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ASZIEE QENEL Aol QHME OIAE AN &381K]| %= Un|tyQ|:|I-IIEOI|__||:|-

AR
A2 SHH MonoBehaviourdl| H|gH & M2 QHEIE2 XtH|HQl Haof HMES ZHe HAH

oS 4= ASFLICH

ASZEE QUAES EHAZS 21X QOB M AZ TE o/K0) ASLICH 1 chl DfEl2|Y £
3D BENEY D2HE aWol oMoz EXfELIc

[CreateAssetMenu(fileName="MyScriptableObject") ]
public class MyScriptableObject: ScriptableObject

{
public int someVariable;
}
2l 2E0M E = JXX0[, MonoBehaviourdi| Al IMYE|= Z10| OFL|2} ScriptableObjectOlA
A&
Ol= AY QEHEN AN ET AHEY 4 glOH, CreateAssetMenu S8 Edff K0 HSE= 37t

A2 AFR8{O} SHL|C},
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Q | What are ScriptableObjects? |

Assets > Create > MyScriptableObject2 0| S5t7{Lt Z2M E(Project) &0l REZ S2IstH
ScriptableObject 22{A0M HAE oM E QAUARAD S & QELICE

@ GameSystemCookbook - SampleScene - Windows, Mac, Linux - Unity 2021.3.7f1 Personal <DX11>
File Edit Assets GameObject Component Jobs Window Help

My Scriptable Object

Folder
C# Script
20 :
Show in Explorer Visual Scripting ’
Open Shader Graph 4
Shader 4
Shader Variant Collection
Copy Path AltsCtrisc ~ Testing '
Playables ’
Assembly Definition
Assembly Definition Reference
Import New Asset... Text >
Import Package B TextMeshPro >

Export Package... Scene

. Scene Template
Select Dependencies

Refresh Ctrl+R Volume Profile
Reimport Scene Template Pipeline
Reimport All Prefab

Audio Mixer

Update UXML Schema

X Rendering J
Open C# Project .
o - . Material
View in Import Activity Window
Lens Flare
Properties... Lens Flare (SRP)
Render Texture

Lightmap Parameters
Lighting Settings
Custom Render Texture

J2{HCHE ZE ATEET 2E Mo M 2EE AH5HK] 0] ScriptableObject 0| M S &Z=g 4= JAELICH

public class MyMonoBehaviour : MonoBehaviour

{
public ScriptableObject soInstance;
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| What are ScriptableObjects? |

Clole #&0i 28

SECTEE

o S0ilM ofx[e} =2
A

3
617\ g, wat =

A2
=g
A3

£ QuHEQ)
= QumES WL

F8 5§ B ofLf, HiZ AAHE{0| EA|EICHE AS
= OICIE{Oll A &lA| 810 e &= AFLIC

HEIY A ATEHE QEHEQ| Zt2 HASIH A ofE2[AH|0|M0| ZA| HH|0|EL| D, E&j0]| ZEE
Z=2iT o] ItHZ QX|ELICE 0= RE 24 10| A Mo WHAEZS {0 Sh= A CIXtO|LHE0f|A|
[EYLICL 2T otL2t ASREHE QEHMELE o Z2(AH[0|M0] A ol SOt HE Ard g MEe &
UELICEH HE0]| MonoBehaviourE THE Q2 AMESH= A0 H8 2 7tX| 0|F0| U&LICE.

0 =

Zots OO0 =L QEHE HENE & X
Xf% T2 M AULICE Unity2| 23} HHAlE = B 22|0f| 20{M A= HIO|E{S ZOtM &4

B x| ghLC.

OH| X +dE CilojEf AEZ
Zotol gtof Lt

Serialization
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212 HolEfHol A, Th &

Yot LIS A 4 A= U2 HEsH=

H 22|0f| XZ

I'IF

5E 4 Q&L

Deserialization

SE

Database

= ool M&SHT| 2l oY QLEMES HIO|E AERO R HEtohs TRMAYLICE
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P

| What are ScriptableObjects? |

CH# ol M= B 2a] 20jorR S ZHatst| X, Unityolls H2iste B3t oz WEQI J|s
Qoo 0= £X|sHof FLICt.

—  NZF AU 2E: Unity7} ‘HIAE XHS AW DS HEOM RIAE OCH 2
.unity W Il S EH A[2|H2t0| K7t YAML A== MHEL|CE

—  AHE{(Inspector) &: At T L=9| S LOtLH7| 2I8H C# APIS 0|83t= T,
QEHE| 2HoE QX CHg 2EtE oY HI0|E S EAIZLIC

—_— ==

— DM yeNoR, meime e QEMES I HEHES| HsHE Hlo|E AEHYLCE

9l
Do QIARA = X0t E H|O|E{of| HEE|0{0F 5t= L +F A YLICE

= 22—

Unity2| ZIZstof| Ciol XEM|S| 2otEe{™ O] =21 AA =8 #8ALL Unity 2 2ot A|AHIS A5
=]
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ScriptableObject2f
MonoBehaviour 8|

HollM E710|| ScriptableObject= thadtH, APIOI = R 712| oM =501 @& LICH ol2{% B

o2t & 4= AFLIC tEdtits 4 2R E 7Hsg0| HLh= 2|0]0]7] WE LT

Monobehaviour ScriptableObject

Unity @EHE UML

ScriptableObject £2i2 = MonoBehavioure} Or&7HX| 2 UnityEngine.Object Sai A0 A IHEEL|CE,
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| ScriptableObjects versus MonoBehaviours

=1l

ScriptableObjectE olsfist= 71
ZoIL|C} CHS AtEOf|= O] &

I =Oo
S

YH2 Y ARt & = U
7tX|9| FARE L Xto[Ho| Hel=of ASL

|-h

% ?l= MonoBehaviour®} H| 1
[C}.

MonoBehaviour

ScriptableObject

MonoBehaviour2} ScriptableObject= & Ct A3

MonoBehaviour 22§42} ScriptableObject 22l

IEQIL|C},

= UnityEngine.Object0f|A] THYEIL|CF,

MonoBehaviour= Unity25E| WS
SAELCE

M =Z MonoBehaviour?| O[HI E 2h<=(0]l:
Update())oll w2} HHESI0] Al AIEI2| PlayerLoop
off HAZBILICE

0il: Start, Awake, Update, OnEnable, OnDisable,
OnCollisonEnter

ScriptableObject= Unity25E HEE2| Unity
2fo|xAto| 2 Eul(0fl: Update, Start, FixedUpdate)S
FA6HX| erELCt

ScriptableObject= ZIEHY £0i| Awake, OnEnable,
OnDestroy, OnDisable Z2 £4-2| O|HIE &4+5

K| EfLICt. ofof| Cisl ofTE{7t QI AHIE{Of| A
OnValidate®} Resetg S Z8tL|Ct.

ScriptableObjectol| CHs 1 gfo| HIMEE Hdg &
UAX| T T2{3t HM == PlayerLoopZt AtSC 2

S ESHA| 5L

MonoBehaviour= ZIEFY Alof| A
HZHE|of QLojof Lict.

