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@ | Introduction |
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@ | Developing as a team |
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| Developing as a team |
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@ | Follow a style guide |
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@ | Naming conventions |

(i) waext Arg

CHOIME S 2XtE AIEs AEXIE FESIEZ 0|20 SIS At HAE Holst 4 gi&LICh
24 FE0M SXQI O|F0ILE FES AHE5tE ZHE UHAEX MAZ 2ete = AFLIC 22|
Mol= B A 8 tAEX RAS R K| 27181 EILICE

LIE} H7|%H(camelCase)

SHEtEAZE LT HEF HY[H2 SHO|LE R Qo] FES ZYots Y402 HE HEX2
EHO|E FEFLICH 7f” Y EXt= A2AQULICHL 22 Hof HME Di2f0|E = HE EI[-E
AFERILIC o|E S o3t Z&LITh

examplePlayerController
maxHealthPoints
endOfFile

oA Z BI|H(PascalCase)

otAZ B2 HEF HI|HO| Hi2|0fj0] Mo = B K HIY EXIE CHEXZ E7I6”—|Ef. Unity ZHEZOfl M=
S22, public 22t HME O|F0f O] E7|HS AFEELICE S SH Chaa Z&LC.

ExamplePlayerController
MaxHealthPoints
EndOfFile

Al|0]|3 ®7|®H(snake_case)

O H7|Holl M= £ho] Ato]e| ZHo| RE Xt CHA|ELICE o€ S CHE3at Z5LICh

example_player_controller
max_health_points
end_of file

Alwt 7| (kebab-case)

Of 7| Hol|l M= o] Ato]of ZHO| CHA| 2 CHA| =0 THo{7t CHA| 2Xt2 HZE[Of EAIELICE
oE =9 ot ZaU

example-player-controller
Max-health-points

end-of-file
naming-conventions-methodology

AY E7[H2 8 71, AB0M = E5] CSSO|M Z2f AFZELILE 2 7I0|=9| SIFEZ0M CHE
Ul £2! USSOIl = 2|8 #7|H Arg0| FFELICE
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| Naming conventions |

dot2|d Bo|Y
HaLEBE40| 0|E2 O SXO|LE HAIS LIEH = 227t BELICL O E S CHSat Z25LICh
intiCounter

string strPlayerName
YotE|A B7|'HE 2eiE FE0|H Unity HH0M = & AFSEIX| &LCt

Haot L0 ChE RAIS U3l M.
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| Naming conventions |

HE AE oAl

¥a

int hp,
string tName,
int mvmtSpeed

int elapsedTimeInDays

int healthPoints,
string teamName,

int movementSpeed

FH2E{Lt EeiA0] OfL|H T
A A E K| efLIch £H

THRIE THIH S 2 FAL T,

He 0|E2 O SHE LIEfHER
A Jtsstn 35I| 712
O|EE XIFELIC

int getMovement-
Speed

int movementSpeed

3

bool dead bool isDead, HE2 true £= falseZ EHe £
, ol xlmo Bt
bool isPlayerDead Rl= BES YU

© 2025 Unity Technologies

public 2E0|= otAZ EJ|H(MyPropertyName)g AR5, private H4:0l= LtEl EI|H
(myPrivateVariable)2 A2EtLICt. public 2E9| Lot 2 T ZIHE|Z public AlE{Qt &4
AHEBHM| 2 (Of2H <z XA &),

22 MEsHA| Ar2ELIL) 0T JH0| =0 M= private B H4E 2 Ha0t
TFEot7| 2?2 HEALZ F71512E3 HQHSE7| = SHA|2H Unity 2EHY 7HO|E0f| M= O| S8t
B H40) ot O B2 HEE & £ UALE private HH Ha, 4 FX H0 242fm_, k_, s
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Bh= HEALS AEEtLICE 62 S0 movementSpeed CHAl m_movementSpeedE AF2ELILC

HEAILLS
=

2
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| Naming conventions |

AbA

— M 20| AT BII™EE A0 HFAR k_E FIFSLICH o[ A| otH &5 Ut Lt
D2ME|Qt {25 E!71I A gE|e = A= ZEE P £ ASLICH
/] GllAl: &=
public class MathConstants
{
public const int k_MaxItems = 100;
}
—  UMIA £F SEXLE L2E|A| XIFHSHHLL M2FELICEH M| A SHEILE HlSHH Hnta{ Tt
HMA £FS privateLE FHYLICL O|HA S E2Xl= QL 7|2 MM A SHHXIE MaFdt=
A0 L2ES FXIBHOF SFLICE

MSFT 7}0| E2IRI0 M= AN A +FS Fe6HA L0 22

o
a2 ol

OH7| 2I8H privateg HAIHOR

SIS BIYLICE L2 OISO S5 AL HYRE S, privte' S Ui
21m) Z2 0|LIMRIOINE SOfoF BITHI(E, it ‘= 0’02 ZIIBHIALE HZ HAIZ ‘= null’2
£7|8t6tx| 9Lofo SHCh) FABILICE LEZO| 5] S 201 A AFESta] SIS protectedS

oFL—
[

X|gsfiok gLict 7t=4 S SHAIX|

EteotA| ZHddts Aol Z&LCH

IS 4S ZEMEc oM

OlA| 2= ALY

CHH S H0|1 S=E[=

LICE MSFT 7| Xt22| 0| A[of| M
ScrollableX&C} CanScrollHorizontally?t Z2HE| 0|5

X|™XHod: private) & *4=tsto]

=2 A ol=

= & ARO[ XH0|| ot 2=
O O HEEELCE

=
ot

Ao

O 7t0|E2] FE AL|TI2 RFSHXA| @i £¥E|0] JOH, AEIAD oM X|FS Ho| 7| 2[5
+EE|ASLIC

Microsoft2| &2 |3 CIXtl X|He| £=FE HFE! Uni y7Ht”If9 CH# AEIU AE OfAIE E="
= JAELICL O A[EE= B2 AEIY J10|=5 UEE YO ot o A|S HIAILIC

AEHY JHO|E oflA|Q] 2t A2 HESHD B0 Mdt= L0 Wt HAE{DHO|Z5IM K. HE 9|
NS ARECE Z% H2 2E BR0| 7AS Y2 MELE 528 e AYLIC 2HastX| g2
BR0l= Eel XAl 710|=5 Sl AEtY 22X R4 Fe|St= A0 ZELICH

// OAl: public =2 private HaIt &H|

JEsHEL L.

public float DamageMultiplier = 1.5f;

public float MaxHealth;
public bool IsInvincible;
private bool m_isDead;
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@ | Naming conventions |

private float m_currentHealth;

public void InflictDamage(float damage, bool isSpecialDamage)

{
/] B Hp
int totalDamage = damage;
// 22 M= public HH H=
if (isSpecialDamage)
{
totalDamage *= DamageMultiplier;
}
// B4 M= private B Ha
if (totalDamage > _currentHealth)
{
/1]
}
}

— B E0f SiLfe] Hapnk MolstL|Ch, ZHES 2 B E AR, 52 SELIC

=

— =8rg|= 0|22 njghct. 22iA 0|20| Playerz2tH HH #H4=2| 0|28 PlayerScore =
PlayerTarget22 X|He L7t &LICE. Score E= TargetQE oM.

—  SEE O[L|MEI0|NHE AUULICHZF, intE =022 X7|3}5tHLE HZ HAZ ‘= null’'2 X7|3}5HK]|
ot&LCH.

—  stia 2 geio|L} Yxke x|FetL|Ct, infiniteMonkeys = dudeWheresMyChar Z2
HEIt XSS RES QUEX| S2tk, 02| H 220 LHH o o|A X{O|UX| k2 2
Ol ol Mt siatg E2Lf= 0|52 XIMBICH= AElS 2etELCt

—  ESMS Oty g JISHS Y WHS DMSICHH, MEks H HAS HE|

varg At8si= ESLc. BiErE

HE3do| 2 EXMTLEX| gELIC

=~

—_

o

T AEFUS AFBBICIR B

_—

o2

A2 BAMOZ Mols F2 0|S HIA2IT} 6{8sto] 2UELY QB HE &

// OllAl:varQ| BFEEISE AL
var powerUps = new List<PowerUps>();
var dictionary = new Dictionary<string, List<GameObject>>();

/1 EX g2 o HrEel Bl

var powerUps = PowerUpManager.GetPowerUps();

© 2025 Unity Technologies

J

varg AFSOHH 53 WAIZ HArE 4 2of, Y

D=2 YHl0|E30} st X HS FY 4 OO 2|ME(Y0| o ZHERHELICE foreach RO A
vars BH20f AFBE|S 47k SAKIO Ofs HIZE HAD UAIGHTE LA FLICH YA o=
o
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| Naming conventions |

] {ES

21

H e 0|Z0| AFE A% HEZ HolE S gt WAl
Auict

i
o
[>
o
4ir

OtS = HHHEL2 ot 2t MEO ZatEl B 2ts
AFSELICH ™ALL HO|AL= AHESHA| gbotof gL Ct
& 1: System.FlagsAttribute £MH O 2 FEA|El HIE FHH2
HAS LENHEZ S435H= 210] LEHHILICE

/7 OAl: Tt HALS A8SH= EHY

public enum WeaponType

{
Knife,
Gun,
RocketLauncher,
BFG
}
public enum FireMode
{
None = @,
Single = 5,
Burst = 7,
Auto = 8,
}

/7 OAl: SHX| 2 HIE SHHEO| E4+HRY(1 <<H|E 2t AELE ME THs)

[Flags]

public enum AttackModes

{
VA ES // OITl =
None = O, // 000000
Melee = 1, // 000001
Ranged = 2, // 000010
Special = 4, // 000100
MeleeAndSpecial = Melee | Special // 000101

