 7 7 ¥ a YidICommand A, ¥ F — T = A A%
ALET G 7 ATEETLZZLLAETT) |

void Execute();
% aveld WAy = 7 hME, TN HHE D Execute & Undo A Y v RIZEER
BbHbEd, LER-T, F—Alla~vy FEEMLTH, BFEOa~ s RICEE
EHEZAHZEEHY EFEAL

a2 ROFITERV I LDOTZDIZHO T T ANRKEIZRY 9,
CommandInvoker 7 7 A%Z{Epk L £9, ExecuteCommand & UndoCommand A
Vo RITMzZ T, —#Da~vy RAET7 V=7 MR 27200 undo A% v 7
RO TWVET,

©2022 =74 - TV / 629943 D1 =7
= P N N
L



public class CommandInvoker

{

private static Stack<ICommand> undoStack = new Stack<ICommand>();

public static void ExecuteCommand (ICommand command)
{
command.Execute () ;

undoStack.Push (command) ;

public static void UndoCommand ()

{
if (undoStack.Count > 0)

{

ICommand activeCommand = undoStack.Pop();

activeCommand.Undo () T9,

BIICIZ R 7 Wl &

TV =2 arORTT LA ¥ —2RBEOP TN LIEWEAEZEXTHEL
X9, TbA Y —DONLEZBE S H 5PlayerMovera B+ 5 Z LN TE ET,

RISYe CAO255 | ayidirs % J et o (2 4 V505 2 00X R oo i vy
(/DT%EP L%?; 157;:_[‘ pl/% E N fﬁ’f -Tj @J?‘;Lai)éerr;Maskéla‘bé’E%%ﬁ

erialil rivate LayerMask obstaclela
HT % 548 SRS E Floab Bodrbspatide 2 ey — W ICHA L7 b 0 & 38k
THDF, NE—ZDHDLIFRIOFETT,
public void Move (Vector3 movement)
{

transform.position = transform.position + movement;

public bool IsValidMove (Vector3 movement)
{
return !Physics.Raycast (transform.position, movement, board-
Spacing, obstaclelayer) ;
}
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Command

The command pattern
encapsulates actions or
requests inside of objects,
giving control over timing
and playback. Undoability is
one common application.

“50 FORWARD ‘éo
< = >
v

Click the buttons to move,
undo, and redo

gy RRF— D IZIX, PlayerMover®Move A Y v R&EA4 7=/ b
E L CTHitET %, MoveZ EHEMFOH T DO TIE72 <, ICommandAf ¥ 7 = —A
% FHE L 7=MoveCommand & W I HT LW T T A ZERT 5,

pddriaae e Xeratornahd 1 IS L L 5 & LT\ D02 5 %
BB EF, BRLIZVWE Y Yy Z T RTIZICASLDT, BEI<s ML
Atk Sl e

Vector3 movement;
ICommangd: (hvecormanb IR IR TTDP Vodo f oveh b BETT. 2
OHE. Undo BV v 7 IFBEI~NY MAZWH L, RENICT LA Y —2 K5
A9 thislplaheduduer = player;

this.movement = moveVector;

public void Execute()
{
playerMover.Move (F58)),

public void Undo ()
{

playerMover.Move (-movement)
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MoveCommandiZix, SFATICMIER/RT A —ZREMINTWET, b
ZALANT X —THRELET, ZOBE, HYlePlayerMover 2 >
Bt P EBENIRT FALEBRELET,

avw RAET V=l MEAERL, REBERANT A= RF L6,

CommandInvoker DFHA Y >~ K ExecuteCommand & UndoCommand % {#
LT MoveCommand #{# L FET, Z#IZLD, MoveCommand ® Execute
F721F Undo DNETEN, a~vr FAT7 V=27 b undo A ¥ v 7 IZBHREN

InputManager Commandinvoker <<Interface>>
ICommand

RunPlayerCommand
+RunPlayerCommandy() ¥ +ExecuteCommand() +Execute()

+OnUndolnput() +UndoCommand() +Undo()

RunPlayerCommand

PlayerMover MoveCommand
+obstacleLayer -playerMover
-movement

i
+Undo()

©2022 2=F 4 - F U 65994531 L=
ao—= f— -+ Ky k=
I



InputManagerlXPlayerMover®Move A ¥V v REEEMFEOH I 20, KOV IZ
RunMoveCommand & W\ H A Y v R&EBML T, # LV \MoveCommandZ1EV . %
L% CommandInvokeriZit ¥V F9,

RIS MR £ e bk & L oBGlichs( ey b i i dra y &b 2 85 Ak FELSHh L& T
AP B H) X7 F L% FfFORunPlayerCommand,
{

InputMafigercdY I e EimE) Vo 7 rn Y= b e JEL SN, £,
F—IR— RS — 2y Rl TIMEDANERET 52 L bTEET, AT
7ot v o e BTE 5 2510 RY £ LIk, Undois v a2 ) v
D&, OO ARIIRDZ ENTEET,

if (playerMover.IsValidMove (movement) )
=35 ey 1300
ICommand command = new MoveCommand (playerMover, movement) ;
N CommandInvoker.ExecuteCo nd (co n%); N e
Y LA P BN AT NSNS AR o~ ATV s oL
grarEERTLEOLFAILS bW TY, £/o, a~vr My 77 2HL
T, fEDar bu— ) TT 7 v a Vv EIERICHAETHZ ENTEET,

Blz X, BEIZX— LTI, BEDORZ LV EMELZ Y v 7452 L Tar i
WEENFHLET, LAY —DT7 7 araavy KX —THRIELTE
FiE, I REHTeONIEFICEHEIC R Y 97,