QU E

Z1EL2! A0l MonoBehaviourE MM stz{™
AddComponent APIE AtEetL|Ct,

ScriptableObject= E3
&Lt

A 2HMEN HAE|X|

ScriptableObjectE TZH E 2{|#0f| A XbAf| of Al mpL o
XEEL|Ct 32 CHE MonoBehaviour £ CHE
A 3R EO|M ScriptableObject 0| IS &t=%tL|Ct,

(==

X%t m= MonoBehaviour H|O|E{7} M3}
2| Hof| MEELICE

Zt ScriptableObject QIAEIAL T ZHE @0 A
Rid| ool XEHE 4 QAELICEH

GIC|E{0llA E2fl0] BEE Z=5HH
MonoBehaviour 2t2| HZ Arsto| ™ ElL|C},

OlC|E{0ilM Z2ijo] 2EE Z=6| T ScriptableObject
Zte| HE A2 MEWE X gELICt

ARHCUE QIE 0||k| 2lEl Alof| ScriptableObject
Aol HEE WA A2 MBE|X| ELICL

MonoBehaviour®} ScriptableObject & Ct X

x| Es} 7hsotH A

AHEA & 5= ASLICL
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@ | ScriptableObjects versus MonoBehaviours

L SU PNPN

ScriptableObject0ll= MonoBehaviour0ll A At 4= QU= O[HIE ot 519| Zeto] AELICH

ScriptableObject LHOIIAM XtA| HIMEES Mg =2 JAX|TH T2{2{H o
otz #0il= PlayerLoopdllM XIS 2 &&= HIMED FHa| =0 ASLICE

O|HIE ¥ 2 AH

(RiEr)

Awake MonoBehaviour2| Awake 23 ScriptableObject AR EI} A|ZtE|H S ZE/LIC,
Allo| AHE| L MO| ScriptableObject OlAllE H x5l EEE|US e AHELICE

OnEnable ScriptableObject7t 2EEE|UHLE QAHABIE|YUS [ Awake S E=0f| SEEL|CH
ScriptableObject.Createlnstance £0l| E£= 430l AIRE 2| ALY Sof| AAELICE

OnDisable ScriptableObject?t HeIE H0|LI= B ==& LIC ScriptableObject=s WS
ScriptableObject oflAllof| et &= ¢lo| 2EE ff &&= ScriptableObject2 OnDestroy
E|Mof HelE slofgLCt
OnDisable2 A3ZE 2|AMY Mol HAHELICE ZE2{0] R0 Tt 0= OnEnable
™ol AHE L)

OnDestroy ScriptableObject7t OIC|H E& ZEOAM ARE|0 Oh2| =[RS o S=ELICH
ScriptableObjectE ZEHY Alof| Mot AL, o E2|#|0|M0| Z=E|7HL of|C|E{0l| M Z2i[0]
DEE ZRY M sEELCL & QEE!E°I H|O|E[E C++ S22t mba| LI XpM|T
82 “d4 2 2fO|ZAO| 2’ MM S UGN K.

OICIE| M& &t | HH AHE

OnValidate ASZEI ZEEIUS M = QABE 0| M Zto| HAEUS f MHELICL HIO[EE EX
HO| LHZ RX[sH= B2 AI2E & ASLIC

Reset QIAHE] HEAE H|'72| Reset HES S2I6tH SZEILICE

ScriptableObjectE mta|st2{™ O C|E{ 0| A AA|ISHALE ZIELY A| Destroy/DestroylmmediateE

ECI

CHS2 ScriptableObject2| O[HIE
AlS

St49 2H0| ZARO| 20| CHEt ZHtst HHRYLICH SO MBE A

a
MonoBehaviour O|HIE 2= Al &= AQ} H| W HA|R.
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| ScriptableObjects versus MonoBehaviours

Awake

Initialization

OnEnable

Reset Editor

OnDisable

D o Decommissioning

ScriptableObject O|HIE gt M3 2 A

oped

MonoBehaviour®t ScriptableObject?| 2 xt0|® & stLt= HIE H|O|HE X &dH= BAIQL|Ct

Unitye M = 2| ot L{oj A MonoBehaviourE Z&stefL|CE M & E H|O[E{of ZotE|= LHE2
Ct3at Z2&LICh

MonoBehaviour

HzE Al eusE

AY QENEQS EBHAR
HAE A QEHES| MonoBehaviour X CHE RE HEHE

) ~ GameObject

" ag Untagged ¥ Layer Default

Transform

to GameObject

Add Component

ScriptableObject
appears in project

ScriptableObject2t MonoBehaviour H| i

#HHO|| Unity= ScriptableObjectE AtA| of| Al mHof| X EHefL|Ct. 0] I 2 MonoBehaviouroi| H|sH

H
XI‘_T!_

Al
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MonoBehaviour attaches
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Q | ScriptableObjects versus MonoBehaviours

Mode: Force TextE A5t S MEYSH 22 (Project Settings > Asset Serialization &) HIAE
OIIC|E{0ll M ScriptableObject Ol &€ & UELICE 22 CH23H 22 SpHO0| HL|CE

YAML 1.1
TAG !u!
--- lul114 &11400000

MyScriptabieOby

: 11500000, : 3fc7a749f692b4a1419234501022d8428,
: MyScrlptableObject

: 0

m
|>
|m
Hu

=l Z| &A%}l ScriptableObject QI A A

@ YAML2 012 A0{7F o LCt

Unity= YAML AtFQ| ste| EghS Foid
JSONz} 2t QU= 17| F1 72 A Y LCt.

YAMLOIA = HIO|E{7t EHEI QAR O| 20T A|Z X2 LHELICH 2 QENMEE , I
ID, 2QEME %S AHELICEL ScriptableObject= XM Q! Q&S Holsh= il QEME Q¥o=z
MonoBehaviourE MEst= A2 & = YSLICL

ClassID FileID

y

. —— lu!ll4 £11400000
Object type —» :

Key-value pairs

YAMLS| QEHIE 3|
Zt Q=M E of2lolls 71-3t HO 2 EEE MHESHE T2HE|7t U&LICE

XHMIS| otEeH Unitye| Z1Zs} A10], YAML 220 AN S S & 1I6HM 2.
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Q | ScriptableObjects versus MonoBehaviours

dd 8l 20| A2

ScriptableObject2| 20| ZAIO|E2 T2HEQ| Q= CHE ZE O M(HE[Z|Y, HIA K S)9|
2t0| I ALO| E 1t H|BfL|Ct,

A0 LI2 OAXE ATEEO [cCreateAssetMenu] SH2 HESIM OC|IEH HAH & 2AS
FIretLch 2ot AR 7|2 fileName = HF 52| ordergE X HY £ JELICLCOHS BEE
ScriptableObject 0|2 MMSt= 7Hah et ol v lL|Ct,

[CreateAssetMenu(fileName="MyScriptableObject"]
public class MyScriptableObject: ScriptableObject
{

public int SomeVar;

ScriptableObject QIAHA S HEIR Ao M AMs{of 5t= H P, CtS 2t 20| X CreateInstance
HMEE SESHH ElL|C},

ScriptableObject.CreateInstance<MyScriptableObjectClass>();
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@ | ScriptableObjects versus MonoBehaviours

o ScriptableObject It2]

ScriptableObject0il= CHE Unity QE M EXZ 14|0|E|E C++ 221t CHOZ Bt2|g|= BE0| UELICE
HOJE|E C++ BEE2 X Mg 4 OLL 22|= = 222 oAl GC(7H|X| Z=E)7t X| S mi7tX]
EHof ASLICE GC SRIUS AEXIIF WS HASHHLE Resources.UnloadUnusedAssetsE S E6HH
SSHEILICE

Native side Managed side

C++ (> C#

Instance of standard LJ Instance of your
engine object for SOs own class

Reference from
some other field

7H|X| ZaMo| X[kl = MES 9X|5t2{H ScriptableObject 0| A10] CHSH 2| A S HAIHOZ
null2 d&etL|ct,

H1: 0| UL pestroy EE DestroyImmediateE SESH7| MO £&sHOf BfL|Ct, O2{X| o™

QERE| CHEt 2flmZIATE AR 2= nullo] OFHOIE OICIE{0M HEACZ null2 EAIE 5= ASLICH
GC 2%/ 2 ScriptableObjectol| CH$t 2HH AT} SHLEE gl= HR002H S EL|CE

ScriptableObjectS ‘445t Tju|sh= UHS SXIUCHH, O[H| A OHEZ(H|0| MM HHoZ A
A YHS LOot= A LT
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0[] Z1E 0] L

ScriptableObjecte| 7t& 2EtXQl 8= SREl= YA CI0[E{2] HIO|H AHO|AYJLICE 2AFS0HM =
E5| HEtY A HBE[X| o= A 2F Hlo|E 9 AE|o|HZ E2| AHE LT

ScriptableObject2| Yut=Ql AL Al2ll= CtS2F Z&LCt

—  QHIEZ|(Ol0|™ RY, O1O0IZ, 3|HE, 21 §)

H

—  ®, Zafolof, &= £X|(H, CHO|X], A, Al Tfat0|E 5)

— CHetHiolH

ObElLICt ofM &I =
¥ ofL2t 72X o2
XEst7| ™ol AFZEIX| =

2EF2] A0f O] HIO]E{E MonoBehaviourdll &ET = UX|TH G SE{ QI HitH
HIREU A 2 £ 50|, MonoBehaviour?t SAE 9% o
EMAZNK HRSIEE O 2 QUG =7 Sl