© 2025 Unity Technologies

ILICH 712 MO M4k M40|H 0RE

Ofl public 2AHYS BiXIStH S 2E=2
LERLHEZ EHH 0| S0l = th HAIE

Of #&|9f oflefof| S EH, = 0|42
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@ | Naming conventions |

=i 3 IHT 0]~

S~ 8l QIEmo|A9| O|F 2 XEY e TOZ EE #2128 WELIC

ScfA o|Boll= DA Z BI|Y BA L= HATE ASFLIC O 5t SATZ X[FEl=
HAME o|F1t @4 o|F0| FEEUCH

—  Or2lofl MonoBehaviour?} = 22 2A It 0| 0] LX[sHOF BLICE mHofl CHE LR SAE
E £+ X2, MonoBehaviours 2} ohlof stLtat Qlo{of BtL|Ct,

—  ClE{H[o|A O|E0]| CHEX} ‘PE HFAZ AL FLICE O 70 7152 Yots YBAE E-ILICEH

/] OlAl: 22 B X[H
public class ExampleClass : MonoBehaviour

{
public int PublicField;
public static int MyStaticField;
private int m_packagePrivate;
private int m_myPrivate;
private static int m_myPrivate;
protected int m_myProtected;
public void DoSomething()
{
}

}

// ClAl: QIE{H[O] A
public interface IKillable

{

void Kill();
}
public interface IDamageable<T>
{

void Damage(T damageTaken);
}
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@ | Naming conventions |

HIAM =
CHOIM HHE|E BE B2 BMSo| AYASOIN $HELIC,

HA: Unity JHEZOIM ‘oot HIMEE S5 72 10| 22 Q0|2 AFEELICE SHX2F CHOf| A
S A0 SeoHX| o H e C0=2 &L= 80l ‘HAME YL

HAMEE S5 s8stOZ Mgt met CHS 738 M8d 0|52 XI™ELICt,
— O|ES SM L= SMTAE AXYLICL Hest 2 HHAEE FIHELICHO: GetDirection,
FindTarget &).

—  O2t0[Eof HEF 7™ E ASELICH 22 HEME MM S0 WEEE DH2t0[E Q] ZoiS XIF gL ch

Jil=
St= HIMEE SALE MEALR AF2ELICH. O Z1t IsGameOver, HasStartedTurn 22
& "4 0| 20| XIHELICE

£33 tietshs HMEE EE YA X|FEL|Ch 22 A4 OFXIIX| 2 true-false ZAUE
X1 -

iy

nA rE 4o

/1 OlAl: SALZ A|ZSt=E HIME
public void SetInitialPosition(float x, float y, float z)
{

transform.position = new Vector3(x, y, z);

/] OAl:HMETL RES BHetel= 22 2E 9A0Z XY
public bool IsNewPosition(Vector3 currentPosition)
{

return (transform.position == newPosition);

)
O E Sl ORI E =0

C#OllM O|HIE= 2HE X (Observer) I{E S FHELICE O] 2AZEL0f A I{E2 stLte] QEMEQI
FH(E= HE2|M)7F 2EIHEE FEAEls B4 QLENE S50 SX12 5+ U= 2AIS FPLIC
MEkM FH= e QEMES 7IAs| ZeohX| 0 HEf HE Al S HEX|H EREHAES £
UAFLIC IR THE SISOLID #A 02 e AZ 712|0|= MAPHM Unity Z=HEOf| A 2HEX}
HES HIReh Chet IHE 0 CIXIQl HAS AE3t= A S XIMS| LotEAMIR.

FH| 8! ZEEXIO = OHIE S 2H M M0l CHE o421 HE M|AIZF ZEXELIC Chaat 22 YAlS 283

— OJMIEE SAIE HHELICL MEf HE A S st MYets 0152 AH83t= 20| E&LICH
M ZAILE AAZALS AHE5H0] ‘0|’ O|HIEQIX| ‘0|2’ O|HIEQIX| HASIMR. IS S0 22 E7|
9| o|HIEE ‘OpeningDoor’2t1l 5Lt 22 A 0|22| O[HIEO]| ‘DoorOpened’ 2| 0
A8 &= JA&LICH

© 2025 Unity Technologies 19 of 64 | unity.com


https://unity.com/kr/releases/lts
https://en.wikipedia.org/wiki/Observer_pattern
https://unity.com/kr/resources/design-patterns-solid-ebook?isGated=false

© 2025 Unity Technologies

| Naming conventions |

O[HIE 0| System.Action H2|AH|0|EE AI2ELICE. CH AL Action<T> HE|AH|0|E=
ALEz[olol| HRTtOHIEE Xa|e £ UE gt voidQl CHFst @Alo| 1 m2tn|HE
0~16 0|l A MEE £ JQELICH APH HO|E WA 0|EE AH8StH REJH FO{SLICH

#1: EventHandler EE= EventHandler<TEventArgs> BE|AH|0|EE A2 == USLICE
D E AtEH0| O|HIEE of A T1oie QK| Bl XH2lofl A grofgfL|Ct.

// ClAl: OJHIE

// System.Action ZE|AH|0|E A2

public event Action OpeningDoor ; // O|HIE Oo|H
public event Action DoorOpened; // OHIE O|=

public event Action<int> PointsScored;
public event Action<CustomEventArgs> ThingHappened;

FH|e| o|HIE WM HMEO] ‘On’ HFALE AL2ELICE O[HIES WMA|F|= FHlE 28 ‘On’
HEAZL QL= HIME(0l: ‘OnOpeningDoor’ EE& ‘OnDoorOpened’)oflA| O|HIEE S ZEBtL|CY,

/| RERT} U B2 OME Hy

public void OnDoorOpened()

{
DoorOpened?.Invoke();
}
public void OnPointsScored(int points)
{
PointsScored?.Invoke(points);
}

2HEXLS| O[HIE X2| HIME| FH[2| o] E2t RE(_)S HFAE AFSELICE FX|2| 0|F0|
‘GameEvents’2tH 2EXH= ‘GameEvents_OpeningDoor’ &= ‘GameEvents_DoorOpened’gt=
HMES 7t 5 JAFLIC

o7|0flM Et= 242 O|HIE M2| HME’0|H EventHandler R2|H|0|EQt =&l M= ¢+ ELICL
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@ | Naming conventions |

.

—  LQ FR0T HAH EventArgsE WHRLICH A H|0|E{S O|HIE0 M 3Hof Stz EP
System.EventArgs EEE HAR FAKMO|M 4&5E MEL2 29| EventArgsE MAELICE

// HLst AL EventArgs MO

/1 OAl: 1D % Color MEHoll AFRSH= 217| MG HAR 2EH|
public struct CustomEventArgs

{
public int ObjectID { get; }
public Color Color { get; }
public CustomEventArgs(int objectId, Color color)
{
this.ObjectID = objectId;
this.Color = color;
}
}
H| I A H O] A
HJAHO|AE Afﬁﬁfﬁ a4, AEHOo|A, EHY SO| CHE HYAHO|A = S 2 LY AN 0| A2
7|E 2R SO A g 5 i’iﬁl—l Ot WA O] A= of Al AEO{O|M 712 EFAL Of| kel EEE

XLt
HJAmO|A = ChEah 20| M ERfLICt.

E4 7|2 2E gl0| otAZ BI|Y S AFS-ILICE

—  OHY Yol using XIAIES =76l HIJATO|A FHEAS| HhE =S WX[eLIC
—  MEUYAHO|AE MHBLICE dot(.) HLUXIE AHESIH O|F &S FEoIH ASH 7122

AIYEE YT £ LI o2 £0{ MyApplication.GameFlow, MyApplication.Al,

MyApplication.Ul S& M8 AU Cidot 22 AXHEES HRE = AUSLICL

Ao AXHETH =2|H o2 OFSE EM 728 ttdst= WUATIO|AE
EH|o|A9] XS H1 mpofsty| & &l &L Tt

—  ofm IR B

=
= =
M=, o218t 22 2
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@ | Naming conventions |

namespace Enemy

{
public class Controller1 : MonoBehaviour

{

public class Controller2 : MonoBehaviour

{

FEO0|A ol2{st EefAE= 22 Enemy .Controller1 % Enemy.Controller22 S&LICH CHS 1t
#0l using 22 FII5IH YFAIS LHSIX| 2ot ELICH

using Enemy;

AntA2{7t Controller1 % Controller2ets SHAHE YASHH Enemy .Controller1 %
Enemy.Controller2&g QALY

AIZETCE YU AN AL SUTHO|ES 77l SeHAE HZHof 5H= AR HFAIE AL
FEEILICL 62 £0{ Player WAL O|A0 Controller1 % Controller2 2afA7 U= EL

Player.Controller1l % Player Controller2 2til &M|5| BAISIH &2 m|e + USLICH
O|&A| &tX| gto™ AmAIt LRE EnlL|C}
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FES g 20 HCHH 7] 2A| 2HS0{0F STt

- ZHE C. O, 22l 3E 8l S8 AT EQ0| XX}

Zo X

HHI ORIX = 20 X[F2 F
7I0|EE WEH FEO| HE LD}
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@ | Formatting |

TE2THE|

D2ME|= Sa2fA S A, A1 A MsHe AT HFAHLISES MSLICH ZRHE|= public HH
HEME SESILE AN 2E B2 X accessor)2ts E4 HMERL|CH 2t TEHE|0|= private 2 E0]|
HM|ASH| Tt get B set HIMETL QM O|E X2 Z = (backing field)2tx BfLICt.