—J7, awy RRZ =%, MOTHFA oR3F—r LERRIC, L0 &< offiEE
BALTWET, INDLDORGIRT TARA U F—T A AN, 77V r—3
NZawy ATV = MEBLET OIS0 FEE b 72 b3 E D a T
THMEND Y T,
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I

ey

FARERADE, ax FOZA I T Be 52720 . SURIZIE Tt
HARLHHAENTEDL L IR £,

Ay RANZ =N ANDBRICIE, KTOREZBEL T ZEN,

EpiIZavry FEERT IV ay= s M.,
MoveCommand &\ 9 1 ffHDa~vy F4F7 V=27 FLMEENT
WEH A, IConmandzEHEL/za~ KA T7 V=27 FE2WW<HOTYh
fERL L, CommandInvokerZfifl L CiBEfT 5 Z LN TEET,

RV E LOBELZEMNT DI, JIDORZ v 7 2BMT20ERDY
9, av U A7V FERICET EE, TNELVE LOERE
BT ARIOASX v 7T v a LET, TI99HZE T, BVH
LERAFRBRIEZD, TUOOBEERVELEVT5Z &
MTEET, CVELAZ v 71T, 22— —N

I, Fo2<K<HLWALA—=T A FMEFRHLETST ROV ey
=7 MZEERHY F9) .

awr RAETV2l bORy 77, BloavsvaE2ERALET
o JEANEN L(FIFO)BMEN LB RGEIL, X2 —DFMERTE, U
2N EMATEE, BET 7T AT RA T v 7 A B LES, 7
TT4TRA T v I ALDFIOa~< Y RIZIRT I ENTEET,
TIOT 4TI A Ty 7 AL VREIOa<y RIZTmICREEET, 107 v
72X Vg0 awy R EdEd,

6799453 D1 =7
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BETE

by
command | command | command | command | command | command | command | command
ohject object object object object ohject object object

T S
Ry EL
BEDA T

v 7 A

RAE v DREZEZHIRT D, Undol RedoD#fElx, 7 <ITHIEHARE
WCRETRITSN D FAREMENH Y 9, A Z v ZITEIED 3~ > FEITHI
LT ZEW,

MBRNRFGA—FT, aRA N7 2 ZELET, Zhix,
MoveCommand®HiliZ b b K H i, v¥y 7 &7 LT
DDWENLET,

CommandInvokerlIMDOINA TP =7 FEEkE, a~2 RE T2 KONED
WS a RS2 L1372 <. ExecutePUndoZ FEONH 47217 ¢, 2 A T/ X &
FEOYH T & X2, a~v > FAT7 V7 MR ERH LWL T — X 25 %
TL7Z&,
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小西秀明

ステートパターン


TVLATITNHX XTI X2 —5EDLZ LB LTI, OB, v 7
7 H—IHEIZNE > TWDE D LIvERA, 2> bu—J—%@hEiX, &
STV TDEIICRIET, VXY T REETFTE, v T
H—FZE PRI O LET, BT L —2%ICEH L T, B> TV AR
RBICR Y £77,

ATF—REAT—hvw v

F—DFA BT I T 4TI DOTHY, ETHHICELTIHEZL DU RT
LEBWT DL EER/ERLS ENET, S T2 XD IE 0 REE
T2 E, MOXHI2LONRHTLS D0 LItERA,

7 —F ¥ — MIELTWVDD, WL DNRDEBENWRD D,

ZoIE, WL o0 EE (Idling/Standing, Walking, Running.,
Jumping’72 &) TR S, DR CHRAEDIODDIRRED AN T 7 7
(T ED,

BARREIL, FATRFO LM SN T, D1 D DIRE~DERL 42 5| X i
ZFTENTED,

EBENRBET DL HIPRERH LWT 77 0 7IREBIZZR D £,

ZORIE, AIREEY > (FSM) EFFEND b DEFLR LIZb DT, 7 —
LPHFE T, MRHBYRERBIE LT, =207 7 2 —7 1 v TORERIREE
BT 5 2 ENBT ONET,

HARMRFSM%EZ 2 — R TRLR T 2546, ¥z e —F &L LT, enum
LswitchXBH Y £9°,
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public enum PlayerControllerState
{

74K

VN

F=7

A

o

o7

public class UnrefactoredPlayerController : MonoBehaviour.
{
private PlayerControllerState state;

private void Update ()
{
GetInput (),

IR s
{
case
PlayerControllerState.Idle:Idl
e();
BEEND,
case
PlayerControllerState.Walk:Wal
k(7
BEND,
case
PlayerControllerState.Jump:Jum
p(O)7
BEND,

private void GetInput ()
{
/] UA—7 LT T ORIEELES S

private void Walk ()
{
/] UA—raTy

private void Idle()
{
/] TARvaYy s

private void Jump ()
{
VA A=
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INTHWVWDTT A, PlayerController2 7 U 7 MI T <IZZ b T hRil-o
TLEWET, IREEZHL L THEMEICT 5 L. £ DHfEPlayerController 2 7 V) 7
FONEZE RIETHER D D,
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Bl o TR EE R —

SEWRZ EIZ, AT b Ea Yy 7 EERRT DO D £,
AU v dGang of Fourlc 15 &, AT — h/3F — 320D R E % fgik
LT %,