CHrel Ho|HE M Mslof BiLIC,

= oo

Ch. 2t stetel gt
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| Data containers |

L=

Hl MonoBehaviourZE Zt= M Al QEHHEES MM HA Q. EIAE 0fC|E{0| A
MEES EM CH3a 22 ol HLCh

: 7467558130563611466
! 2006805663113952451

: 0
: GameObject
: Untagged
1 0
: 0
1 0

!
—— lu!4 &7467558130563611466

: 0

H
: 0
: 338842853706088653
S T B R B T |
: -1.1780801, y: -2.6573246, z: -0.01486098
3 Il e |

H

: 0
. I R YL
—— Iy!ll4 &2006805663113952451
H
: 0
: 0
: 338842853706088653
: 0

: 11500000, : 4d1457d233f8d479795a301859537d5f,

4l MonoBehaviourg = M 2 REME

© 2025 Unity Technologies
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@ | Data containers |

0| £ ®l ScriptableObject®t H|wsli HH, 0|Z0| EM 7tHst HE & 4 USLICH

: : 11500000, : a2d85be56c1ae45d69604547 c4544ba5,
: PlayerID

ScriptableObject= Ci|O|E{ X7 A| & Mst= QB =S Z0f FLICH

ScriptableObject= HIZ2| AFRES £0|1 A QENMEQ EHAZS AIRSIX| UoD2 ES| (iR
S x

so0|n Y eEHE orom
A8 ZRMEN 452 I HME 4 YsLCH £ TRHE £F02 H0|ES M, 0l of2f
Mol A St CO|E{0fl 2| AsHoF SHe

MonoBehaviour0ll etz 371 HI0|E|= M S0ll= OiS2|A0| M2 50 FeS FX| &2 5= UKL
Aol YN = HSIHM LEMET SO{LIH =0i| &= 45 A0 FEYLICH

— oo
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@ | Data containers |

AFEIEHE QHHE §|0|E2F € H|O|E] H| !
1 (@)

Cl O[E{ ZiE[O|{2t EHet i, O] Cl|O|E= & BEIY Alof| FFH=
= X L= 37 EF HojHE 7t2|ZLIT.

g 0
i
N
T

ik}

[m

i

m

SEE = QEHE H|o|Hof cist tHE AFg2 oflC|E LHolM FXI=IX[2HHE|2|Z = Z2[YS
Hohi= AXF), HEIY Al oiZ2(A(0[8 EEOf| MEE[X|= eh&LIC AlYZE210] S0l ScriptableObject
ARAN HEE HE Art2 HZ2|0f|2H ZEXHSIH M|M0| S=E[H AZHELICE

SHLES| MIMO| A K& |0 CHE M|Mof| EEE|0{0F 5h= -+ HI0|E = E& CHE mhed o (0f|: JSON,
XML, MessagePack, Protocol Buffers) 22 XZHEILICE, XtMIsH LIE 2 of2Q] ‘0| = ZlHsh MMS
SN 2.

AY LEoM 23EEE QERE HI0|H S HEIY Al HEEY = AXITHO]l: ScriptableObject
Hof FEIY ME AFE), O|2{8t HE Aret2 LAIXAULICE M AIY MES AZSHH A3 EES

QUHE H0|E{7} WS AR el MEjZ SATLIC

ET Hlo[E ME ZHOIM 23 EE S QEHE HO|E = ‘A7| HE’0[2tn WS 2. 7 HIo|H=
‘7|-MIP 7t ZE THSOHOF St 2 F0i| X Zsiof fLICt.

== o[ 4

7{AE MonoBehaviour7t T&E 8 79| A QEHEI} 111, ZF MonoBehaviourdl& ¢{2] 719
EHETE AL 7p™e ERELICE

Z HAEHETL of2{et gtel AkR2E ERst UACHH 220l FLIA| B2 S= 0|7t U= ALICE
o|2{et &2 HZESHO0|H, QAR A ZHof| C|O|E{7F SRSt BEIY Al HEE|X| b= Z22HH 53| o
JgSL

=E ZZHOEHE %

I‘\r
to
T
-}
|m
N
52
o
re
0x
olr
fot
1o
i=]
g
2
iz}
r
n
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ol B Hl0|E{S F2OE ISt 4l ASREE QUAES Dot B2l 4 ALICH J7 Tt
£ 7| @EFE 24710 o] 29 HOlE NS XSS ek HLICH 2 2B
= AfSH CHAI HIO|E{of Chat | TRIAS KRSt LIt

® E 7} A0} H|0|E{ =

shared
data

LTE 0 E|Xf°|01|A‘IE 0|2 Z2t0|%0| E (flyweight) THE! X|M3t2tn gtL|Ch | A REE A SHH
W2 29| 20| EALEl= WS WXL HZ2| A ZE Y = AFLICH

o CIXtQ! THE

CIAFRI HE = AFESHHE HRRIZE O 22[5t7] &
N2 A W 2FM E3| FEFLIC

S22 WA CiXtel o 51 SOLID A2
CIXtel mHEHof| CHOH XhM|S| Lot MR,

o=z 3 l(::!AE’IO-I

ScriptableObjectof| Cli$t 2| H{EH A= H|0|E{ Q] HA| Ab21t H| wSH &M HELCH AYS 727t HESE
CIolHE = = =0 =4 =g ALYt

|_

HISHA| 4222 BZSHA == H22
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@ | Data containers |

Memory Usage

Managed Memory

Removing duplicate data
saves resources

Memory Profilert 5% GlO|Ei (A)2} 3 HIOIE|(B)2] HR2| AFRYS HlmBILICE,
CH2el 31 GIO|E{E o] WAlo 2 XFeh 4= UFLICE ScriptableObjectE Ct31t 22 82 A3l EM|Q.

—  OC|E MM Zof HlojE K& 5! Ht
—  OIO|HE oMoz XA st HELY Alof| AL
ScriptableObject= MonoBehaviouret 22| A2 REHEN HZE 4 x| i Z2HE| oMoz

XEe = AELICL 0= MonoBehaviourOi| A HZAE|X| ¢b= HIO[EHE A&3dH= Z2|HO| Y= Z=20
E3| 283tL|C}
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2[ZEE Of[A]

NPC2| H|=HE H|0{5t= MonoBehaviourE 0|2 S0 ERELICH ZeiA = ChSat 20| F2AE = ASLICh

public class NPCHealthUnrefactored : MonoBehaviour
{

[Range (10, 100)]

public int MaxHealth;

[Range (10, 100)]

public int HealthThreshold;

public int CurrentHealth;

[¢]

]
=)
|O
Hu
=
T
(@]
I
o
Q
=
>
C
=]
-
o
Q
[a]
—
o
=
[9°]
o
N

O 8l = S3t2! SkX|T, 0] HO|E = HEIY S0l HEEX| 42
BHET HCHH ChEro| olo[E7t 22t S22 + AsLIT

* Layer Default

Transform
El  NPC Health Unrefactored (Script)

ow Health Al
Current Health

2|E{2 M 2| NPCHealth MonoBehaviour
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HAS LIt gle HIO|E & 25 ScriptableObject2 &2 & JU&LICt

[CreateAssetMenu(fileName="NPCConfig") ]
public class NPCConfigSO : ScriptableObject
{
[Range (10, 100)]
public int maxHealth;
[Range (10, 100)]
public int healthThreshold;
I3
CreateAssetMenu £ 42 AESI0] Hl7 S&2 HHSIMR. LRt AR 7|2 fileName & HF &52

orderg X|HE £ UELICL

= 710|E8| ZE ME T U= S 216 & 18 & AT EHeot= ASLHCHA: public 2E).

fujo

AN ZE ™A ®zto| O|FX|H 71Xl HEstet R HS 25 private BESt public T2HE|E
AHEEILICE private HEE Of|C|E{2| QIABIE{Of| HA|SI2{H SerializeField £ MBSHM K.