[

HMEL|X| U= E SZULICE getter X setterOll= 22 XpH| A A SHEXEY
HE, M| HELR 2dY + ASLICL

IDZME|= 0| AQ2 H|O|HE Z=ol5t0] ArEXILE 2 F RQEMER QI
t

HIAE AHE5H0 CIO|E{E HB0H7AL HEte = JASLICHO: CIO|E{ 7t M= ZoHof| SH=X] HESHAHL
%
AeDz 1 oS XFst= YYS AEHY 70| =0f Fosfiof HL Lt TH

EMHE|0]|= (=>) YA 222 A8%t= Z2HE|S MEFLICL Ol=

/1 GIAl: EHA0| MRE TRTE|
public class PlayerHealth
{

// private X|¢ Z&
private int m_maxHealth;

/1 7| HE, X EE et

public int MaxHealth => m_maxHealth;

/1 tatt SSE:

// public int MaxHealth { get; private set; }

— JEEEF20 get; set; } =23 AHEELICL XI@ 2EE XIFSHX| 241 public
X

I502 JoiEl T2HE|E AFREL|Ct.

7| HAA HBH

A Z=X| koM setterE private2 2 IHE0 0} FfL|Ct LIS 2t R E
EENME=ZF

Mk o
fot
i
2
rir |
of
ik
ot »
2
o)
)
~
o
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@ | Formatting |

/7 Gl EAO| HEE TZTHE|
public class PlayerHealth
{

// X EE

private int m_maxHealth;

// BAEOZE getter U setter 7+
public int MaxHealth
{

get => m_maxHealth;

set => m_maxHealth = value;

/1 2| HE (XY HE ALE5HX| 843)

public int Health { private get; set; }

/] MI|HE, BAHQl setter SIS

public SetMaxHealth(int newMaxValue) => _maxHealth = newMaxValue;

b

7
IZ=MHE|E AHE3t= 0| AFELICH SES 2E0[Lt AlLto] HRt HME HMES A=

=

—  Of2{ oflA|2t Z0] et=5 AL83I0q private HIO|E{E =&Y T UX|TH ZHEHSH get/set Hitol=
I A

0| HFELIC.

// OJAl: E3AlO| MEE T ZTHE|

==

public class PlayerHealth

{
/] XA EHE
private int m_maxHealth;
public int GetMaxHealth
{

return m_maxHealth;

}

}
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@ | Formatting |

Xl2ds

Sl

A3 E X|Hst= HI0|E 2EAL QEHE AEHE UnityOll M MESHD LIS M7 HE 4 s ZoioZ

HESHE AHs T2 MAQLICH M5A9| 0|RZ Unity= CHE T2 02 AT L2 wAl 02 XA 2

Xz|ghct.

EHetEl HE= QIATIE|(Inspector)ofl EAIE|LE BN, a4 = 97| M8 HEE= HFetd = g&LICHL

HFEA| publicO|HL}t [SerializeField] £8 92 EfO7} X|HE|0{OF ELIC} Unitye EF ZE

Aol MHelsto 2 I E NHg FAof thE L8 7|= X2 H0[X|& HZESIA|7| HEEfL|Ct,

| H3tEl WEE AEstE 22 O ® 7tX| 7|2 Jto|Etlg WEM K.

— [SerializeField] £M8 AIB8LIC}E. SerializeField £4S private EEE protected
tHot BHH| AL SHH OHE* HPE QIABIEOf LIEFA S & USLICE. O[HA| 8tH Ha-E publicCE
MEE= AECHHOIHE O EUXO R Wade + UOMH 2| QENET H s HoME AS
X 4= USLICE.

— Range £43S AI85t0] =&t X 2SS MH™ELICE [Range(min, max) ] £M2 ARt
AL e 2EE £ e SRS Mot = AR REHH, QIAHE O £2l0|HZ LEE M|
LIE = QUELICH

— A3} 7tss FeA £ AENOA HIO|EE 2E2t5t0] QIAHE E HMe|gtL|Ct public Ea2iA
E=TEHE ’é9|'5h_'_ [Serializable] &M 02 HA|TIL|CE QIABIE{O|N =&l = Zt &Alo|
public HaE FogtL|ct

// OlAl: PlayerStats82= 2™z} 7kt F2iA

using System;
using UnityEngine;

public class Player : MonoBehaviour

{

[Serializable]
public struct PlayerStats

{

public int MovementSpeed;
public int HitPoints;
public bool HasHealthPotion;

/7 OlAl: AAHEO|M private 2= HA|

[SerializeField]
private PlayerStats m_stats;
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@ | Formatting |

ot Jhset o] 2HAE CHE S A0 FZELICH 2ot It AAHE O =4 Jhs5 S EHel Lo

—

LIEFEFLICY,

UnityEngine;
System;

MyApplication

MovementSpeed; © Inspector
HitPoints;
HasHealthPotion; @ v Player

- Tag Untagged Layer Default

PLS Transform

Position
Rotation

Scale

B  Player (Script)

Stats
Movement Speed
Hit Points
Has Health Potion

—  Allman AEI22 oj= ZUSE A F0f| Hik[sH= BHAIO 2 BSD Unix2| BSD AEF0|2t e $fL|Ct,
T

—  K&R AEFY = ‘One True Brace 2EIY’2 0= S22 E 0| 3f|C{et 22 E0f BiX| LT

/7 GAl: Allman K= BSD 2ELOM = 0= S22 MER S0l =Y

void DisplayMouseCursor (bool showMouse)

{

if (!showMouse)

{
Cursor.lockState = CursorlLockMode.lLocked;
Cursor.visible = false;

}

else

{

© 2025 Unity Technologies
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| Formatting |

Cursor.lockState
Cursor.visible =

/1 OlAl: K&R AEFLOM = = &

= CursorLockMode.None;
true;

void DisplayMouseCursor(bool showMouse){

if (!showMouse) {
Cursor.lockState

Cursor.visible =

}

else {
Cursor.lockState =
Cursor.visible =

}

AEHY S m2tof gh|ct.

© 2025 Unity Technologies

= CursorLockMode.Locked;

false;

CursorLockMode.None;
true;

O] S0{A7| AE[L0f= Thfet Hi2{0f]0] MO| RUZLICE. O] 7H0|=2| GijAlof A=
CIRFel X1l Allman AEHZE AHERILICE. BlO| OffH AEtAS MEHSIE RE FER0| S

L UEPHO Z 47l = 2Tl e ST,
El =2 SN2, Visual Studiodl M= B

Microsoft

EaY
=0l
=

vl

rOI-

BHSTolCIE Y2

J1HHO
S =

o=
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P

Naming conventions | Formatting

Visual Studio(Windows)2| 2 Tools > Options > Text Editor > C# > TabsZ 0| S&L|LC},

Options

? X

> Text Templating
I Tools for Unity
> Web Performance Test Tools

P AMfimd s Cormne Dacicnar

Search Options (Ctrl+E) P Indenting
None
General ~ O
Advanced O Block
File Extension (® Smart
> All Languages
P> Basic Tab
4@ Tab size: E
General
Scroll Bars Indent size: _
L
Advanced (®) Insert spaces
I Code Style
IntelliSense OKeep tabs
b C/C++ Adaptive formatting may override your custom tab settings. You can turn off
I Plain Text adaptive formatting under Text Editor > Advanced.
I XML
I Debugging
I NuGet Package Manager
P Test

Visual Studio2| Tabs &%

Mac® Visual Studio2| Z< Preferences > Source Code > C# Source CodeZ 0| S&fL|LC}.

Text Style2 M50 HH S =FRILICh

®
§ Android
@& ios

¥ Publishing

@ Apple Developer Accounts
v Text Editor
General
EB Markers and Rulers
> % Behavior
E IntelliSense
Color Theme
[] Code Snippets
© Language Bundles
» ® Source Analysis
[©] XML Schemas
¥ Source Code
.NET Naming Policies
v [E] Code Formatting
[©] XML document
=] Text file
[@) c# source code
[ css
ERuYs
[ yson
[=] LESS, CSS document
[] scss, css document
[@) F# files
[#] standard Header

© 2025 Unity Technologies

Preferences

Ci# source code

Policy: Default L‘

| Use default settings from 'Text file'

Desired file width: columns

Line endings: Native s

Whitespace

Tab width:
Indent width: _E

| Convert tabs to spaces |

Allow tabs after non-tabs

Remove trailing whitespace

Cancel
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@ | Formatting |

—  JHsSiCtE Bl § TROIME SHSE WekstR| BhALIC 0/ St Yol Taslol AES
Cf #2091 22/ 4 UBLICH TS A0l SZSE DoSomething S58 FE2LE

F25HA 22| FLIct

LtS0ll L &2 F7t5tALt DoSometh1ngE1 seE HAHMNOL 5t= B2, 2= = 00| HMXt2[of
AS AYLICH BE Y Bof Sof BiX[stH STHES & =7t & ALt Tots T2 HE
ASLIC

[/ OIAl: HetE S N2l SEH=E |ASHMR. . .
for (int i= ©; i< 100; i++) {DoSomething(i); }

/] .. Ee=EHE8EHEQ =0 FAR.
for (int i= 0; i< 100; i++)

{
DoSomething (i) ;
}
[/ EX %20 S ek

for (int i= @; i< 100; i++) DoSomething(i);

— BHEOE E FRUME SESE M7 &L 0] 20l S22 E e 2F = LUK

x|, 22HE E = ASUCHL B OfHHEE, 7HSH S-S 2lsl

AE5HH ZM= XS SIHEZISH] ik A 22! F71eF 22 7 At
oM = AZLICE

/7 GIAl: BetdE DEfd] 2= {A

for (int i= 0;i< 10; it++)

{
for (int j= 0;j< 10; j++)
{
ExampleAction();
}
}
[/ EX k20 ZHEOE & 120 2= MA

for (int i= 0; i< 10; i++)
for (int j= 0; j< 10; j++)
ExampleAction();
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| Formatting |

—  switch2g
EOFEIL|C} CH2 2 case 20
7|2 case?t HRSIX| 2
Ol7IX g2 2tE Mg & JA&Lch

= 10

// ®Al: switch 20|A case SHMT|
switch (someExpression)
{
case 0:
DoSomething();
break;
case 1:
DoSomethingElse();
break;
case 2:
int n= 1;
DoAnotherThing(n);
break;
default:
/1 GI7|1X| %2 case EEE 7|2 case X2|
break;
}

O3] X7t MZ CHE OfC|E{9f IDEE A8l S2ct &

AHESH HAHIR.