FT =2 NI, FOPRIRIRENZL LT L S ITIRDBNEEZ DLENH Y £7,

AT — MEAOBWEIMESI L CEFESNET, HrLWAT—FEEBNL
TH, BEFORT — FOBWEIZHEAL 5.2 5 2 L1370,

LEieoFldUnrefactoredPlayerController? 7 A LIRBED (L Z BT 5
ZEMTEETA, 2HHOMEER L W EFA, H LUIREZ BT 5B

2, BEFORBE~ DR B L B/NRICIMZ b 0T, Zoftbvic, Kigz 4
TVl NELTHTBIMET D LR TEET,

EREEZZDOLIITHERTHZ E 2B LTI LI,

AR EE D> B D&
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©2022 =74 - TV /
=

T, REEASAL, FHFICL-oTHIET e —2& T3 5% T, 71—
LEN—TEZED, TONRE—EFTET HITIE, ISstateWH A X —T
= —A fi’ﬁzﬁk Lijﬁo

pRblicpyuseyr BapRAGBEBLEE T, IStatef v F— 7 = — A& FIEL £,
{

TRy — ZORTy7iE BANCAT — F AL EEICEITSNET,

public Void®Enter ()

{Update : —ou Yy 7 iE, 7L —AZLIcETFSNET (Executes®

Tick & IR B 2 557 T S BnoBdhaviourd X 3 1=Update %

} v K& &SI L., WFLidFixedUpdate, #EiiXLateUpdate’s & &

bR & o 14 Tptakd

{

T T F o B OV RE AT HRREEA > b ORI T & IRy SR AR S
RELET, H7 L —LTETENET,

}

Exit (]8T) . 22 TlE, WEEZKT L. FLWIRBICBITT D

PRl veda/RLEF XL E J,

{
IState ZEWUIMERIBGTI SRR R 2 0B H 0 £+, o FrTrnm
)/::}7 FClX. WalkState, IdleState, JumpStatellENENHIDT T A
MEEINTWETS,

7499501 =5 ¢
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ZLT, b9 DD T ATH5StateMachineld, #IHl~7 o —2 LD &k o IIREEIC
AV, HTWL EEHET D, 3ODIREDHTIX, StateMachinelZkdD L 51T
5,

F/Oa?grx\/ﬁjﬂﬁ%?fﬁ(&%_\ StateMachine(ZE B FIZH 5 £ REE (2 2 T,
YahkStates FRIRSEATG. idleState) ®publictH 7Y =7 F &I D,
StateMachine/XMonoBehaviour Z {7k L T\ 2D T, 2 A T 7 X & {ffio> T
B A AR e IS G dr Cuirgnestate I {gRt& pyivate set; }.

public StateMachine (PlayerController player)
{
this.walkState = new WalkState (player);
this.jumpState = new JumpState (player);
this.idleState = new IdleState (player);

public void TransitionTo (IState nextState)
{
CurrentState.Exit () ;
CurrentState = nextState;
nextState.Enter () ;

public void Update ()
{
if (CurrentState != null)
{
CurrentState.Update () ZEITLET,
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nY—x —+ Ky bh-axn



ARG I B IME RN T A= E BTN TEET, VT
o>z 2 hTlE, A7 — kTPlayerController> 2R L T\ 3, #hvx
FoTT7 L —bZ LIRERZTH L T (L FoldleState D il 2 2 R)

StateMachinelZ DWW Tk, LA FOAICEE LT &0y,

Serializable/&M:(2 . > C. StateMachine (&% ®public” 1+ —/V' ) %
InspectoriZ &9 5 Z &N TE D, % L THdMonoBehaviour (]2 13,
PlayerController<°"EnemyController) 73StateMachine* 7 1 —/L K& LT
oz emTELLIITRD,

CurrentState 'R/ 37 o (it A MY BHHTH D, StateMachine H &
T2 D7 =V REBREJICEHRET 5 2 &1L, PlayerController® k.
IIRHNEA T Y =/ MEInitialize A Y vy REMOHLTT 7 4L
DStatexKETH I LN TED,

KStateA 7 V=7 ME, BET 7T 4 TREEERZEFE T 572012
TransitionToA YV v REMERHTT-ODEGEEZMBICRET D,
StateMachinef > A% ADE v 7 v THHZ, AT — MILBEREKLTF
BAf% (State Machine B Z& &de) ZET Z LA TEET,

7 - Fa ey T, PlayerControllerid 3 ClZStateMachine~®
ZWREGATWNDDT, player/3XT7 A—FX 107217 EL £9°,

BEAT— A7y MIMBORNHT Yy 7 28 L, GameObject = > R
— R N ERRT D7D R AT — N EERT D R TEET, &
AT — N, IState®FEELLMAD Y 7 A% FHE$, SOLIDDFEANCAIY
L AT—FEBMLTYH, LENHIER LIZAT — h~OREISR/RTH D,

IdleStateDfZE R L ET,

public class IdleState : IState.
{

private PlayerController player;

public IdleState (PlayerController player)
{

this.player = player;
}

public void Enter ()
{
/] BNTIRRBIC R o/ & ICFEITTENDHa— R

public void Update ()

/) 2T UTFOERGRH LML S et dToryy 7 #BMLTHET,
// BIOREICERET S

}

public void Exit ()
{
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ZIZThHLar A NI X &M LT PlayerController 7' Y =7 &L £
o ZOBITIX, ZDOF LA -r—IiZStateMachine~D% & & Updater o > 7 (244
BERLDONPEFENTWVWET, idleStateldF ¥ 7/ ¥ —ar br—J7—Dn
VT ARV Y T OIREEEAR L, StateMachine?®TransitionToA Y v K%
EENCFEO L E T,