HH FE 2 ALE6HH ScriptableObject A3 & E2F MonoBehaviourg F25t= Ho| = 20|
ElL|Ct, $F 71X EHHe Z2jA 0|2 B0 ‘Data’ == ‘SO’ MO|ALS £716H= ZAQIL|Ct & Ozfjof st=
Z2 OtL| X[t O|HA| ofH Z2HEE UZSQAHGHA Helstl Esets &Y 4 USLICH

FEH|O|ATE A mEF ZE AEY JH0|EE 22[ota 2= 0| SSLICH XpAIS LIE2
C# AEIY JI0|E2Z ZE35t1 ﬁﬂl 12 7tset AlY ZE 25| (Unity 6 OICIM) & HOskM 2.

2|HE{ 2 El NPCHealth ZXZHE = L33 20| Ea3tE Lt

public class NPCHealth: MonoBehaviour

{
// ScriptableObjectOf Cish 2HZ A
public NPCConfigSO Config;
public int CurrentHealth;

}

© 2025 Unity Technologies 24 of 75 | unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/ScriptReference/CreateAssetMenuAttribute-fileName.html
https://docs.unity3d.com/ScriptReference/CreateAssetMenuAttribute-order.html
https://learn.unity.com/tutorial/creating-properties
https://docs.unity3d.com/ScriptReference/SerializeField.html
https://unity.com/kr/resources/c-sharp-style-guide-unity-6

Q | Data containers |

MonoBehaviour= O|H| 0] {22 ScriptableObject0i CHst H|HHAS TEtBL|CEH QIABIEOA EH
2[HE{Y 20f| CHE2 2 E A2 Ol HIo[E7t B#EE AE = + ASLICH

= AT

© Inspector

@ v NPCHealth

Tag Untagged Layer Default

p) Transform

B  NPC Health (Script)

NPCConfig (NPC Config)

Current Health 100

Reference to
ScriptableObject

3 i
922
ScriptableObj¢

Enum)
NPCConfig

ScriptableObject2 £2|3t H|0|E{= ScriptableObject 0f| 4l 2t 0| £ %% 38t= MonoBehaviour,
T Rof| 22ELCH

FAH of|C|E{E ZHH35IH MonoBehaviourE o &4 &2 4
Gl A ILICE,

SLIC} ChE2 NPCHealthe)

o)

¥ NPCHealth
Tag Untagged ¥ Layer Default

Transform

NPC Health (Script)

rrent Health

ealth

HAE QIAHE{0| MonoBehavioure| ScriptableObject #4=7F EA|E[0] L&LICE
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O|& 7| 3t NPCConfigel =5 MonoBehaviour?| CHE Z=MHE|QL ohH 4THE 4= JUSLICL A2
NPCHealth Z2|H{S MESHH SX QEHHEO| ghs A MUY + ASLICL

HAE O|CIE0= CIS S&& st € £2 ZED QO™ HL|Ct

—  EditorO|A M 22{AE THYA|7| 1 0|2 Editor2ts EC{0f| X{EHELICH NPCHealth &0
CustomEditor £42 HEgL|Ct.

— NPCConfig ScriptableObjectZE 2o Al OICIES of|2ketL|Ct,

—  OnInspectorGUI L0l NPCHealth ZAEZHEE 2|t Of|CIE{E Mg TtL|Ct,

— 7|2 SULA MER2 HAE AAHEM AABEE E2RLCE

using UnityEditor;

[CustomEditor (typeof (NPCHealth))]
public class NPCHealthEditor : Editor
{

private Editor editorInstance;

private void OnEnable()

{

/7 OC|E QAARA THHF

editorInstance =null;

public override void OnInspectorGUI()

{

/] ZA B ERI AZHE
NPCHealth npcHealth= (NPCHealth)target;

if (editorInstance ==null)

editorInstance =Editor.CreateEditor(npcHealth.config);

// MonoBehaviourQ| H4= HA|

base.OnInspectorGUI();
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// ScriptableObject QIAHE EE22

editorInstance.DrawDefaultInspector();

HAE Z2IHE| 2012t of|CIE £43 71510 O] GAIE 2EE + A2H, O|FAH| 5tH
ScriptableObjectE A% mf ot5 O LI2 AHEX s M3 E + ASLICL

Ot7|HIM =22l 0|

ScriptableObjectE AF23tH 38
AY QENE QIAE Al NRSIN SHQI 0| = MonoBehaviour {20 RX|=|2, SR HIO|E =
ScriptableObject0ll & ElLIC}. ScriptableObject®| OF7|EjX = thast 0|22| M 2lo|= B2 2ES
HlZELct,

S5 Hlo[Eet ZRE|X| 942 CIOIHE 2B 22|g = A&
S =

TE OFF|HIME Mol HE =+ A= H 71X FH2 L3 Z &Lk

CIxtO|LA 7 2 X E¢||0f JHEXLOfIH| 2| ESHX| 40 HOt SHUHO 2 X & UAFLICH HO|E{<t

2% 2 5HLt2| MonoBehaviourdfl A&5tH WAt A CIXHO[LA7F M22| XY SHS HHSH
ELICH O & XAX7t St Z2|H = Yol M2 LIE RES HEY Z2, e $50| LH5Ho

=
AlZto| GHIELICt. S5 CIO|E{E =2 mdnt o Mlez ZEstH of2{et 2X7F E0{
ScriptableObject OF7|*IX{ & AtE5HH CIXHO[LA7F Z2 MO AH| o] Z5HA| 0=

USE 4 UBLICH
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CIOIEE SR/E m 2t Bl YAZ=E T Folsthe. 2 o2 2S5t Mt ZAE
HFEsIH o] oM ZHE YT 4= AFLICE 0] 2/0]= 2F HAIL CIO|E AB0| 2RE £
UELICHO: Range £40|Lt OnValidateE AFE5t0] 2R E 2 WX|).

ZQE Ho|ElE O MEA| BEY £ U0 F7H A 540l o HELILL 2R Glo|E9 H
&0| 8 ol MBEILICH S S0f NPC| MFES 2Ha0 SHTHH SROIN £7 g 2E
Hotg Yo oS AEHER WY AflS Hrstel gt

2HE AY QEMEE SHLHY Y HESHE 2HF0M LT 2 = 27Tt
E{Z ScriptableObjectZ QEZESIH MM 22| L YSHX|0, B2l S0
oH
0=

He ZHoish mf S ZES HIX|

ot
1
30
o>
I
o

Eij|o] RCoj|M st A QdZz0] £+F Argto| MEELICH CIXto|L = ofC|E{e] E2flo] REE
Argoto] Al E (0|2t MES HIAES & 4 JSLICH J2{Lt E2i0] REE FFHH Unitye e
AUAl AHEE AlHE|SH| T 20 MonoBehaviourOfl M2 £X Abste ARRFEILICE

2™ ScriptableObject= Of|A10]7] TR0 E2{|0] 2= A3l 6| £t ZHAH 0] Unityoll A M3t 29
HZ Argo| XA ELICE o= HEIY F0i| 2f2 =HHof 5l= A2 R8E + USLICL

2 S0k 5t R0l M7t € + ASLICL RSt A AMEX| 2 S
=Y & A=F Unity Version ControlO|Lt CHE H{H 22| A[ARS AME3H= AS HX| OHAIR.
ZHE M gl A 22| HAE THE[A (Unity 6 O|C|M) S Xt T8HM| 2.

f EE'LIEf Unity._ %% E1|0|E1§ §.?J3PXI ot1 o] XS eitL|Ct,
OIO|E & ScriptableObjectE &7|™ M 8l Z2|Ho| F7|E £ 4 YCH, 0|HA stH 2 U
ME AZHS 3| TH=E 2 EL

2T Mg
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0 ScriptableObject %=

StLt2| ScriptableObjectZt StLte| ZtEF LIEHLHA| E3HH SR H0|E ZE|0|HE TS ME2ote &
UA&LICL HIE E0] valuedh= stLte| public ZEE ZE8tsH= IntVariableO|2H= ScriptableObject

SHAS YN 4 YL

using UnityEngine;

[CreateAssetMenu(menuName = "Variables/Int", order= 1)]
public class IntVariableSO : ScriptableObject

{

public int value;

J& CHS MonoBehaviourd|Al IntVariableg A8 S 4= QIELICE O|Z A 5tH PlayerHealth
SUAE O30 20| 2 4Y & AFLICH

public class PlayerHealth : MonoBehaviour

{
public IntVariableSO health;
}
2 E ScriptableObject?t HAE|X| @f= g2 KME oLt M2hst &~ UX| B 2ELY S0i| 0| HIO|HE
YUGO|ESH Z0] REE B2 M| X£7| 2IO=E MAYSH= HMEE *7f0f'— HHHE UAELICH
O|FH otH H EEE B E 50| XotE|0] HZE RS 6= ScriptableObjectE BHE 4 USLICH

J2{H CIXHO|LA 7t Ot AT EL0] L0 AH| RYSHK| 2= AIY 2XI0f| A2 H|O[H £ ofofet
USLICE T, o] AHE M= HESta{H AR A[=lo] HRELICH TR0l St & AIYZ3|0]
CIO|E E XM= (author)st= 2t E 02 2HEX| oM.