EditorConfig ItY 2 At23stH & Mo HEE|=

HZ=3LICE 24 0|0fX| = if-else 22
E0MV|E Tt O|A|UL|CE 7| & caseE Ee6t= Zd0| HEEIL|CE

switch 2O 2 CiA|sIH HE J=A0|

Y2t (0 7Hs Tt 2 E caseE ZEot 22) 7|2 caseE ZESIH ZETt

ZHEE TI#ICHH EditorConfig It S

g AEFAS Holgt & JAESLICE Visual Studio
=n

=
o} Rider 22 CHCt== IDE= 7|2 X[240] & Xﬂz‘sEIEﬁ Erof S2{1¢l0| ER5HX| gL Ct.

EditorConfig It 2 7t540| R45tH HH 22| A|A- D ASELICE oA Tf
g L9 #HSHH Visual Studio 2 FOME 2 AEIUS HEH

EditorConfig® I AEtUS

ASLIC.

EditorConfig 882 22 Visual Studio BIAE Of|C|E dFEHCH ML JHE of|C|H 5._704

MH2 .editorconfig It glo| T
QHZIO|ESHK| QbS mf AlL MEE LTt

A HE2 GitHub MEAE 2RIstH K.
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| Formatting |

72 221t
o
JW S| Ztetet QA ZE SIHO|M TEQ| VISHE Y = ASLICH Zo X|H 2tF 4F2 JielE=
CHE 4= UAX|THCHE FIet Aretol| W2t 7= S I Mol 2MK.
— 3MZ Il = LUEE FELCHL 3WS FIGHH Fo| 4 FES AMAH o= 2E5t= L2UE F0
JIEEE &Y = ASFLT
[/ GlAl: SHE =T = 7=H =0]7]
for (int i= ©; i< 100; i++) {DoSomething(i); }
// EX| 42 0 : S gl0] HA|

for(inti=0;i<100;i++){DoSomething(i);}

SEA
a4

ol Aojo| £1F Cha0jl sfLte| Zu
= ol 2t st 37t

1),

// OllA] : @l Ato]9f &
CollectItem(myObject, O,

oro (o : ZEH Q0| FEA|

LS i « © 71 HA

/1 EX|
CollectItem(myObject,0,1);

—  B5e} e ol Flo SWE ISR kELCE
/7 0N 252t Bt 0l £ SuH K|
DropPowerUp(myPrefab, 0, 1);

/1 EX| %20 :
DropPowerUp( myPrefab, 6, 1 );

— 0|21 2= Atojoll = AI23tX| gH&LCH
// O\ : &= O]t 2= ALO|2| S uH H=F
DoSomething()

/1 EX| 2 0o
DoSomething ()
—  CHE= ool S ALRSIX| EELICE.

|_T'_H AHEF
oS -1 on

// CAl: Ci{E= LHE
x = dataArray[index];

/] EX|
x =dataArray[ index ] ;

[e]X=] |

[
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| Formatting |

o

E Hlo| = orof| sjLtel S FIts 2MIK.

while (x==vy)
/1 EX &2 0
while(x==y)

Hln XL 5|2 StLte| 9

[/ CIAl: = Qtof| S FTF, SO = ZS Hi|
if (x==y)

[/ EX| %2 o

if (x==y)

/7 GlIAl: B4l

Blolg ahab Bl AHASt: 712 2w MBELICH BE 5 L{H|S 80~120% HE 2 X|FELCt
71 49 Orj2 £ 2@ of2 Jo| &S PRORE LisLt

SojM|/AS FEE SXILICH A0
S48 50| Fa7} gichH @ WS MBS RALICE o[
Hste & A o1 24817|7} of2{ Y FLICt.

SO{MT|E HEotH Jt=40| &L L.

o

Y219 EO{MT|E ABSIH HAE

ic]
rir
o
A
=]
oot

=, GlOIE{ 7} B FEHOIME @ Bl 98 4 AALIC
B200] O 22 Aelol B ¥ 4+ UCks HE REohie. Holnf HEsls
EYEIE UL,

S Al

1} O|§ AtO[off St StLt 2= 7F

public float Speed= 12f;

public float Gravity= -10f;
public float JumpHeight= 2f;
public Transform GroundCheck;
public float GroundDistance= 0.4f;
public LayerMask GroundMask;

/1 EX 20 EHE
public float Speed = 12f;
public float Gravity = -1ef;
public float JumpHeight = 2f;
public Transform GroundCheck ;
public float GroundDistance = 0.4f;
public LayerMask GroundMask ;
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_
M2 =t

M2 S A QEIH A2 4= USLICHL ATRIENM 2THE 2HES ot 2O TQo| [f2f 6l
2l2l2 AFESIMIR. CFS M9 AMeto]| et ZEE stefAlo 2 ME[si HMR

stEtL|ch == =2|Xo| 1 U0 A0{oF LT YTt

F4H40| AoLL RABTHMEES OF oh
SEE TS HMEE LIZHS| 0 CHE AR0| 2XE 812 [ TS 0f7|X7| ot X| gkot=
E|= 5 gfL(Ch

— e m2t N2 WS AH8ste AN M2 CHE R EE E2IBLICH ol S04, kS Ato]of|
H

—  if-then-else EE(7I540 =20| &= E2)

Ol ZIUS A|Apto 2 M0 oLE|= R AEHY 0| =0 7| Z 7L L

Region

#region X|A| 22 AFSSIH C# UM ZE MM HA45t0 52 4 A0 EY TLS O & 22|t

22 4 YaLith

oI2t o] FH0I= 2| el BE et KeE WECHS SL 2717} B2R 4 Sl 5 20D fregion
=

=

= = [ =
XA Z2 HROHX| g2 NYULICE region 7Ol 2= 258 &7IX 210 ZEE &2 SAHAZ LIFAR.
a2 THUO| B M regiono| 40| E20{S AYLILY.

A B2 L Xt regions FE AW L= OFE[IHEI Q= ZEESLICE o2 22| B2 o Hof| £35H=X
Z2F5HM 2.

(i) visual StudiodilAf 2= Z3t x|
Zo X|E 20| 0 ST 20|H2te 2HESHX| Ot K. |4 IDES AI85tH 28X
NgY 4 YALICH EU XY 7% YB3 M4 1S T2HE YU 3 0 T

i

A3RE ofC|E o] ZU X|H #AS st Ch3at 22 AE S WELCH

—  Visual Studio(Windows)2| Z2 Tools > OptionsZ 0|55}0] Text Editor > C# > Code
Style FormattingS A&LICH

M™E AE3}0] General, Indentation, New Lines, Spacing, Wrapping M2 & stL|Ct,
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@ | Formatting |
Options ?
Search Options (Ctri+E) £ Your .editorconfig file might override the local settings configured on this page which only apply to your machine. To configure these settings to
travel with your solution use EditorConfig files. More info Learn mere
General ~
———— Generate .editorconfig file from settings
=TS Deseription Preference Severity
Performance
SDK-Style Projects ‘this.’ preferences:
VB Defaults Qualify field access with 'this' Do not prefer ‘this." * | O Refactoring Only o
YC++ Project Settings

b Source Control Qualify property access with 'this' Do nat prefer 'this.’ ~ | O Refactering Only -

b Work items -

4 Text Editor Qualify method access with 'this’ Do not prefer this. ~ || O Refactoring Only -
Carze. Qualify event access with 'this' Do not prefer 'this.’ ~ || O Refactoring Only i
Advanced
File Extension predefined type preferences:

b AllLsnguages
b Basic = For locals, parameters and members Prefer predefined type ¥ | O Refactoring Only v
4 For member access expressions Prefer predefined type ~ | O Refactoring Only N
Genersl
Scroll Bars .
Tabs
Advanced
4 Code Style
Genersl
4 Formatting
General
Indentation
New Lines
Spacing
Wrapping
Maming
IntelliSense
b /G
b Plain Text
b XM hd
Cancel
A= AEMY T XY SM

Macg Visual Studio?| Z<2 Visual Studio > PreferencesS

Code Formatting > C# Source CodeZ 0| 5%fL|Ct,

ACto| policyS MEHBILICE 321 CFS Text Style BHO|M Z|0{A 7] 8l S6{M7|E HAEE
C# Format &0f| Al Indentation, New Lines, Spacing, Wrapping 88 &

ZFELICH

MEHSE LS Source Code >

& Apple Developer Accounts
¥ Text Editor
General
£l Markers and Rulers
» % Behavior
H IntelliSense
[ Color Theme
[=] Code Snippets
© Language Bundles
¥ (® Source Analysis
@ c#
[©] XML Schemas
¥ Source Code
&3 NET Naming Policies
v [& Code Formatting
[©] XML document
Text file
[ css
B HTML
[@ JsoN
[=] LESS, CSS document
[=) scss, css document
[#) standard Header

C# source code

Policy: Default
Text Style | C# Format
Edit

Preview:

System;
Example

Test
Main( [1 args)

0; i< 10; i++)

nsole.WriteLine("{0}: Test",

ik

Cancel

AEY J10| = MEH AtEtE D|2] 20 = Preview &
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@ | Formatting |

—  Visual Studio(Windows)2| &< Edit > Advanced > Format Document(Ctrl+K, Ctrl+D
Chx7| 8= o|SgrL|Ct S8 ol B Mol Loift XSt = 42 Of|C|E SHEte| Run Code
Cleanup(Ctrl+K , Ctrl+E)2 AI2E £ U&LICt.

