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G Test - SampleScene - Windows, Mac, Linux - Unity 2022.3.24f1 <DX11>
File Edit ameObject Component Services Jobs Window Help

>

B Game
Display 1 ¥ Full HD (1920x1080)

Alt+Ctrl+C

Custom Package...

Select Dependencies

Refresh Ctrl+R

Reimport All
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public class PlayerController : MonoBehaviour

ZMDMonoBehaviour) 3 Az 932ET. UnityDHEEE

(Start. Update. OnCllisionEnter2&)={ERAIRENHRDLIIC
RDET,

]RAT, StarténUpdateDEEEIN B ENRY(CIF(IN DD ? EBO TN
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RATIR!




1. &l

<HER.  BEOERK>

MonoBehaiviourJSAZ#k& I 3155, w9 UnityDeI3ILF—_E(C
7Y FUIRWVEWNTRWVEIFIR DD F T,

ZDfesh. Unity[CIBEIFEREANSRWSRBEEEZIF DI ADIGE(E.
HIH(CMonoBehaviourz it I A E(FRVTT,

Bl : Y—)\—EDBEZZIFFDVIRARE: -

CDiIZEFnew BB FTITAZVERRL. (EBBLTVLEET,
(C++&£[EHR)




1. &l

<YIT D5 RVERK>
ZNTIE ERRIERRULTVWEFRLLD |
FTUSROUT NeER% L. PlayerController2.cs& WS FRMIL TLIEE L,
{ERUTzY 5 : PlayerController2.cs
TR YEDTLEI3R : PlayerController.cs
LEED2 D% REGFAVLLET |

sERk LIS, Playerlc7AyF L TUL\BPlayerControllerzElBRU. £HO0DIC
PlayerController2%z 74vFU Tz |
BEUEMEZ I BLI(CHIIETLIOIN ?



1. fR&ld

<ROVUT NS>

(1) PlayerController2.cs
protected override void Start();

protected override void Update();

=protected&(IH T IS ADHNEH. EVWSEIRZERFD,
(public—>protect—private)

overridetld. A—/IN—=I3ADAVY Rz 5| EHAO\T{E)

192128 D

5=, FEcDEE%Z9SET. EnemyBase®Starti>Update
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12N 9. Enemy1®Startt>Updateh'F)
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base.Start(); / base.Update();

=X - /=I5 ADStart>Update DIV L% Kt
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(2) PlayerController.cs
protected virtual void Start();
protected virtual void Update();
=vVirtualZziEE I DET. CDXVYREA—=)N=F4 RFTBEN
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void Print() { printf(“AT9d"); }

void Print() { printf(“BT9™"); }

Class A{

Public:

T

Class B{

Public:

T

ClassC: A, B{
A* a = new A();
a->Print();
B* b = new B();
b->Print();
C* ¢ = new C();
c->Print();

+
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ass StaticTest : MonoBehaviour

%B%(:‘j:%ﬁbtﬁb\‘gb\tﬁgi@_c\ public int countTest;
FIFEELDRIVT NefERkLFET

void Start()
{

kT Al AROZIVT M2 [
LTZHF—%IRURESC, C0L50H7) |

void Update()

HENDDOMMEERL TH TS L, {

countTest = 0O;

if (Input.GetKeyDown(KeyCode.Z))
{
countTest++;
Debug.Log(countTest);
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BCAIUT N2 DD TVBD T, THEr0OcountTesth' +12NT

Hjjj btb\éb\tﬁb\ijo B Project B Console 4t Audio Mixer Ef Timeline

Clear ¥ Collapse Error Pause Editorv <« Qs

[16:20:42] 1
UnityEngine.Debug:Log (object)

[16:20:42] 2
UnityEngine.Debug:Log (object)

[16:20:43] 3
UnityEngine.Debug:Log (object)
[16:20:44] 4
UnityEngine.Debug:Log (object)

[16:20:45] 5
UnityEngine.Debug:Log (object)

Tl&. LLFOLS(CT static]D— RzDIFTHTLIZEL,

public static int countTest;
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s Project 8 Console 4t Audio Mixer B8 Timelir » ¢
Clear v Collapse Qs A0 OO0

[16:23:33] 1
UnityEngine.Debug:Log (object)
[16:23:33] 2
UnityEngine.Debug:Log (object)

[16:23:34] 3
UnityEngine.Debug:Log (object)

[16:23:34] 4
UnityEngine.Debug:Log (object)
[16:23:39] 5
UnityEngine.Debug:Log (object)

[16:23:39] 6
UnityEngine.Debug:Log (object)
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(BETITIEEL XYY RIS RCHEZFET 1)

@v v player

Tag Untagged v  Layer Default

@v v player

Tag Untagged v  Layer Default

Transform
[8] v Sprite Renderer
>~ v Animator
& Rigidbody 2D
O v Box Collider 2D

o~ Transform
cou ntTeStODZtRyy [&] v Sprite Renderer

> v Animator

& Rigidbody 2D

O v Box Collider 2D

countTestDZ %%

v Player Controller 2 (Script) v Player Controller 2 (Script)

O O® OO OO
© ¢ ©0© 00O

v Static Test (Script) v Static Test (Script)

B B . countTestDZE#K o

v Static Test (Script)
B

®

v Static Test (Script)
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®
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=>GetComponentURKTHEREES
(PlayerController2® T FD I TESIETEE )

protected override void Update()

{

Debug.Log(StaticTest.countTest);
base.Update();
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<EEEH1>
public class
{
public static string ()
{
int score = Random.Range(?®,

if (score >= ) return

else if (score >= )
)

se if (score >=




4. IERXVYR

YEERAVY RE(E BERDISAISHFTUWAYY REIENNTT AHEEED L,
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fe12U. staticdTATHAEN A ERDFE T,

$<HpBDIL. intt2string. GameObjecti®transformRXEDC#PUnity
158 DEZEDE THLRXVYY RMEDNE T,
ERRFE>THELLD | (GameObjectExtension.csz/ERL)

public static class GameObjectExtension

ublic static Rigidbody2D GetR2D(this GameObject go)
ublic class PlayerController2 : PlayerController

return go.GetComponent<Rigidbody2D>();

override void Start()

g Start();
gameObject.GetR2D() .gravityScale = 2;
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Bz hJJ)L (ON/OFFUIDEZ) T BIEXY v R
(this GameObject obj)

if (obj == null) return; // FD®H null Fxz vy

obj.SetActive(!obj.activeSelf);

// GameObjectZ VERBRTHREINGWVWESICY 2E X V) W
public static v01d DontDestory(thls GameObject obj)
{

it S (obj = null)

{
Object.DontDestroyOnLoad(obj);

(this GameObject obj)
yreach (Transform child in obj.transform)

GameObject.Destroy(child.gameObject);