Z25t 2 A dralof HYst AAE MMst= AULICE O|E §0f, ZTE2024Y Elo| QIHIER|

A AEI| AFE3L7| I8l ScriptableObjecte] 7| &S #At CtS C|XIQl Elo| o] ME S 7|8t =
2t ofo|&lle] Q1A ABHO|LL HES kY 2 = USLICH

o770 fzte| oflC|E| ASZE Zrot CiSHH j1N2{ R WY S 7Y & JYSLICH E CHE
HHAI2 OIATE|0f| A ZET} ScriptableObject| 37 af2 AL EX, &+E ALEEX| Mt = U=
7|ls2 Feist= AULICE o|FHA| otH A CIXtel Blo| QIAHAHEE ScriptableObject HIO|EHHE

Q0| =Y & AELIC
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Al =\ +
Unity Atoms Open

\')

IntWariabla

QE AA Unity Atoms T2 E 9| ScriptableObject 7|8 IntVariable Ol A|

D2ME M 0] 7|58 ¥t WHS FLI0|E QAEINM ZIME ScriptableObjectE AtE8H=
|2l of7 |l maf|HE0|M(HE)S HISMR. LE A A Unity Atoms Z2HEE CI2Z =510
ScriptableObject Hx71 A2 £HHE WAS HTHE & USLICE

i o

0| T3

Unity LHOllA] ClIO|E{7t ZHS}E| = WA S SHoiA AHSE = USLICL O|ZA| 5HH Ol CIE{ 0| A
ScriptableObjectE AH26HHA JSONO|LE XML Ip 1t 22 CHE 2| X|of| H|O|E{E X &sto] 2 oo
O|Fg ME &8¢ + Y&LICL

JSON, XMLt 22 ot o2 A o] M7 Hio|ELt @t 22 G+ CIo|EE 2 atdh= o MetgfLict.
OICIE{Ol M ARSI |= 2HE 4= AKX, Unity 2/ 20llM BIAE OC|E 2 A +HE & ASFLICH

BtHO|| ScriptableObject= OICIE{OlA &1A] AFS Y &= Q10 ZHEtSt EejO H EE XX OE wAY &
UELICH &, Unity 2120lM £HEtALE E2i[0]0f HFLIEO| SRst7|& SHELICH

ZHotE 20 SoohA ALESHH Ao 2id T, 2Lt 242 MER 7t548 HE + JSLICL ATEEE
AHEStH Y AIFo CHE MY S Ul HIAEHLCE 20| #HE ScriptableObject® H&tel o~ JUELCH
UL DIZESE O] (of]: 7t B2t AW FHE )= Mo QHHSHA| K& sHof SFX|TH A HO|E{Q| YRS
FHRLIEIO S7H5IH ALEXIt AIREH 28Y & Uz MEHA W49 2|AS HS5te] AlZ2[0|9
+ES Y = JA&5LT

(L. T2 T MH-H
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@ | Data containers |

Al 2| 2jlo]otRE Mo|st= ScriptableObjectE HE2] EM|R. 017(0= THEd| m2|W uix], £7| 84X
S2 Molst= YA EMAFO| ZBtE|H, AU AIZEOA O] LIO|HE AHESIY 2} 2i|HE 2 BfL|Ct
Aol Hat Al 2|X|7t ScriptableObjectol MZHE|0f QUCED FHEs HZ&LICE
[CreateAssetMenu(fileName ="LevellLayout")]
public class Levellayout : ScriptableObject
{
public Vector3[]wallPositions =new Vector3[2];
public Vector3[] playerPositions=new Vector3[2];
public Vector3[] goalPositions =new Vector3[2];
public Vector3 ballPosition;
}
ol& & NS

A HOolBtL|CE 2| 22| ASZEE LevelLlayout LEHEO|A HIO|EE 22
f

HAE AARELE JsonUtilityS AF310] O] HO|E|S ClATR QARES 4 YULICH 22{ed ofc|Ef

H—1

Q0| AFEXIS0| 2R 2 A8 Y = A= HIAE malo| MY E LT

HAE REE 2HE 2E5t7| 2/, ScriptableObject.CreateInstance= HEIY Al
ScriptableObjectE M4%t Ct2 JSON It M EIAE S 2|11 ScriptableObjectE fE = A&LICL
CHS LoadLevelFromJson HAE GIAIE ATH{EAN Q.

using System.IO;
public class LevelManager : MonoBehaviour
{
public ScriptableObject levellayout;
public void LoadlLevelFromJson(string jsonFile)
{
if (levellLayout ==null)
{
levellayout =ScriptableObject.CreateInstance<Levellayout>();
}
var importedFile =File.ReadAllText(jsonFile);
JsonUtility.FromJsonOverwrite(importedFile, levellayout);
}
}
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A H Cll0[E{7} ScriptableObject2| 2HAE CHA|stL, w2tM 2| Roi|lM ZEHE 2RSS AN CHE
LEPHRI M ANY ArEE = AA ELITh oiZE2|AH| 0|42 Xto|E & XISHK| RELICY.

MZ T2 Eo||AM 0| IHE

AHE ATEM . +FE JSONIIYE EE
ScriptableObject2| 7|&

x| stot 31 AE{Oto| =gl 2o
{4 o|0|E{S @u{ato|= gLt

pS k=1
=
2]

Default settings

!

Gameplay

4

A

JSON

Runtime

Customization JSON file
instance

or mods

&1 JsonUtilityE A3 JSONE ScriptableObject2 HZZE3E M= FromJsonOverwrite HINEE
Abgof{of tL|Ct.

QHME

M g QEHEO JSONCIOIHE 2ESh= Chdl J
QHNE 2Lt J2{H Za

sonUtility= JSON HIO|E & 7|&
HAL'- lelxﬂEo” x-|x+5| 7P0| $E

2 10| Yol EELICE
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[ EUCEE

2ol M AT Zickst 2 o Al= ScriptableObjecto] CHESH S8 Atal| & StLb &
k1]

J2Lt e 4= AEE HO|HE S Y mii= S210[01S0] ofZ 2082 LIHX| £
=
=

ROt E Fo|E 7|2 0{0f FLICt.