—  Mac2 Visual Studio2| 22 Edit > Format Document(Ctrl+l £t=7|) 2 0| SEL|CE,
Windows0| M= Tools > Import and Export SettingsOll A OC|Ef XS Z Q& = USLIC

AN
AEtY Jl0|S0| C# ZE E X|H0| E3HE IUS YATZES TS BE H0| 0| BHAS
YBESHES BHLICH

Import and Export Settings Wizard 7 *

‘ i * } Choose Settings to Export

! Settings with warning icons might expose intellectual property or other sensitive information. By

default, these settings are not selected. For more information, press F1.

Which settings do you want to export?

4 W] Options (Sensitive information warning) Deseription:
. Settings that can be configured via the
Deb
O =bugging Options dialeg box, which can be found
under the Tools menu. Expand this
v [ Projects category to see more details,

[]  Test Execution
4 (W] Text Editor

I [ 4 Environment (Sensitive information warn

[ Advanced

(] Al Languages
(1 Basic

[]  Basic Editor
c#

—

PN

< Previous Cancel

(U}

QT C#IE T X|H JARE,

Visual StudioE AtE3tH 7HHGHA| AEHYL 7H0|EE Z42 4= A2 Zo X|Ho| OHX| EH=7|E
AT ZHHSHELICE.

—
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1 Visual Studio 8HE X E 5l A AR ESH= Ol EditorConfig T (R &HX)2 MEY &
UELICE o|=A| stH o2 IDE Ztof] o X[HS O A 3R 4 JACH HHE &2 E AI2E 4 UCH=
M 52 £ QELICH XHM|et LHE2 NET T = AEtY 74l SME &HsHM( R,

22 302t LSt A2 OfLIX| 2t it S =0 3= Visual Studio Bt =5t (Visual

Studio tips & tricks to boost your productivity) GDC MM S &oldl| HM|R. o|2{st MMM ElS
MNEotH STl ZEE N O A Zoistn 2|WEZY o UELIC

1. ZZHEQ|RE LHMEZ|0M M IUS Y51 0|F2 .editorconfig= XY elL|Ct.

o

2. .editorconfig ItY S 1 AUdt= 74 BES FIteLICh LE2 C4E 74 O A[LIC.

# top-most EditorConfig file
root = true

#Unix-style newlines with a newline ending every file
[*]

end_of_line=1f

insert_final_newline =true

# 4 space indentation

[*.cs]

indent_style = space
indent_size= 4

charset =utf-8
trim_trailing_whitespace =true

#Tab indentation for Makefiles
[Makefile]
indent_style =tab

#Specific settings for JSON files
[*.json]
indent_style = space

indent_size= 2
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Sk

W2 AR A0 A £TE AP ATEQ OIS
xbaoh M2 glALICE 0ot FORE 13 Afate
oS HelLIct.

°
Al
|'O|'
|m
n=
00
H
HU
_I
i)
o)
ol
>

ZH{E C. el 28l Ao 2w ZaiAol K i 74
asct o Fopo $hohe HULICE

SaA0iLt 371 HetstHE HE RIL|CE 71Z& 224 210l A% F=715HH 7150] XILEX|A|
2R "'*'—IEF SHAE B C2 LHNR. AT FHD BO|7t W LHES

811 2HE si&Zs5t7| ofF@SLC.

7|At2tD HZsl 2M| K. 7|Ate] ER|QF HAIEIO| A|ME 1= HERE 27
EHOll M 29FE LIES THfE 4~ A1 OFHFRL 2 210f Li{7tH XtHet LI8S
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| Classes |

2t SELICE } S20IMS JHa 7|AH2I7t Bl 8ol JHapsel
S Z7kx| ofop & & YaLICt,

Al
ot HIMEE= IZ‘I %%S —1“—-’-‘-°I °"°*§ —1“—3&* to HA 22|
&9 g 7ol ME At obH LS| B X[ ghuct

OlE =0 Ct2 HIME SetInitialVelocity % CalculateTrajectoryE &=E5H= ThrowBall
Olzks HIMEE B & JSLICH. 8 858 HdYsH= ThrowBalls 0| FU1 HEX HMEE O
of2Holl F7FEL|Ct.

24249| wA& J|Ab= BRI ME20[Lt w2 HALO|EO|= 0f2{gt 7|A7t Bl £-E =|0f JUSLICE OfEA|
2ol ofE] 7[Als SUE 7ISH ATME FSHLICH Unity Z2HEL: J21 2F0|M MZSHM K. Unity
ZZHEO= ¢ 30 L2tEl ofES|A0|HE Y| st el F0{0f 3h= +R2 S2HATE AELIC
@ oA 72N
Zt 2 A0 = ol F= EESIVF QSO ChS3 20| 22HA HHE MHCZ OFEISHY
TE5HMIR.
— EE
— IZZHE
— OJHIE/H2A0|E

—  Monobehaviour H| A =(Awake, Start, OnEnable, OnDisable, OnDestroy S)
—  publicHIME
—  private HIMNE

UX|SHOF BHLICE mHUo]| CHE LHE SeiATt 2 +E UX| 2 HJAAT0|AZ FLESIK| Q52 O] A
MonoBehaviour= Tt StLbat QLo{oF BHL|CE,

Unitye| HZ SeiA HE 7Xof MEH AA 0t 0| E2 o+ 2| MonoBehaviour 0| St
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P

K
oF

ol
=
oll
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[of| k2t

x
Al

|

Clol ol 2
ch Al

7|8t AT EQ o] A=

o

L|Ct,

3

=

S|

ol 2

—
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=

2t
=

cHEat

—

[

=

712 HiolH M&

Sl EHIS. EF A,
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FAIY stAIROIR?
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| Classes |

2 F EhaStE 2 0] ZE AtS2 7|2 Paddle 22iA 0 E8E 4= JELICH R 2 E XAS
28SH= SIS MonobehaviourE MAMst= ZiE JHs gLt

Paddle

Store speed data
Read keyboard input
Move paddle

Play sound effects

= I:I [=]
I11I0IE1'.: %Iiﬂ.ﬂ} LS °"3._HE|01 EHI EEH*" E’S!% %‘éoﬂ HEdloF E.”—Ilif KISS & 1 ghe| ZHetst

M T
rl:l
]
2
o+H'

>
Il
_|j|_

I
gtq 7|'X| R—I-E A‘IE E‘Ia_

JHCH= Paddle 22HA S &2 S2AR LH-D SADIC StLEe| Hels B o{stMR. HIoIHE
XMl PaddleData 22HA 2 £2|St7L} ScriptableObjectE AF2ELICE OB CHS O 2 BE St=E2
Paddlelnput 22iA, PaddleMovement 224, PaddleAudio 2eiA 2 2| HE{ I BHL|C}.

PaddleLogic 2214 = Paddlelnpute| AHE Mg 4= YELICL PaddleDatall £ HEHE M EstH
PaddleMovementZS AtEdH EF S SZIY 4 QUELICE OIX|U 22 PaddleLogic Ef7-30| EFAHS}
SE5IH 332 MMkt D PaddleAudiod] ¥ 4 A&LICEH
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@ | Classes |

PaddleData PaddlelLogic

PaddleAudio

Play sounds

Paddle 22{AE £ MU0 2 2|HER

O3 A7SIRt 2t BehAL SlLte] TS S3OIM 27 THof2 4 U= X2 RAR LigLCL AES
MTjEet o2 sipig AS28 Wt s

Paddle A3 E= O{TH3| 2RSHX|T CHE SHAE SHLZ [ YO +AetLLh HRES 7852
CHE o] 2222 &2

S22 IOt g 7t AMESH IE = OfEL|C B2 2 A S AHE5ts 20k 2|HEE S0 & 2tel £7t
S0 = ASLICE X2 JHE Sai20| 75482 O OELILEL CIHZE sHAL ME2R 7|52 F71d i
EtastEl X HEo| ZE 245 WMAt2|of fX2 = AELICH

2[THEE O A]

Chad DM EC| 2lMERIS ANS] AHEEH T2t XS o R M7 UHE AT,
(o]

=1 o
O ZM Y MY XS A5 ™ MonobehaviourE 22 222 % Lir= WHE 2EYLICL

0|7t ZEATL FLIOIE HIERIOM ZHES SAX Q| ma|| Mo M, 7ot Ef A= 159!
ODZHEZ &&5t7|(From Pong to 15-person project)’= Al& st

nx
4>
g0 I
o>
rJ
im)
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HlA =

2} FEIO| of U TH 2102t 79| H| oI HH
HelE2 22 LS 2d 32 AL

- A, Wiki QX E eXtreme Programming & & &IAt

HAELE SHAN 3717 5D sHLEel YR JEOF BILICE 2t HIMELE oiLie] SXH2 MHsALY
sfLto] 2o Eroof 510 £ IK| REE S S YBLIC

HAE 0|2 O S vtFel X|Hst= M0o| EFLICt. O|E S0 GetDistanceToTargetO|2t= 0|§2
HAETL oot =5 '?:”5—.*3| '—fEf'E'."—IEL TZHE 0131 7Hel ’—Vg CERITt AR = B2 o 7H”*Xf—
ERLIEREEE
0|58 XI¥st= ™

HLAH S22 HMEE Y

MEHMO 2 AHSHM| Q. HME
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| Methods |