WalkState & JumpStateDFEELY T T oy N THERLTLZE N, @)
BV EZ DRERI FABIOHET 20T, H£A7— MIMBADOE
Yy R TCHWET, 29752 E T, AT — MIAWIZHNT L THEEE
FTHEZLERTEET,

R & 5T

AT —tRE =N, ATV FOWNEIR Ty T EERET DRI,
SOLIDD FHI & BI5F B 72D b3, A7 — MImA/hE <
BDOAT — MIEBET D7D DOFEMEZBNT 7T, A—F 7 a—
XOJFEANCAIY | BEAFOIRBEICHEE 52 5 2 L7e IRREZBINT 5 Z &
MTE, JHME/ R switchCR1EXF AT D Z LN TEE T,

— 7. BT DAREEDEAE LR WIGE . Aoy e ARSI RN 72 D ATREME N
D, TONRE—URNEREFODIL, REXHDIBRELEMEIC 2D R T
BENDEETZ TS LR,

In this example, the text label and
mesh color changes, depending on

the player’s internal state.
State =

Current State:

The state pattern allows an
object to change its behavior
based on an internal state.

Each state determines the
conditions for transitioning to
another state.

Use WASD keys to move.
Press Spacebar to jump.

R/ — T

b Tur e s FCE ATREAOEBHENL, T LA T —ORNERIREEIDIG
CTUIBNEF SN ET, EEOFITIE, REOZITHST, bo L BiMRT
=7 bMENTHIENTETET,
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RARF—IRE— T2 A= a VEMBEDL®DEZ AT — FXF—0D
— RSB E LT, T=A = arBhb, FA v —Rox v
ZU X=X, v/l TETYIT 4T (BT RL) ELTRISN
HTENEV, LT, WEOREZLICRIET D2V A A R 2T =X
—arERHLHIET, F—LT X —0EST2D, P LY,
PKWTED | BoleD LTWD RS ICREDZ R TE S,

Unity®Animator” > RO o/l Z ERHDH AN, TOU—T 71—
MAT— MZ = LR RNWZ LR D TLLEY, T =A—

a7 Uy OOREEZSEE L. —EILT 7T 4 7 BIREIX1o72
T,

Any State

e e e e
Idle Walk Run Blend

JumpsStart JumpLand

InAir

AR FEBNT S, REBOBEINTOA TV =7 MUBEZDHT2DIT
AR NEEBNMLIEWGERSH D £3 (observer "% — 2 5H) . H
HAREEIC In o e b &0, HAWRENLHITH LIZ & ElTA v MERA
SHDHZ LT, BETHY R T ICEA L, EITHRISESES LN
TE D,

PERE & BN B AT — "3 — U mflio TRV HIMiIRT T 4 7 1 & FLib
FTEHEICRD L, BEHWRAT — b~ B FELILRDZZEDRHY
F9, Lz AT —RT AT I X BRIV DA
WalkingState © H,RunningState T, 4 > X 7Ry &2 T 5HZ &0
TEET,

©2022 2=F 1 - TV ) 789941 =7 1
aY—= — Ky h-aa



SuperStatex FEET VL, LHORLBNEE LD TEI LN TE D,
ZLTC, MEREFALT, Y TAT— N THEDLDEA——F 4 N
LN TED, BlZIE, &¥IZGroundedState 55, ¥ LT, &
Z 7 5HRunningStateX°WalkingState #fik7& 425 Z L N TX 5,

B R AIDSEEE - ATRIRIERIIE, AR R OAIZ R 5 DIT b
R T, NPCOfNENES T2 DFSMT 7' —F1d, RO K HIZ72Y
ES

LA v — BB
—_—
-‘—

t
FU—FY 2Rz

ZZTEE, ELBOXPRTIRENRZ — 2R THLEH, ¥ XTHOAT—
M, W kE, S he— L PoT#ERLEY, EIT T 4TI D
DIF1ODIREED AT, FARBER R ODIREE~DOBITE IR ET 5,
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小西秀明

オブザーバーパターン


FUHA LTI, F—2NTHEARIENEZVEET, @af+e %250
M2NT—T v FHBEDI, ATV 27 FERERSERLEZIZIEITLE I N
PHLA TV NMUOF TV s NEEESRT LI L, ATV
7 MZHEHITEDLLIMAD=ZALBMBIZRDLZ NI B, FNIZEoT
RBIARAEBRBEENE T,

ZOFEOBEIZH T 5 — MR fRRR E LT, AT —3— - Z =23 h
DEFT, TNE, ATV PBRBEETOVREILE, 3% OKRFRE
BEAOTHBEOREBEMET S L 2AREICLE Y, D547 V=2 b
MWIRBEZ AT T2 &, KEFEMRICH DT TCHOAT V=7 M HBIRICE@A
SNFET, T, ZLORARD Y RTINS THEET 2 B IZEITH
£

Observer Observer

:j—’y

ik LTV ARG EIK (subject) LIFONET. BIV T B iomiKkIE A~
P LIFEN S,

T DORE— TR, ERPFEONCHIVEEE L, BIE O Z 2RSS
BN L, BEEZTE - 72% 085 OITE 2RI Lz, BLHE X wEliE
WIRIF LT D0, BIIFEAHIZTE VO Z L2570,

AN

observer/X% — X, CHSFEICHAAENTNDHIFEEHE L L TWET,
Subject-Observer” 7 2 Z M B ICEXETT 5 Z & b AIEETT 3, BHFIFIAETT