2L ot E[= HI0|HE Eodt= YutXel Sy 2 Ch3at Z2&L Tt

— =3k 2SS E AHESH0] H|O[E THAO| EHAH| 5| AL +YEX| REE 2
StH AFEAHS0| SR8 HI0IHE HESH7| 7t otE o2 AR LI

1]
£

[l
i1

fLICH o= A

—  COXIE ME: X2 2102|538 AE3H0] HI0|H el HE KR E efold = JAELICE

—  MH F HZS: AIYolM Mo 1’5;5' CIoIHE AFE3t= 32, Hlol 2
MH Z0ilM HIO|E1E AL Z&HEl Q2 HO|= H|0|HE HE5= WAl
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@ | The Extendable enums pattern |

FO| A2l ofZ2|A|0| M Q| Bl GameItemSO AIZIEE QEMEO|A 02 71| oM SHERUCHD

Using UnityEngine;

[CreateAssetMenu(fileName="GameItem") ]
public class GameItemSO : ScriptableObject
{

ExtendableEnums

Gameltem

4l ScriptableObject= EHE2C R ZtS8L|CH

matM Z2HE Lol M oS Jots 2HE W8 Y 4 ASLICH CIOIEIE ZE6HA| ohs A3EEE QENEE
EHIENE O XA = FHE|R2[L §5 RYS LIEFE = ASLITE

ol vt eite] ASBEIE QEUMES HXBICHH £ W40l #2 HO| SU 240|1, 124X

=T

ECHH o= R0 M2 THE ALICH

&2 4n

E4 Uo|X 22H(47], G, 7], 0 S)E deldsts 2A38EE QREMET S 2 A1, W24 A2
JtelHRl 2 2YE Holsts 238 EE QREMETL S & ASLICL

Scissors
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OiZ2|#[0lH0fl A Z2|0] OfO|S Eatet QIHIES| A|ARO| 2RIICHH ATEE|S QEHER 010"
FHOILL 27| £RS LIEHE += JAELICH 0] 22 UAHEQ HEE= OF0|™ HAS flot 2O EE

QE{H[O| A2 EFELCE

© Inspector
I 4 » o

Assets > Scripts > ExtendableEnums > Inventory

v Inventory

Tag Untagged Layer Default

Transform

ChainmailArmor

Inventory slots
categorized by
ScriptableObject

Add Component

Eei1 o EF ScriptableObject 7|2t 7HE| 12|

O] Ul= OFE|AEOfA| = =55t 2 C|XHO[LHS0| JHEXS| =& §lo| A|YZ2|0] HI0|HE +Hstn =tget &
ASH, CXIQ! Eoll AIYE20] CIOIE E 22| +Ht MAS RS2 ZE %!._JOI 7+ &= 2ol
EE5HA ELc.

ASZENE QU E O Be HO|ES F7kst0] BB 39, AREE QUNES HWIfYOR
ARSI B O 9:8% 4 AULLICH ATRES QUHEL ALHOI HrfH 22| £7t WO M=
X

OS2 3% 72t 2 GameItemLICt. 0{7|0A = ScriptableObject Of|4lo] HY FtE|12|S
Ho|stx| o, I 0| & HIOf XX| h&LICE
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public class GameItem : ScriptableObject
{

public GameItem weakness;

public bool IsWinner(GameItem other)

{

return other.weakness == this;

}

}

O|H| ScriptableObjectoll= A YoM 4= ZE9| A2 0= F=0| S2[5H=X|E H2l5t= weakness
LTt AELICH HIOIHE M&St= A 2o 2 ScriptableObject= IsWinner0il ZHeHgH Hlw 22
ZototA| ELich.

O[x| 2+ Al Zzi|o] oto|&lofl £F ScriptableObject 0| 4l& & Z3H= MonoBehaviour?t 2RQfLICt CtS
OlAl= ZHEER AAZER EE3iLLCY

public class GameItemController : MonoBehaviour
{
/7 7t9l, Higl, &

public GameItem gameItem;

private void OnTriggerEnter(Collider other)
{

GameItemController otherController =other.GetComponent<GameItemC
ontroller>();

GameItem otherGameItem=otherController.gameItem;

if (gameItem.IsWinner(otherGameItem))

{

Debug.Log(gameItem.name + " beats + otherGameItem.name) ;
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0| A3ZE = ScriptableObjectS HEZ M FEYLICL OnTriggerEnterdlM IsWinner HIMES
gameltemO| C+E OOt HEMS U 0{= 20| S2|5H=X| LO0t=E 4= AFLICE SHX|ZH 0] = QI3f
Jt9IHR| 2 ST A ZE| = 2 727 2dg Jtsdo] MLCt.

ASZIENS QUL Uurxol WA 2R 20| B £ ASLICH BTl 2 Hlo|2S ARSSHHLL
MZE B0|Ef BHETHo| A7t 272 DS TR 2l0| 2X2 M2l¥ WEL oS8 7kste Euic,

Scissors

+weakness +weakness

Ho{%el B2l WAzt HImsto] M2As HAR. FAIZE M} oI5 K| g 7| WY 2t B0
g 1 A Olk

tLES A USHALE AHSHHE A7t HHE 4= UASLICH O|~FA & A7t HEE[H F
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ALE2 0] o|HED HSE 2~ U= o 7t W ALICE 2 AEf HE Aol EnemyAT ScriptableObjectE

HeatotH ELo.
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A&LICE oo Aol DuckAndCover, Chase 52| 22 0|Lt SZ0| FItE|0{E Y& EnemyUnit
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A2 JHS e Al EGA AJZIX(SR)E AIESHAIR. 0] 210|2 M S5t FAOHE A, S, Atef 2t
S 9o ATRIEIS QUHES ALBOHO| MHY 4 Y S8 Ml DAl 7|5 A A AHS AlQTEHLIC,

ASREE QEME THE SX0| B BH0F S X2 OHLICE HAE{IIO|ZE AFRE T} 22
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C}22 AudioClipsdll CHHZ2 S S 4 & AudioDelegate AFZEE @EHE| of| A| LT},
AudioDelegateSO= AudioSourceE I2tO|HZ = Play HAEE AMESL0 abstract 2e{A S
Hogtct.

using UnityEngine;
using Random=UnityEngine.Random;

using System;

[Serializable]

public struct RangedFloat

{
public float MinValue;
public float MaxValue;

public abstract class AudioDelegateSO: ScriptableObject
{

public abstract void Play(AudioSource source);
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0| 714 SimpleAudioDelegate ATZIEIE QEHE L AR 753 M F0j|M Qlojol STI2 MENSI(]

A 0| 2D L0 H3HE 4 JALICH O[YA| S 22 AR ET} pHEE|0] 47| HEZ 0]
E0{ELICt.
[CreateAssetMenu(fileName ="AudioDelegate") ]
public class SimpleAudioDelegateSO : AudioDelegateSO
{
public AudioClip[] Clips;
public RangedFloat Volume;
public RangedFloat Pitch;
public void Play(AudioSource source)
{
if (clips.Length == | | source ==null)
return;
source.clip =clips[Random.Range(@, Clips.Length)];
source.volume = Random.Range(Volume.minValue, Volume.maxValue) ;
source.pitch = Random.Range(Pitch.minValue, Pitch.maxValue);
source.Play();
}
}

O|H| 2& MonoBehaviour?t AudioDelegateS0O Z2HA0 A DM El ScriptableObject QIAHA S
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A8 4= UELICH CHot QL R EE 2lsl o2 2| AudioDelegateE TtE = USLICE
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I 2H E0| A= AudioEventz2t Aeh = O] Al £H = MEHZ AL E|AUSLICE

T M5 HEe} ScriptableObject AHE OflA = M Z TEXE S HN5HM K.
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—  H2[AI0|E(UnityAction £ System.Action): 1SXt0l| 22lS M3t HAESH HO|EE
oj2tO|E 2 MESIL|CE OlE|AE XISHEQl AHS Toist2{™ UnityActionS AFRSHAIR. 1 1o
Z20]= System.Action E2[HO|EJt =Rt QLIC

event 7| /=& &2|H|0|E7} ScriptableObject 22 A (= L2|AO|EJt MAL[&= DY E S2HA)
LHollM Tt S EE 4~ U= E Fsts M-EL|C}

— OHIE 2 MME: O] public HIME= &Z|H0|EE ==&LICL

O[HIE HUS Asts 402 MHsto] QB o|o| Cloret KoS HE 4 YLICH ATEE
QUEEL DRI 2 W0 ZXot7| (20| HAHOZ HN|A JH5e OJHIES LAY 2 YaLict
S0 Mol 22| BREof YK S QUMESS H JHst WAOR HHY 4 Attt
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UBLICE O] B2fAL

[

[CreateAssetMenu(menuName = "Events/Void Event Channel") ]

public class VoidEventChannelSO : ScriptableObject

{
public event UnityAction OnEventRaised;
public void RaiseEvent()
{
if (OnEventRaised !=null)
OnEventRaised.Invoke();
}
}

V01dEventChannelSO fYo A3
MOi7|e 2 JAELICLOHE S0V

JZ = AgLICH

oidEventChannelS0 R&2| StartNewGame A3 EESE QEMEES
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-~ Assets > ScriptableObjects > EventChannels > MainMenu