P

1Rt 29| 217t JUEX| 2ol =52 wX|sHof FLCt

—  BEXgg ux|gLch HAMEE 0|S0| LIEH s HEht 351 ELICH 92 HeE HolLls AFg2
$HSIX| 4OLOF BLICE 7HSSICIH 2 A CHAl gto 2 QI8 MYsh= 20| ELLICE out =
ref 7|} EE Solf ZUE CHA| M&6t= 22, 3 HAMEIF Y O Fggt sh=X| &QlstMe
2Eg2 £ MM R ZRE UX|T QT6IX| b2 AWE X2l 4 JYSLICL o 7]X] a2
SIg £0|2{H Bx820| gle HMEE Z4sts Al E4LCH

— B8 WYst= i CHE HIMEE ghELICH HIMEE S2i00)| 7|8t & 71X E':(HIH
St E MYSHX| fFSLICHL F HMEE ME CH2 0|52 MHE0{0F FLILCE oS
Ze2i0 d™of| 7|8ste] 2= e 2t QhS HHetst= GetAngle HIMEES RtEE 7*OI ofLzt,
GetAngleInDegrees % GetAngleInRadians HA=Z DS 0{0} Bt
22 EOE Q-2 AHEsHH OFF 2N 0] 2O|Lt 7810] F|2{5| Lt Thd Mol ATt &AHE &
A&LICE

@mw: WIS

Unityet C#OIM = ‘Bt 8

HEAE oA Folsl 3

47t 2224 7ﬁ“7ﬂlE

 SkA
S
— |:|I-_I_

lofoflAf
WasE o2 A =etD

SR —
S HME
oS5 HMEE B &
HiHO 2 2% 4 QAL
SE HMEES MMsteH
HIZ SHEE|= "AlQlL|Ct,

HE S0 A LEMEN|M 23|

PHECHY 7hEs 2 M R.
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@ | Methods |

A 2142 TransformE WEHS=E Y& HMEES ME5t this 7[fIEE AHESHA ELICH

/7 GlAL: =HE HME "ol
public static class TransformExtensions

{
public static void ResetTransformation(this Transform transform)
{
transform.position=Vector3.zero;
transform.localRotation =Quaternion.identity;
transform.localScale =Vector3.one;
}
}

O3 O S i HIMES AH2otD A2 1 ResetTransformation HIMES S EELICE.
ResetOnStart 22lA=Start &5 dX| ERMAZEN M HAMEE SETILICE

/7 GlIAl: & HME
public class ResetOnStart : MonoBehaviour

{
void Start()
{
transform.ResetTransformation();
}
}

Mo 23t SHOE HA ZejAo M 2E HMEE HoBILICH O|E E0 EMAE & O
TransformExtensions, Vector3s ZH&H2 Vector3Extensions 22 SaA S MMEE 4 QI&LICE

tot

t& Ol M E+= Monobehaviourg O MdsHX| gf1E L0 8% REZ|EIE
FaE M ES AIY JHE ™ol 718t Unity Learn: Extension MethodsE &108HM| Q.

]

ot

O

RY(Don’t repeat yourself) & %

Zo| T2 Mo A HC| HEQ} H|0|2 EOtA = DRY(Don’t repeat yourself) f28 1oHHiELICEH
Egllof AIX|L|ofHolM 2|Xt=]= o] BAH2 T2 T HO|A &5 E= HtE 222 mstatn ZARLICE

[H of

47 5HH O S Zdnt || 22| HIES £ £+ USLICHL HHY MY dXg MEH SeHALLHMEE
mjOjct 2 gl= otot ELICE DRY ZE2J 0N = =28 HIOE MHSHH

L—- - HA

y5t 2
f Ot 2E R0IM SEHEILICH
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DRY2| gtch 21%12 WET(‘We enjoy typing’ = ‘Write everything twice’) 2ILICt 2E0f| 2L L3 HH=0|
U= Z22iY2 WETOH sHERfLICE

z
=]

ParticleSystem(explosionA, explosionB) % AudioClip(soundA, soundB)0| & d
ParticleSystem0OtC} XtA| S x5l OF Sh=0| Ol:= CtSat &2 ZIthot HHO 2 Adie 4= UGLIC

// OlAl : WET(WRITE EVERYTHING TWICE)

private void PlayExplosionA(Vector3 hitPosition)

{
explosionA.transform.position=hitPosition;
explosionA.Stop();
explosionA.Play();
AudioSource.PlayClipAtPoint(soundA, hitPosition);
}
private void PlayExplosionB(Vector3 hitPosition)
{
explosionB.transform.position=hitPosition;
explosionB.Stop();
explosionB.Play();
AudioSource.PlayClipAtPoint(soundB, hitPosition);
}

o{7|M 2zt HIME£ Vector3 91X 2 AL26}0] ParticleSystemS MM IX| 2 o|STtLICE (0]0] X{AHE| D
A= F2)TE|ES STt A|Z20|MS T HeLICt J2{H AudioSource?| A PlayClipAtPoint
HAMETL St AKX ST THE MHTL|C

SHHMEE OHE HMEES HeEtM 20 G0 ofZto] IAEES Aot HEYLICH oA otH FES
Aoty o wioict S5 20| ZE MZ2 HAMEES 2HS0{0f gLict.

O Al CH23t 20| StLte| PlayFXWithSound HIMEZR 2|HE{ZISL|C},
// O|Al: 2| HE{=IEl DRY H{H

private void PlayFXWithSound(ParticleSystem particle, AudioClip clip,
Vector3 hitPosition)

{
particle.transform.position =hitPosition;
particle.Stop();
particle.Play();
AudioSource.PlayClipAtPoint(clip, hitPosition);
}
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@ | Methods |

O|=A| 5™ ParticleSystemt AudioClip0| F7IEl 22 STt HMEE ArESH0] T A| Xle
UAELICH

b|

=~

DRY

mjo

Slstelx| $NE IS A 4 YALICHL T F23 2 2HS SRS o= LIk

[0

hy

2 ot ot= BR

07| M 4 7152 PlayFXWithSound HIMER FEHELI
HES OtL|2} StLte| HIAE0M HBSHH

ct
PlayExplosionA %! PlayExplosionB ZZ0|M HASH= 20
siL|ct
= .
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= SEot BT 280| 2R0tCH
0| OFL|Z.
| StRA, AIEQ|O] OFF[HIE & XX}
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SfL|Ct. ZHIZ 08l =|X|
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@ | Comments |

—  mus 0|20| SojE SaH2

re
4>
7
rr
=
=
In
rr
M
1z
= jo
u ™
—
r=
[
L
n
Al
In
i
o>
)
o
E
ok
4>
30
rr

/7 BHO| & Che

Transform targetToShoot;

23 FAS IC Fo| 0| ofL|2} ol E0j| BHX|LICE R 2o F2, =Y S s 2
FM3 B E0 ZHY5tMlR
— R ES &M o|F SAI(//) FM EfAE ALSYLICL AZ R20| 22 =42
A fAX|of FAS FH

45t7|Hit=, 4E0| Bt I Hiz Hoil A2 BiXIstAR. TE2t 7HH2
A
o

xS
Mojsts 8T 252 o g2 9EY

[Tooltip(“The amount of side-to-side friction.”)]
public float Grip;

Movement Settings
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@ | Comments |

—  public HIME EE= B4 o0l @2 XML Ef = A8 £ AEL|CE Visual Studiod| A= o= JHX]
Ut XML AERY =A0f| CHl IntelliSenseE M3 EfLICE

/7 oIAl
// Ch22 E5HA M8E[= FAYULICE.
/728t 2R SF, M2 YAS dEY M AESHMR.

// summary XML E§TE AMEsHE ElL|C.

//

/// <summary>

/11 27| A ARIS HO{RLCH( AL, THEA, HO|X| =7]| &) .
/// </summary>

public void Fire()

{
}
— FMEIIS(//)2% T HAE Aolofl 17| S AeLCE
— ¥R DX ARE FIHELICL TS 2fo|MA EE KA HE MY HEBLIC sR|2 H e
HHIS RO ety Rt A HE HEE 2 4 9l o2 HOIXES YISHL.

A

o
—  FMoj AEIIS RIFBILICL FHS ATE DO QXSGR (0l: 2 FHS 2R AlFtSHf
ORIER ZU)). oM BE BE L F2sfiop

)]
o
[>
m
ne
N
=)
In
=2
o
d
ot
[T

—  FM FoA0| EEL Ex EXIE EZUE SES YHSHK| RSLICL 7t=40| O{X|H 2E}
=2x

TODOO|| 0|51t EMME F7HotH MY AT E Hit 2| 5tn AHAE YEE 2 = ASLIC

2|0 WMo 2 MASINR. ZE0| HZl TODOS| Y420l 51 Ho|2tH Zif Arge 20| gls
GLICE YAGNIZ 7|5tA| Q. 8O0k 2 A 0| £|7] T7HX|:= TODO FA S AH[s FM K.

— XN ZYoix| tSLICh FA2 JHE XIS 2Ieh WO| OFELICH M22 SHAE AIXE o
DE LHEE FH0| 7|15 U= SSLICHL AA #E2|E HES| ALEstH 0|23 20| LXK

&Lt

—  7IH9XE BAISH] &L IE} // added by devA (EE= devB)2t Z0| ZH4%t 0| ES F71e
2RIt AELICE O3 U2 LA 22| A|A”O| X2 FHLC
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C|E{20] B{1S Tt I o|ate,
o2 B2 IS Al BFEORtD B 4

o|x& 2 W. Hlo| A ER}, HRE

KIS C# ZE AEIJS
AeoflMe Y 7AE M3
USS(Unity AEtY A E)E #

|

gL UIE2S A8E ds
2[5O 5t7| 2ol BE LAS 7‘*5

Ct.