HERO BRI OV TOERMER LA TWET N 2CHIT TICA X F&2flio T
DN = EFEELTNET,
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AR R EE, AP 5722 L ERTHAR LB TY, ZIUZiEWn< o0
DIR=INH VY £9,

RTY v —(EENET U F— R CESINTA Ry R BER L. BE
DI 7% F v 2T LET, A R0 hEiE, 7V s hNE[TH
AT IMHENDT 7 v a T T EEA B2, XA—V5ZT5, R
BraI Yy ITH, RERE),

FLT, TR TAN— (AT — =) I, ENnENA X FAU R
FEMIENDAY v REMERL, TV — ROV T2 F v & —HIERT
X B 720,

I TP —IR—=DA RN b RTEIRNTY vy —DA N b EEGE L E
T, BEREOF TP —NR—% YT 27 P g AIBMEEDHZ L8 H
KET, BTCOFTHF—=N—{TA R FRREAETLIOEHELET,

RTY v —NFATRFICA N bOFEEZMLED & &2, A |
EREISEDLEFVE T, ZNEEoTHTRI FAN—DA X |
N RIPRFFBH S, ZRIDSCTHEIR Oy 7 BNITENET,

ZDOE DT, WEERPSLDIODA X MK LT, Z< D R—R b &

FIGSEDHZENTEET, HlIZIE, RFB 7 Vv 7SNl eE2rd &,

FT =R FZT = A= a YU REFHAELIEY, Iy b — 2 %FR
L7z, Z7ANVERIFELED TR ZENTEET, 20k, 7=
— R —NF, ATV PO X vV FIC L bt ET,

Observerl
ThingHappened
event raised
-subjectToObserve

-OnThingHappened()

subscribes to

t
+ThingHappened: Action ==

+DoThing()

Observer2

-subjectToObserve

-OnThingHappened()

ThingHappened
event raised
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B 72 W GAR & B

BT, AR RS - HIREAIZZ O X S ITERLET,

ve I U 1 tGameQbjectiC fliHLIZ T & » FTX % X 9 IZMonoBehaviour 4 fk &
Ustog Sysegn; ZAUIMETIED D £H A,

?ﬁ%%%%%i%ﬁ%ﬂ%g%ﬁﬁﬁfﬁﬁ 1 & A EDE System.Action 73
@M’r L/biij_c event Actlon %1ngﬁ%}5€ne§ 75’%1;.#6,[{%7533%)5*25/—\
Action<T> 7 U F— b2 L. AFRIMOHPIZ List<T> & LT/NT A— 5’ YL
F I @Rk 1@ JHDoNTES G- &)

{
ThingHappeéReiaeEmed-frekeUcdh | #72 = 27 F3DoThing THEONH S
ﬁbe%ﬁﬁLi?o

A X FEEIZIX, ObserverZ 5 2ADY o FAEERLET, =2 Tl. #8
k. MonoBehaviourZf##& L CWET A, ZAUIMETIEH Y THA,
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public class Observer : MonoBehaviour (A7 #—/3—)

{
[SerializeField] private Subject SubjectToObserve;

private void OnThingHappened ()

{
/] ARV NIRET Ay 73T XTI ZIZEL Debug.Log ("Observer
responds") ;

}

private void Awake ()

{

if (subjectToObserve != null)

{
subjectToObserve.ThingHappened += OnThingHappened;

private void OnDestroy ()

{

if (subjectToObserve != null)
{
subjectToObserve.ThingHappened -= OnThingHappened;

ZoarR—x h&GameObjectiZ” # »F L. subjectToObserver& &M+ 2,
% . ThingHappenedA x> k& U v X3 B 72O DInspectorDIEFTHEIT L E T,

OnThingHappened A Y RiZiX, A7 P —/"—NA X2 MISE L TETT
ZRTy I EFDDLIENTEET, ZLDEE. BAEEIZA XU AT

ERTEDIZON" LW T LT 4 T RAEDITET (RXANVTA RIZHD

M HANCHES T 7ZE W),

AwakeX°Start Tid, +=lfHE T CTA X MYV T AT T4 TFHZLNTE
F£9, ZiUL, A7 P — 3D onThingHappened A Y v K&H T V=7 b
ThingHappened ZfllAGbthi-oTF,

% LA[A>T subject @ DoThing A Y » RNRFEATIND L, A0 FBFAL
*9, = LT, observer®onThingHappenedA{ X kN> KZ 78 BB
FHL, TN T IBRERINET,

HE : ThingHappenedllH 7T A7 T4 7 Li=EE., FITRRCA TP ——%
HIFRL7ZV 35 &, Z2OAXR FOMERNH LA T —|Z72 5 /[HEERH Y £
» L7223- T, MonoBehaviour®>onDestroy A Y v KT, -={HEFTA X
N OREFEE fEERT D Z L BNEE T,

observer’ X% — %, F— AT LA HICRETHIFTECOHKFICHEATE E
T, BIZIE, LAY —DHEBR LY, TATL2E2EDEYTHZNNT, A
VRNERAEISHFLZZENTEET, T, RAaTROFEE BT HHE AT A
DELIR A Observer /N4 — 2 &l 21X, JTTOF— LT LA Oa— RIZE
©2022 =7 1 -T2/ 839943 M1 =7
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B 2D, HWEHVRAT LAEBERTH LN TEET,
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2L OUnity7 7V r—ra i, A FEBEHLET,

HEYE 712 B

e

FUA YL, THI B, FA—TONFRD,
TATFEE Y I T T

g L H =T =R

R, B XA I T TARY N ERAIELET T, MALOA TS
—R—NYTRITFTATFTBEZLNTEET,

Observing objects are unaware of
each other and react independently.