StartNewGame
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J2{H O|HIE x§'20| OnEventRaisedE S & moiCt I SE O StartNewGameO| SEE!L|C}

public class StartGame : MonoBehaviour

{

[SerializeField] private VoidEventChannelSO m_onNewGameButton =
default;

private void Start()

{

m_onNewGameButton.OnEventRaised += StartNewGame ;

private void OnDestroy()

{

m_onNewGameButton.OnEventRaised -= StartNewGame;

private void StartNewGame()

{
/7 G710f BE 22 2E

}

OtE| AEQ} C|XtO[LAOA| B S Tlot =4 7| ARHET HRSLHH, A3

ot , A3
MonoBehaviourE Mdst= 20| ELICH Ot2fe| VoidEventListener &
ZIFSHR| EX|OF QIAHIE{ O M AMATH 4= QlE LWES ZHELICE

—, L=—"=1

m
Im
1x

> 0%
o
1
o
g0

ir

public class VoidEventListener : MonoBehaviour

{

[SerializeField] private VoidEventChannelSO m_channel = default;

public UnityEvent OnEventRaised;

private void OnEnable()

{
if (m_channel !'=null)

m_channel.OnEventRaised += Respond;
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private void OnDisable()

{
if (m_channel !'=null)

m_channel.OnEventRaised -= Respond;

private void Respond()

{
if (OnEventRaised !=null)

OnEventRaised.Invoke();

-~
-~

A @EMEO| VoidEventListenerE #7151 OHIE &' ScriptableObjectE QIABE{ Q| _channel
2 S0 of =EEstH ElLict, O|#IE| SEFste{H OnRaisedEvent| CHSH UnityActionS MM SN L.

El ~ Void Event Channel Listener (Script)
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I AILRES RE M2 OHE ZIYS HYOHKIT M2 A5 4= A0{0oF YLt o OHIEE 0|52
HESHE AE 122 HSY = AFLICH

"+'

+~ GameManager .
* Favorites Pc sameData > EventChannels

Untagged

Transform B 3 ,- 2
Position X 0.5960665 Y 0.4861715 07753677 - o 1 =

Rotation X0 ¥ 0
1 v 1

s Game Manager (Script)

Auto Start

r:PongHowToData (Game Data S0)

MZ D2 M Eo| GameManagers O[HIE A g AbgetLct

MZ CHE O|HIE HO|2EE AHESI0| 2t O|HIER ME CHE |Y| HIO|HE 'Y 4= YSLICL OIE
E0 A3ZEE QEHE J|dt O|#lIEE IntEventChannelS0, Vector2EventChannelSO,
VoidEventChannelSO &2 ZELICE AEE|= O|HIEE HEHAE w2} SatELIC

Z FAE{00| =51M|R. O| EH|H CHO|X] O|HIEES AtE3HA CHO|X|E

AAZ[olof w2t O|HE RHS =7t
£ HEdor g = AL

7kt F=H|ef CHolX|2| 27|E HEH
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| The Observer pattern |

FtHi2k: SS&, CHE AP 29| TE S FHO|AHLE AJW0EIS 2 0HE Hsr| fI6) At E LT,

HAE: 2201017} HYS TWsPLL HAS WOPiH RoHo} Sh XYl T SEYLICH
HAEL Ol R, M EIX[SH], HE B7|9 22 CrYst AYB 0| 242 FHELCY,
Hizh: B2 Aol FR AR, E20lof, M, 22|11 Baolofo|| ChulxIS Tte 4 s QuMELL

Sig dZgLc

YA AAELL OFXIIX| 2 Z2|0]017}F A Lol M £

SAQULICH §ES S 2W 2y, SF F4 o %Er

_III'I

E% A8 2|2, Ul, M H|O|E{E HIRSHC
HIE"H LHOl A 2t HEHES| REY1 SEHS STst= SAI0
UELIC

@ ol:i= 1< Cipi2

HAE OCE = Z2HE| E20{ 2 QABE 0| Raise Event HES WHT &= AFLICL

Ol= JHUX7L O|HIES =522 &SI C|HPst= o

g

RFEELIC

£0{ Ct22 VoidEventChannelSOO| CHet HAE

OfiC|Ef A3 B ELIC

[CustomEditor (typeof(VoidEventChannelS0))]

public class VoidEventChannelSOEditor

{

© 2025 Unity Technologies

: Editor

public override void OnInspectorGUI()

{
DrawDefaultInspector();
VoidEventChannelSO eventChannel = (VoidEventChannelS0O)target;
if (GUILayout.Button("Raise Event"))
{
eventChannel.RaiseEvent();
}
}
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9| ASREL AT UjOiC O[MES WHAIT|E HES Y4510, 012 Solf et ol &7 2HS
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oI7h9| £ 18 CiotH CIO|EIS Tt OMIE X' HES BHS £ QUALICE OJHIE X2 XHHof
CIH 2t 9/8t BES olofstn, 1 BES oCIEf ASYER HYGHNIR. SOAP ZRHES Unity
Atoms ZEHEC| 73 Wio] ofA|7} XEMIS| Liet ASLICE

AHEXt
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2|E I8 O[HIE xH'2S AFESH= HHOIM, 2 O|HIES| 2 E 2|AHE 7IEdt=
A Q2 JHsh= 40| ZELICEH O|HIE ®E S A0 LERES 258 15

X
Srotel 2AEte 0| OfiH O|HIETH 53 SA2 QUSSR 27 Thets £ AL
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Reader

olzig 241 iy |sts @EHEE S48 939| 0]HIE AH0| WRSLITE Unity2] Input Systeme

E
InputActiong AFE3H0] Al 23 CI0[EE =2|HQ HE2 2 EAHRILITHO: jump, walk).

Zt InputAction2 X0OtC} started, performed, canceled O|HEE Z&L|Ct
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S o] FR0l=

[Ey =]

LHAIF|X] ST
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Game Input
(Input Action
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IS HEE2{ & InputAction2 & 256+= CHAl 2t2F OnMoveP1.performed O[HIEQ}
OnMoveP2 .performed O|HIEE 441 CH7|EL|C]

Paddle1

Changes to Input System

only affect InputReader OnMoveP1
m Gamepad o 5 (Event)

Game Input Input

(Input Action Actions Input OnMoveP2
Asset) Reader (Event)

N

ScriptableObject OnMove

Unity Input System (Event)

Keyboard

Inputs .
MonoBehaviours

InputReader= LEMETL 20| AFYXHOE ZLE K| A5 Lt

%% InputReader= A QEHET AJIE L& 7|HE SES XN2|dts SAS EESIRILIC
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olzo| LI DE AQ QENMEL |21 242 EMS

I
et
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@ == oHiES HIHA o|HIE

4 ti715t= @EHMEO|M ScriptableObjectE €12 #2 4 YT S static O|HEE AIBY £
Ql&L|C}H
A= .

oS §0f Ct31} 2t0] MonoBehaviour?t OnEnable HIA =0 A InputReaderS| M=
MoveP1Event O E 2t MoveP2Event O|HIES =8 4 USLICE

InputReader.MoveP1Event += OnMoveP1;
InputReader .MoveP2Event += OnMoveP2;

HH O|HIEES AF8Y = 715 2t2|of HFS Mof LIt OnDisabledd 55 F &8s A
AX| oM.

fjo

InputReader .MoveP1Event -= 0OnMoveP1;

InputReader.MoveP2Event -= 0nMoveP2;

B ojflEL OIFL HDY

T =

Mg &+ Ao, 2 FSX7F ASH JHH|X| ZHE{0]| 23l & =|X| 4&LICEH
TF=XEIt StLtEtE EHOoF A2

A
o
™ O Z2|#(0| M0| HHE|= St 2TIYU0| HE[X| ELIC

IEote o YSLICH oCIEo[M QUE{ZE|E A O = Xesta{H H|FH O|HIES

o 11—

HE O|HE
QIAHIE 0| A &S ScriptableObjectS &t=sfjof gfL|Ct,
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=
[
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=

© 2025 Unity Technologies 58 of 75 | unity.com


https://unity.com/kr/releases/lts

© 2025 Unity Technologies 59 of 75 | unity.com



https://unity.com/kr/releases/lts

@ | The Command pattern |

02 Ch HME QEMES C7|Ho|Lt Asnt 22 HaMofl AT 4 YOH, BAMS T2 HIHY

ALSBILICE 0| 5181 2t HUE QU EC| A% QUSHH| HojE 4+ ABLICE HUE HEHe S5

AFO| Yo SES WAL ST SES 2% 4 gl BEE 50| 8= MeLrt

of2{ 20| Fotet Al FZOIM HHES HEIS ZsH £ Ho| /2 HelLict

—  MNZ HE AU o2 S8 Suln AB0| SAS O7|Hof th7IAI7|E BEE HUES HES
AFBE 4 YALICH AU X210 THEE|E 2M HHCES AetHLE, ES QU] 0|SHEY Yo
WS axixo= MM ELit

2l0[0f7t R A E MEHSIH O|SO|LL S2HE T7|EO|Lt CHE ZE=Fof|
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—  HHTEAYe ER E
I OHg ©E OHX[= Aol Aol Z2i|ojofe] thr|Eol| = 2= HUEES

NEE 4 YL

AISHSIL|C}.