=2 ACE AT A QAL

UXMLE| A|ZtH QA9 AEIA AIE
FHESHLICEH BEM2 Ul £3] B9

PNV
HiZo| & CSS &

24| BEM4
BEM2 Ct3at

0|52 EH 3l

49 7|5, AH8EIE X, FE UE
75*8%4% 7| z

oz M| 7HX| £ HEXZHEE A8

block-name__element-name--modifier-name
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FHMoE HAIEQYELICE O|H| UI gi% AME
==bN

£oi o8

Zstol M7xt

1 UXML 3! CSSE &Y
A2 BHO] A|ZHE @ A0}

=
£ 4+ A0 W ItEY

ot
EAE MEXE
=

=

BEM(Block Element Modifier) ¥ 7
I E| A E o kol M d2| AFSEILICE

=2 17

K400 AE eh=of of
gLt

3=

AELICE.
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@ | Ul Toolkit naming conventions |

OlAIE S0 ERELICE
navbar-menu__shop-button--small

2t 0|5 —‘?'——E—% 2tEl EXL XL CHAl 7|22 EE = AELICHL 24 0|F RE2 05 EE__E=015

£2 0|Z(block-name)2 2{|0|0tR20| A E=S38}A| ?%Elf ERPtUI AZEHEQI B o =Lt FHEIH
AEHD 22 N4Z HTHES LIEPHLICH EXE S5 MEOE MEE|X| s AN ol HE2 HAISH|
otot ElL|CHO: button--small)

element-name 4= SE2| 59| RA0|7{Lt YRO|2E, 0|4 ST EF1 HAREOf JASLICH. CHA
UstH, @aE= 25 20| EX Sln SEof et aizto| MeHELICE. oAl0llA shop-button 2| 0|
AE}°'° HM™ navbar-menu E80| £5h= CHE HEL CIE AS & = J}SLICH(O : navbar-menu__
shop-button?| shop-button ).

Sk A
= T
22(
==

i
fln
re

M 2A7F MMXIO|AM St RAE CIAEASGISICHH 5t A0 2E SaAE StstL|Ct, of
my-block__first-child, my-block__other-child®t Z0| X|&gL|C},

OX|Ze =, oFgXt= 28 = 249 HiZ|0f|0]d E= HEHE LIEFALICH HE0| 52l FR, HAE X}

SH20| MEHE|0] ZE BA|E A, EEE Fo| Ol A|X{Z shop HHES| 3717t &2(small) HH2|AEY 4 A&LICE
O] HAIS AESHH TEE SH|SHA| e CHFSH AlLE2| 20 A CHSY £ UASLICH

ofzHollM % 7tX| BEM BE OAIE AEAN Q.

— menu__home-button
— menu__shop-button

— navbar-menu__shop-button--small

BEM 222 0|F2 0| XtH|0] HEE Zetsty| mZ0]| JHWUXIS0| AEHES| 22t S g & metg
I IOIZ2NES| BRI AT HESH S LXE HIEIOZ AEIUS 22|85t YH|0|ESH= O =20 EL|C}.

Ol AIAOLE CSS 0| 31 A= AL 2 [¢i(Kebab case)O2FDE 4 ol 72 YAl
AFSBILICE, QLIEIS| CHE &gt JHo|E2tola DFTIXI2, B JHE Matet B KA|S ALgote], Z2HE

A700f Mot MAS 0|T01| LRE|A RX|BCHE FEE 7HA0F gLICt

O ZMetUI =2l 7|= XF=20lIM CSS B &lof| 23l XtMIS| Lot M K.
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@ | Ul Toolkit naming conventions |

ChE2 2atXel 8 A2 2Ist R 7HX| 710l =2t LT,

© 2025 Unity Technologies

SD5HX| g0 BOMHAM Fetdt 0|52 XML, diE 247FUIOAM 2= S g
M= ZHESIHME FHXQ O|F S AFESHOF L Lt

mjo

BEM MEHX}o]| &4 0|Z(Button, Label) == 24 0|5 (#my-button)S AH2SHX| OHM| 2.
O otH =51 =22 WX 5 JAELICE BEM 0|E2 HAlo| ol detut MEfE
LtEFLHOF BfL|CE.

HHE 4 QI 0]S/4-4l01 TJSHHIL. OIS SOf Zaf 77t obsl SHHE|X ok At

‘button-red’ 2Lt ‘button-quit’o| HIZHRIFLICH H3 49| 0|5 CHAl 20| Z4i2| 0|ES

ArE5HH, AELYU M|IF Atet0] HFE|H2E O|F2 A% 2|0]0f %A FXIF LT

F A S Ul 22 QE{Ho| Aot 2E AZ2HO|E Sl HIAK S OIE O M2 2 H3IN K.
i EQP ofl Al OIEE LEE|A X|YStH Fatot 2AE LEP 4= 0 T2HES TS}

rir

[

S O L2 HAIE |XIE = AELICH

RAE OE ZZHE|M AFSSICHH 7| E AFZX} 22 A 0|F SS5HX| R=F 2220
X

MEAE FIISHMIL. HIJATO[ALL MEALE FIt6HH CHE T2 HE EE= 2to|E2{2(2t
s =2 I/  JASLICH

24 QIAEHA 2 USS SHAE FI15t2{H MM X0 A AddToClassList()E AHESHMIR.

Ol HMEE AtE8tH QAT QIAEASIE = A|™0]| ZR$t SajAT} 22710 HAETH AELJO|
I-IQ.E'_TI_ Ul iE()”kl OEI'I;A‘I‘Il. EﬁSI'JHO| %xlEILlEl—

=l

53 of 64 | unity.com


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

Of OtEfLCt, B AHOlM RISt IESH= 7Helel o =&l 20| 2t

A2l 2 =X

LICt otF 2| o] =otrt o ASE I == YASHY| OFOo[L|

m>

0| ZtofLKof LTt

T =7 E Z0FStX| T 2 BEOM = ol LCt 22 A9
YR 0|S0| 2LHLICE XAE LIB2 TE M4 S HISHM Q.
HE Q4E KF5tH SH X|LHE AX|L|of>o] TYeL|Tt 12

7{Ctet ZefAE JHEl "Xt LEHE (God object)Zt 3 G| LTt
O XA B2esto] Zt 220f| Moicte Mels Hojsth .

#37 ShLt (20 of2 £ £H3H0F st Lol gl0{oF BILICE 0/ F Er Ay
x| ChA] SHOISHHIR.
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| Common pitfalls |

E|OFM: AJASHEH b

—

oY

At

00k
fjo

SSY:CHE HHAENM A 4 A= =S ZHYSts F2 7t BE AYLICH CHE 2o
HiZSHE O B2 S4540| 2RSICHHE 229 25 WAlS Z2[g|Tt
SR IL:IEE HEt 20 G2 A0l =0l ECHH 2{HE{>ISHof FLICE MY XS KA g

FESI CHE g0l S ZESHMR. SAISIH 20 @2 T=E HE AFZ0o| 2 wiotch of2
UKo 2ZS UC|0|EBHOF 5t7| W20l 2t2|5t7|7F - SLICE REMISH LI&2 DRY A MM S

HEYOLI ZE @47t 2SS HELH 0|= 2H7t A= 27t BELT
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M
|
E

D222 H=24 A YO| OFL|CY.
S= ZZ {0 AH| Ze{ =Lt oA
&0l E= A2 gL

- & 7tY id Software 25 &&IXt

2 7t0| =9 HAlof chigt 2747} felstily| S HHELICE

A
=

o710l MAIE! 7|'HE A=l pX|HCt= YA S8 2O,
E3| AAZ BB} OF BH|C}.

XM ZH0| =0l M et AKX Unity 7HE XIS ?loh Cif AEHY AE
EUFHOZ AESHM Q. M=dh= LAlof w2t Bt iz FHSH0
StLtel &0 golst O 20| E4=3t= A Y LIC.

£ XREA SAH 7|2
HEotMR. 7t et

EfY &S I—*.ﬂﬁf CH2 LHF0] AA|YR0| 7tS3tE S
FMSHMI 2. FEAIZE HHEXOZ MEHSHA ELICHL 2+
ﬁammﬁnzu
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Q | Conclusion |

HAZO|D 75N =
AEO0|A C|XQl IHE] 8! SOLID fxloz AL AZI 40|

Unity of| 4l

tehe
HXpHap e HE T2 HES ol AR,

r|0
fuju
i)
kU
n
£
o
|>
i
bal
%
of
Ir
i
E
=2
n e
rot
i
62
ro
]
>
|>
N
1=}
x9)
oI-

&0 Xt=

O] 7l0|=0l= HARFYM AFBE[= R 7HX| HIAE Z2HE|A T} 2EE|0 JAELICH XAt L2 0] 22
HE AEFY 7HO|EQI Microsoft 2| 2|2 CIAtel X &g & nstM K.

= =

S2 3o oot o|o] ZEXOZ LR A= o2 MHE S B2 LHES 5T + ASLICL
22 I=E O ZHA of8hstd HLHHE ChE MM S Hao HA|7| HHghL| T,

22 D= XY AT EQ o Zol Hl =HE C. O+El, 2008. Prentice Hall. ISBN 978-0132350884.

AgFol T2 e, 205 7|'E 8t O|O|H|E EOtA S HER H1E 2019, Addison Wesley, ISBN
978-0135957059.