Observer

The observer pattern creates
a ‘one-to-many’ dependency
between objects.

As one object (the subject) .a‘ \

changes state, the other
objects (the observers)
respond automatically.

In this example, they play a sound,
animation, or particle effect.

(&

) N |

=’
\
Click the button to &}

invoke an event.

4‘\\

Subject Observers

Y7 ey kTiE, ButtonSubjectiZ ko T, = —P—73

TURRNZ LN Y w7 EleA < 1, AudioObserver &
ParticleSystemObserver 2 VR —F 1 h & FF-DMDUV < D7D GameObject
X, TOA Ry MR LTMBEOFETHKST D Z ENTEET,

EORRMN THIK] T, EOMEN TBEE] THLOOHWHE, ik -
THRRDZIZTTT, ARV FERESEDLLONER, A2 MIUETHH D
NELHE L 72 %, [A U GameObject ED 72 5 2 LK — % > bk Zisubjectic b
observerlZ 72 V3 EF, ML KR—R FThH, HD22TFAXANTIEYT
Vb, WO THFANTIEA TN RD BB FT,

Bl ziX, ZOfldOAnimObserverid, 7 U v 7 SNFERFZATH Lo & L
7~EE 2Nz CWEJ, ZhiXButtonSubject GameObject?d—#ECTH 0 72
NhH, AT P— =L LTEELTVET,
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o UnityEvents & UnityActions

UnitylZiZ. UnityEngine.Event API®UnityActions U 7 — K 2 4%
UnityEvents & W HOISE L7V AT A0 H Y 9,

UnityEvents {X observer /X% — > DI=bD T T 7 ¢ INIpA o H—
T oA A& L E T, UnitydUl 27 5 (FIZ0E, UIRZ D
OnClick1 X FDIERR) Zfio7cZ D N, T CICRBRN H

® « Biution

Interactable )
Transition Color Tint
Target Graphic & Button (Legacy) (Image)

Normal Color

Highlighted Color

Color Multiplier
Fade Duration

Navigation Automatic
Visualize
On Click ()

Runtime Only v AudioObserver.OnThingHappened
B AudioObserver (Au @

Runtime Only v AudioObserver.OnThingHappened
B AudioObserver (Au ©®

UnityEvents!(Z 3

ZOFITIEX, ARHZ > ® OnClick A <> k23, 2-2? AudioObservers ®
OnThingHappened A ¥ > REZFERH L, VAR A% MY H—L TV
T, ZOEIC, I—RELTHI V2 bOAS R MEEETDHZ
EMTEET,

UnityEvents i%, %A F—CET 0 T~ —RNF—LT LA DA N2

L Z2AVERE T DA BRI Td, LAL. System 4 #2405 DRI D

AR NERITT 7 a0 BB LW EICERLTLE
0,

UnityEvents & UnityActions Z 53~ 2 BRICIZ, N7+ —~ U A L&
ZERET L £, #1& LT, Unity Learn ¢ Create a Simple
Messaging System with Events £ 2 —/LZZ R L T Z &0,
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©2022 =71 - TV

R & T
ARy FOEETE, ZHOOFMEBINY ETH, ZOHAY v hbd Y T,

observer XZ —EIA TPz FOSBEEBITE T, A XU T U
T —lEA Ry MERBE EHICOW T BB LEIH Y FHA, HDHY
T ALY T AOMICEBERREKFRRZELRDVIC, 7= |
AT —R=ITb LBREDOFBEEZ R DN HWBEEZITVET,

WETIVNERDY A, CHIITHNZENIZA XY N AT ARD

V. MBICEFRT DRV IZSystem. ActionDF U #— s &S5 2
LRTEETS

OF VA — R TT, HDHVME, UnitylZid, UnityEvents & UnityActions &, & 0 77,
FEZA TP IZ, MEDOARY MUYy 7 2EELTVWEY, 20K

T, HA TP NIEET DB LY v 7 2R LET, Zh
LD, TRy ITRa=y b T A MRESHITRY T,

=P VHF—Tz2—RZELTVET, F'—LTLADa7T b
a—RNiE, Ulr Yy 7 LRINCHEESE DL Z N TEET, UIEFRT, R
EDT—hA R IearT 4varzl v A LT, MYNIUSELET
o MVPOMVC % —> Tlid, ZO LI RAMTE TP —R—F— %
L ET,

FTP—R—= G —NZE, TOXIREBRDHD LML TR TLZEN,

BREI BT — 2 LEEE A X2 MBI —% 7 7 F ¥ &2 1F
5121, FVEZL OBREETL > TITHOMENRH Y £4, £/=,
Subject°Observer D HIERIZ I E 2342 C9, OnDestroy Cobservers
OBGFEFRT 2 2 2BV E DI,

FTP—NEARV PN EEBELTCWNWD I FA~OBRENEL LET

o ATYW— L, ARV BFERITLTND Y T ANDRFMEZ £ 2R -
TWET, TXTDOA X2 b aAB T 5 F#097 EventManager ( Tit) &
ERATHZET, ATV v ATV bNEYIVEET LR TEE
7

N7 F—v U APBMEIIRDZZENHD, A XNV TT =TI F
Y IIRD A — Ny REBIMLET, KRS — %< 0
GameObjectiI/ /X7 +—~  ZADPH T D Z LBH D 7,

HWE R

Z Z TlL. observer’XZ — L DIANR—T g VT EBNALE LN, Ak
BL T =77V r—2ar0bbdd=—XIHIETH I ENTEET,