2od

— A YoM S HUE 220 U B YOI AIYE BHS O BEot BAT|S
s 2 YL

o€ S EMAZ ZXYS Folot= HUEE U= AYLILE 2 SES Bl RLEMEZ 2YSHH
HS st Mojg = AELICH

017|0l M & Execute HIM =2 Undo MM EE ZtHE interface ICommandE M| gtL|Ct(abstract 22iA S

ABE & JU3).

public interface ICommand
{
public abstract void Execute();

public abstract void Undo();
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& CHS ScriptableObject2 ICommand QIE{H0|AE HELICE 2ZF Command LEMEE Xt

Execute HA =2} Undo HIMEE AtHIXQl o1 M2 HEZ x{SL|CH

<<interface>>
ICommand

+Execute()
+Undo()

I implements
@ MoveCommandSO

+Execute()
+Undo()
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=2 MonoBehaviour &= ScriptableObject7t HME HIH
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m ommandManager omm
depends
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List<ICommand>

+0OnExecute() +Execute()
+0nUndo() +Undo()

Higher-level object
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MoveCommandSO

+Execute()
+Undo()

Lower-level object
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OfL|H|O| M S £Esl{of ot= S E2|HO|Lt 20| QT MZisH HAQ. HME IE2 ol2{st 80
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@ 2 =2Ee e=xE ch ZalA
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Mzg 22 D, E i CIXO|H = MHOZ C4 AER HUdts YA E Mg & AFLIC
SE S0l A A 4 A= FTEHO|AE TSEH ofz{et 2012 1SN, 22 1 ofH
CIXiQl = 2= Ao Se 2ts 20| 2 = HYSLICH Mt dR=Z 2870l &M
2} CIXpel ol Yt B S B59| &mEtof ghLct.
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ScriptableObject QIARA = T2HE 2| oA LIEHLIEZ, 0] QAAHAN MEE HIO[EH=E 2E Mo
SE QEEETAIEY & ASLICE O|FA| otH JSEQ thE2 QloHEA ZHHet M HhAak= FFE

gEst= ALt

0]0il {3l ScriptableObject0l|A] ZIF H|O|EHE a-.E 22 Object.FindObjectOfTypeO|L}

GameObject. F1ndW1thTag 2 AT HUOZ W AIE L XE HMst=s AL aSHAULICH AL
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6?“- RuntimeSetSO
objects/components

+Add
+Remove

Retrieves collection MonoBehaviour

from any scene

using System.Collections.Generic;

using UnityEngine;

[CreateAssetMenu(menuName = "GameObject Runtime Set", fileName = “GORun-
timeSet”) ]

public class GameObjectRuntimeSetSO : ScriptableObject
{
private List<GameObject> items=new List<GameObject>();

public List<GameObject> Items =>items;

public void Add(GameObject thingToAdd)
{
if (!items.Contains(thingToAdd))
items.Add(thingToAdd) ;

© 2025 Unity Technologies 65 of 75 | unity.com


https://unity.com/kr/releases/lts

@ | The Runtime Set pattern |

public void Remove(GameObject thingToRemove)

{

if (items.Contains(thingToRemove))

items.Remove(thingToRemove) ;

HELQ Aol 2 MonoBehaviour?t public Items Z2HE|E & =3sto] ™

15 222 92 4 YL
A QEFETL o S0 ARTbE| L ARIEIS WAS BRSRH (12 ASRYE £ HEHET}
LIt

Project Hierarchy

GameObject

. ’ Add GameObject references

to RuntimeSet using events
GameObject

GameObjectRuntimeSetSO

or
+ltems List<GameObject>

GameObject

Items
List<GameObject>

MonoBehaviour

MonoBehaviour0| A ZIE} MEES
ZIEIY M EQ| Items SE20M 2E
QHHEE H0|Z2=EF MATHLCHA|

—od

EZxefL|Ct 23 CHS OnEnablet OnDisable O[HIE gt~E S
HMEZS RI15t7LE ATH[etL|CE = O|HIE xHE S AHE5I0] A
: GameObjectEventChannel).
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EXN 2389 MonoBehaviour2} &7 AFR3{OF SH= AtEto| USLICEH O|ZHA M O|E &
S

el MES
Wojl = BE 320| ANAT 4 s & EE Tl ool B2 2l £ ALITH O KYHR S
ol MES

;S £ JAELICHA: EnemyRuntimeSet, PickupRuntimeSet).

I'|I'

71 BELY MEES g7 2tEE= o 74X 2 MUl abstract 22HA S AHEdHE AULILE

public abstract class RuntimeSetSO<T> : ScriptableObject

{
[HideInInspector]

public List<T>Items=new List<T>();

public void Add(T thing)

{
if (!Items.Contains(thing))

Items.Add(thing);

public void Remove(T thing)

{
if (Items.Contains(thing))

Items.Remove(thing);

~

0| 222 &= =2 GameObjectRuntimeSetet H|o}HX|2t Cf RHSHA| AFEE 4 JASLICH HAE Foo
ATHEZ Qo MEIY M EE DHE2{H Ct21} 200] A FooRuntimeSetS0E MAgtL|Ct,

[CreateAssetMenu(menuName = "Foo Runtime Set", fileName = "FooRuntime-
Set")]

public class FooRuntimeSetSO : RuntimeSet<Foo>
{
}

© 2025 Unity Technologies 67 of 75 | unity.com


https://unity.com/kr/releases/lts

@ | The Runtime Set pattern |

UHE P SUWAE UEM K. O|SHIH &, NPC, HIES| OL0||, HAE S0| 22
ZEIY MES ERY £ JASLICHL SHIE RYSE MZR Yl FHAE MAsty|2H 5t ElL|C,

O|HIEE At23}= LAl ZH Foo ZEHET OnEnable EE= OnDisable MM EZ ARSI AAZE
K5I ALE AH|SHE HE QUELICH J2{ 10 LA QIAHIE 0| M FooRuntimeSet Z=E MA36HH Foo
HEHAEI} A5 O 2 HELY M EO| LIEHELICE 0= Foo ZAEHEES ma|Hat shH Aot HR0 E9)
{EgLCt.

public class Foo : MonoBehaviour

{
public FooRuntimeSetSO RuntimeSet;

private void OnEnable()

{
RuntimeSet.Add(this);

private void OnDisable()

{

RuntimeSet.Remove(this) ;
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ASEEE QEHEE M QEHES XHolg 4 Q002 J|BYOZ 2t @4 L0 ‘Type mismatch’2h=
HIAXIZt ZAIELICH 552 FU4XOR ZHSSHX| T H|0|E = SHIEA| EAEX| s AYULICL =58

2Rt Z=0| QIATE 0| HA|ZX| %$EE 5tHH public ZEME|LL HidelnInspector 48 ALSHM|R.
HAH OC|E| ASZEQ QAHEE ALSI0] 0| ZHIE ALY £ UAEFLICH O] ZH[oil Chet oA = oj| A

AE0{Q SOAP(Scriptable Object Ot7 &l IHE)S & 1O5IM K.
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Scriptable Lists

Level: 1

| ’

WA‘SD / Arrow Keys to Move
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SOAPS| 7AHE OI|CIE{0ll= 21EHY MEQ| LHE0| EAIELICE

Count : 11
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