F TP R P — U ZRETHEITIL. THODOREZEE L TLLIEEN,
ObservableCollection”7 7 A & L ¥ 3, CHIL. FrEDLE T % BH

5 7= OEA 72 ObservableCollectionZ#2f: L £ 4, Zhix. 747
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LGB, HIBRENT-EE, FRITV R IREHFINZEXIC, ATV
—NIZEHT D ENTEET,

SIBIC—BDA VA Z U RAIDEET, WEIZH 5%GameObjectiz— &
DA AH L AIDEfF> TD, b L, D ObserverlZi# A b
L7 A R NERESEDHHEARIL. TO—ERIDEA X MIHET
(Action<int>#zfE5) , £ LT, ZDIDIZ—EJ ©GameObjecti’
HDLGHEDI, AR N RTNOR Y v T EFITT D,
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Y Z2EventManagerZERR LET, X MIF—L T LA OKERS %
BREN T 2720, <D Unity 77U r—v a IR EZIZ o 7v b
@ EventManager ZfEH L E¥, ZOHFIETIE, FTF—"RF =L~
Y hOFL Y —AERBRTHIENTE, By T vy IBEGHIZRY
Eu e

FPS Microgamel®, #H A% AdDGameEventx £ L, U A F—%BIE =
VEHIRS B 72O DOFRI A~ R— X Y v R aE& e EventManagerd B 5E
HrRpoTWnET,

Unity Open Project Cid. ScriptableObject% {if ] L CUnityEvent% {32
Fe=DLT =X T 7 F v b ENTWET, A—FT s A2FHAELEY,
LWy —rZzn— L $572bllA < b LET,

AR bFa—%ERTZ, VNI EADET T V= M3 H
LA, —EICA N N ERAESE L NI ERBY ET, 10DA
Ny R EMEOHT L, 10000472 =7 SR EEFAET DI RS
ERGB L THTLIESN,

observer/$% —> L command/ ¥ —  ZLEDEDLZ LT, A X
AR MR a—lZH T BT HZENTEET, 572 &

a<vwy KRRy 77 EFEHLT, AU 21O TOHALEY, HLEIZS
CCEBRINICIERT 2 2 N T Ed (—FEILEEHELF T Y= b
OEBRKTHDHEERE) .

observer/ % — (%, RFE Tt L < @t 3 5Model View Presenter (MVP) 7 —
XTI FxNH = NIRESHoTEET,
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小西秀明
モデル　ビュー
プレゼンター[MVP]


MVC (Model View Controller) (%, @=—%—A X —7 = — A ZRKT S
FIC K DD T WA 2 =BT,

MVCOERIZH DRI EZ HIX, Y7 Ny =7 Ofagiiilins T — 2B X
QNT VLB T—va b oids 22T, Zhick ., REARRIFREG
FROL. AT T 4« a— FREHIET A2 ENTE 95,

MVC (Model View Controller) 5% A 8% —>-
MVCRZ — %, ZD040@Y ., 77U r—a &3 00BIHEILET,

ETTFIVEIT—FEBMLET, ETVIEEEICE 2L, HERFET 5T
—HarTFTY, F—rTF A0l EFEITLED ., FEEFELT
L7203 25ZLixby A,

Pa—3f ¥ —T7z—RATT, Va—lk, 7—F¥&74—~vv b

L. B blcZ o7 4 VBT LT — a2 R LET,
avhr—5—iF Byl E2ABLEY, HNOL I b DEEES

TLREEW, FAF— 4 2B L, ST PO & 5 I kT 5
MR LET,

state-change manipulates

}vents \

Controller

N\
N/

ZOBELFEOSENE, T B3 DDEHSB AWV ED X S IZTHEASEHT D
ZHFEIZERT D2 HDOTHLHD ET, ET/WEIT TV r—va s —X
EEBEL, Ea—lIFz07r—FEa—HP—ZRK R LET, Controller iZ AT
FAERL . 7 — AT —ZIZK LTI S D ORERF R 2TV E T, £ LT,
ZDOFEFR %A Model I IRL £,
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L7235 T, ControlleriX N BIRIZIZS — LT —H 2 RbEHA, E£7o.
View b [FIEE T, MVCT A ik, LAY =275 Z L &2HIBRL TWES
o BDOEZIIT — X ERFFL, BIOEHSIET — X AW L % OMTIEE
OF —Hea—P—IZFRLET,

REANZIX, BB EOFAIOIEREMR FIcH D B2 LB TEET, &
IR=YN—DDZ L ZH Lo L9TH. ZHUHBMVCT —%T 7 F ¥ OF|ED
—>TCTY,

ETNE 22— LB X —(MVP) L Unity

MVCTUnity7' v =2 M EBIFT 556, BfFOUIZ L—2aT—2 (Ul
ToolkitE 721%Unity Ul 132458728 5Views L THSEL 4, =P idses
pa—W—o V¥ —T == ZDEEZRMT D720, fHx DU R—F 2k
EERLOHRBTOIMNEITHD EHA,

L2 L., fERDOMVC K — 2D &, FATIRICET VDT — X OEFEE U v
AT AEODOE 2 —FEHDa— RNBLBEIZRD F5,

THIEELWT Fa—FTI 0, %< O Unity BIREE X MVC O =—
g & LT, Controller N & L LTHEHT D Z L A2IRLET, ZDif
4. View [ZE#% Model ZBlZi L E¥ A, TORDY ., KD XK D R0 A24T
Wk,

ZOMVCDO/NY =— 3 X, Model
View Presenter7 ¥4 | F£72IZMVP &
MEENTWET, MVPIX, 3oDRRS
7TV = a UEIC LD BILED S
, REPRELCOET, Lo, &5—
state-change manipulates 3 N
eventsl | FOELEDLLEZET,

MVPClX, Presenter (MVCTix
Presenter Controller & FE{EIL D) 1Hfhhod LA v —D
At LCHELE S, =T A0LT
— X EREL, Ea—IlRKRTDHZDIC
TR e LET, MVPTIE, EDfE
updates Ul events AN B RT3 %] %Eii'?"o =
v har—7TiER<, Viewnz—F oA
NEH T HEEZANVET,
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P —i%, Unity Ul @ Button, Toggle.
Slider 2> R —x > k ExtEET 5 En
T&FEJ, View LA Y —IIZDOAN %
25 Ul A~ k%4 LT Presenter % #{E
L. Presenter N EF L EZHAIEL £7,
ET DD OIREEALA N M
Presenter IZ7 — 4 Sl & %
FHEEJ, Presenter ZLEFH ENn/=F
—& % View ([ZIEL, Ul ZEHLET,

DA L S NN

[

N

AN AN

™

o Oy

™

T &
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Bl A v —T = — R

MVPDOBIIE LT, v T 7 X —7 4T LOWHIRIEEZ R T HBHR AT
LEBBLTLIEEN, T—H LUIRRESETZ 2D T T AT X TEE
AT Z LB TEETN, ZNTIEI EAF—AL22NWTLE I, SHITH
REZ BN L CHBRT 2 0ENRH 5720, L0 BEMEC2 Y £5,

ZFDRPY, Healtha > AR —3 v h 2 L OMVPEEHR Lo ik CEEHZ
LT EMWTEET, AZ U h&EHealtht HealthPresenteriZ/EI L9
o HealthIa Y AR—R v MIZOX I RE LI £,

public class Health:MonoBehaviour

{
public event Action HealthChanged;

0;
100;

private const int minHealth

private const int maxHealth

private int currentHealth;

public int CurrentHealth { get => currentHealth; set => current-
Health = value; }.

public int MinHealth => minHealth;

public int MaxHealth => maxHealth;

public void Increment (int amount)

{
currentHealth += amount;

currentHealth = Mathf.Clamp (currentHealth, minHealth, max-)
R T,
UpdateHealth () T,

public void Decrement (int amount)
{

currentHealth -= amount;

currentHealth = Mathf.Clamp (currentHealth, minHealth, max-)
e T

UpdateHealth () T,

public void Restore ()

{
currentHealth = maxHealth;
UpdateHealth () ;

public void UpdateHealth ()

{
HealthChanged?.Invoke () ;
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ZONR—Y 3 TR, HealthNET /L E LTHREL £ ¥, FEEROBADREZ (%
FL., TOMENPENT DI A X b THealthChanged] ZF-OME L FT,
HealthlI/ — A7 b A u Yy 2 8FET, 7—FDA 7 VR T I YU R
VREITOA Y y ROBTT,

L)L, IEFEAEDA TV =7 M, HealthTDO LD EEETHZ L I1TIH Y A, ZFH
THZELIZRYET,
FDH AT DI~ DHealthPresenter,

public class HealthPresenter : MonoBehaviour.
{
[SerializeField] f&H¢ health;
[SerializeField] A7 A #— healthSlider;

private void Start()
{
if (health != null)
{
health.HealthChanged += OnHealthChanged;
}
UpdateView () #F/TLET,

private void OnDestroy ()

{
if (health != null)

{
health.HealthChanged -= OnHealthChanged;

public void Damage (int amount)
{
fERE ? . Decrement (1),

public void Heal (int amount)
{
health?.Increment (amount) T9,

public void Reset ()
{
health?.Restore () ZEITLET,

public void UpdateView ()
{
if (health == null)

return;
if (healthSlider !=null && health.MaxHealth != 0)
{
healthSlider.value = (float) health.CurrentHealth / (float)

health.MaxHealth;
}

public void OnHealthChanged ()
{
UpdateView () #F/TLE T,
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fLd>GameObjectif, Damage., Heal, ResetZHEH L T~ REEZEE T H 7
WIZ, HealthPresenterZ {3 24805V £7, HealthPresenteriid &
i L C., Health 7% HealthChanged A XV h&RAEIEDHFET,
UpdateView TZ—H A L X 72— RZEHLET, T, EF /LD
ORENHDNRF N 0256 BIZIE, BE2T A A7 IR FLIEY, T —X
N—=ZRAE LT T D856) ICERTT,

The Model contains data. The View
represents the Ul. The Presenter

MVP acts as an intermediary between them.

Model View Presenter is an
architectural pattern.

Like the other design
patterns in the Model View
Controller family, it applies
separation of concerns to

parts of the application.

Click the target to

apply damage.
bRyiCaried Health (I

Reset

MVP Z£;

Yo Tuedes FCEH, =R Vv I FTBHIET, X—F v bAT
Vxl MIFA—TEE XY, R¥ U THealthz )ty h 952 ENTX
F9, TNHIE, HealthZ EHEAE 5D TIE7/2 <, HealthPresenter

(Damage E 72lFReset ZFFUNET) (2@ LE T, Ul Text& Ul SlideriZ,
HealthMA X & FA XH, HealthPresenter|ZZDENEFE iz
TlEBALT L EICHESISNET,
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