2 MEHZ: IE X E HAXMQE 7SI F2Ql 2| {5, H2E, A E ¢ 5l OtEl 022
2018. Addison-Wesley. ISBN 978-0-134-75759-9.

HAE =& 44 A 1T, ZE 8/ 2002. Addison-Wesley. ISBN 978-0321146533.
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U2 AOIEX| & = JE. TEE HO FA Q.
-2 A ERER |inux & Git ZFA|XE

Sl2 MonoBehaviour2t 22 M C# ItU S M HSIHLE Unityoll M A3 EEE 2
: Assets > Create > C# Script) At E[= O[2| &l ZE AL[HQIL|CE

AEHY J10|=9| 22 X CHH IEH|0|A0M 7t =2tels YA
=

£0[7| floh A3 E HEE UFLIC.
S I 2 otz Z=0A =tel

Windows:
C:\Program Files\Unity\Hub\Editor\[UnityVersion]\Editor\Data\Resources\ScriptTemplates

Mac:
/Applications/Unity/Hub/Editor/[UnityVersion]/Unity.app/Contents/Resources/ScriptTemplates
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@ | Appendix: Script templates |

mac0Se| 2% Unity.app I7[X|2] 2HXE H0| Resources ¢ CIMER|E HEA|RLICH

O] 32 otofl Lt 22 7|2 ’EEI0| AFLICE

rlo

1-Scripting__MonoBehaviour Script-NewMonoBehaviourScript.cs.txt

2-Scripting__ScriptableObject Script-NewScriptableObjectScript.cs.txt

4 ScriptTemplates

# Contents B _CodeSignature

[7] bee_backend

# BugReporter

M CGincludes

B Documentation

B DotMetSdkRoslyn
Frameworks
il2cpp
Info.plist
MacOS
Managed
MonoBleedingEdge
NetCoreRuntime
NetStandard
Pkginfo
PlaybackEngines
PluginAPI
Resources
Tools

Create M| 2| ZZH E (Project) &0jA A3

A8

© 2025 Unity Technologies

B MinusArrow.png
B modules.asset
B Mono-gorilla..a.100px.png
Mono.tif
B MoveArrow.png
® OpenCL
OpenRL
OrbitView.png

-
-]
W OverlayPresets
[ ]

package_manager_TPN.txt
W PackageManager
H PanView.png
B PlusArrow.png
B Progress.nib
B RegressionRigwlit
B ResizeHorizontal.png
ResizeUpLeft.png
ResizeUpRight.png
H ResizeVertical.png

OIMES AHZ 2HS miotLt of

B 1-Scripting_...rSeript.cs.txt
B 1-Scripting_...haviour.cs.txt
B 1-Shader__S...er.shader.txt
B 2-Scripting_...eAsset.cs.txt
B 2-Scripting_...tScript.cs.txt
B 2-Shader__...der.shader.txt
B 3-Scripting_...Script.cs.txt
B 3-Scripting_...tScript.cs.txt
B 3-Shader__|...er.shader.txt
B 4-Shader__...r.compute.txt
B 5-Shader__...er.raytrace.txt
B 6-Scripting_...rScript.cs.txt
B 6-Scripting_...rScript.cs.txt
B 20-Scripting...ly.asmdef.txt
B 21-Scripting...ly.asmdef.txt
B 22-Scripting...ly.asmdef txt
B 23-Scripting...ce.asmref.txt
B 103-Scene_...ipeline.cs.txt

5 & otLtot
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P

| Appendix: Script templates |

HIAE Of|C|E{E AFSI0] 1-Scripting__MonoBehaviour Script-NewMonoBehaviourScript.cs.txt

_H==

oS W OEa 22 WWEOo| EAIELIC

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class #SCRIPTNAME# : MonoBehaviour

{
/7 B I [

|
void Start()
{

YUHO|E Mol Start7t @& E

#NOTRIM#
¥

// ZOICt UpdateZt 3t H S E&
void Update()

{
#NOTRIM#

}

ChE 7|9 EE HUSHMIR.

—  #SCRIPTNAME#: A ZE0f X|F3t 0| ERILICL 0| &2 HAEDIO|XSHX| §t2
NewBehaviourScript 22 7|2 0[S0| AtZElL|C},

—  #NOTRIM#: SE= At0|0]| 3 o £0| ZTote| =5 BfL|Ct.

=718t HLE 7|2 Update HIMES
[L]

= [=1 —_= AN %
A °'§LIEL é!gi'% oA AFEEE M B 5H—f% d8e miojtt I=E =7t = HAHSHA

CHAI(-) EXt7t CHE2t 20| 0|2 MZ CHE R22 = YLICH

—  PriorityNumber= Create H 70l M 23 EEJ EAE= &MO|H Xt 2248 U&7 H
=&

—  MenuPathOi| M= Create 0|70l IHA0| EAE|= A4S HAE{OO| =S £ JAFLICEL 0|5 EE

()2 7tH|n2|E 4y = ASLICH

Ol€ &0 ‘CustomScript__Misc__ScriptableObject’E S3ll Create > CustomScript > Misc
Hl% of2iofl i+ &= ScriptableObject7t A ElL|C}.

© 2025 Unity Technologies
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P

| Appendix: Script templates |

E=Es

3

|40l 20{=|= 7|2 O|S|LIC.

I'I0

—  DefaultName2 0|22 X|HSX| ot

—  FileExtension2 0j|Al 0|0 75| = mpd SHEXIRILICE
test 2 AR E BHIZE10]| = FileExtensionOll =74 txt7F QL&LICEH

ASZE YB212 57 Unity Z2HE0| MBelais 39 T2HEO| Assets HH2 Of2H0i| FiA

ScriptTemplates EHE S50 201 F&LICH/Assets/ScriptTemplates). #dt= 3¢ HY S
Mok ZARSHE ElL|Ct

JH O M A3EE HESS Y857 L 2 AT E HE3ES Adts U= +HYL L HEGK
poE= Z2 Z2HME|M AT E IS ARIELICH AL = TR SALSH = LI
OHE2|AH(0|M 2|A20M #E2 ATEE HESS BT =X |E 7120{0F LICt siE HH2|
UnityE AM83%t= ZE Z2MEN FgS 7| 2Lt

A3 E BES FHAEDIO[Ho)| chet XiAet LIE2 X ZME HUsHH L. HRE Z2HENM A3 EE
HEIQ H IIX| =7} oA = =HQISHMIR.
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= Aptlo] EHelo| Xt BHE el MW gt £
0 I CHE S LICE.

o &
ORI oN

4 O
i
ir
.
k=l

ey E2E A

RtSshe E|A
o i) AmEdolE
ahS 7| Hofl BAE Ho|A

ATEQN JHL2 XtSSHEl ZE EHAE T2 N
M5t H|AE HO|AE LIS MZHst= Aot
MZE A ASLICE
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| Appendix: Testing and debugging

[t S ZIE #o| HIAE T Jjao| MAIE 7|2 Heluich,

1. B B9 BIAE #7): hZ 2|30l M0| FTtetels MEZL 15 SHLIS MHste, Ho|Lt ALSRHEUIA
L8HoF Bh EHRI2 FAIBLIC

2. HAE A% 22 7152 IR U0 THK YACDE HAES MIHELIC 0| 30 HAE
Aol REHE AEY £ ABLICH FA S3E 4 gl 20| T2 YLt

3. MESHAES ENeHs Jhd Ha% 3C XM ML H9l HAES SNy ¥EE 2N
AEYBILICE O] Aol $IEA| 22 DS WU YALIC B9 HIAES S04 0t Ik
HASHR| 2 PELF S DYE 0HE UM SS ALSHET HLiTt,

4. DEEIAE S 2ol oH ASIE HAE DS HBBLICL O|FO| TP HAEL DE S
HYULICHL MEL TS MZ2 HAE 27 AT O/H 27 S 35 SEELIC

HIAET} SoHg W7kx| M 2

5. 2ME{Y:CHA| S0Pt MEZ2 TES HEBMLICH DS B20| ARt JH0|S2 EHHEX| Helstct
=2/H02 TNEEE ACS O|SHLICL QAR 2eHAS HAES St BSLICL 52 2ES
Aot AExte] OS2 HHSI FAQ| WRHS HASBILICE KLIXIA 2 BIMELE 2227t
Qo8 BB
2lHE{0| B WOlCH AHSEHE HAE BS2 AWBLICH

ubs: 22 7152

ZEJre miotch of Z2AA

PSPPIl

EHA Ofl M ]

O|RO{TLICE AA ZH2[0|M HAUS Xt -EILICH CIHZ Al Bl BIAEDICE A2 M| 2EE
AArSt7| 2t SHH EL|CE O A| St Xt Helot ThasiELICH CHE 2 Yol AmsHH oM
HOlo = EUMSI0] THA| A|ZFRILIC,
XS7MK e S EYUSLICE O] YHES AESH0] 2TEQYE EsHH AN O = KISS HES
= ELCt, ot #Hojl stk 7|=2 It 2 S TISHHM HIAESHA R, E|AEDICE RED]
2|HE{sto] ZE FE|E FIIHo = TIAsIA Q.
ez 22l A= L ORNIIX[Z TDDE H71Hel 71 20| HRIX|U HI[H2E= || 2E(2t
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Unity Test Framework

O|F0f| Unity HIAE 2{iH2t0 EXE
Y3 E MSYLICE UTF= .NET A0 E

Unity Test Frameworke Of|C|E{(ME BE &£
iOS)0flM Tl HIAES 3T 2 QUELICH
=Z0| & AHYLc
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= UTF(Unity Test Framework)E Unity ZH2XHS

ISt BE HAE

Pt QE A2 EHIAE 20|E2{2[QI NUnitE3 AFEELIC.

L= EY0] RE ALE)t EF2I S F(0f: AHELZE, Android,
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Appendix: Script templates | Appendix: Testing and debugging

Unity Test Framework?| L&l I E2 = Ct31F Z&LCt

—  TestAssembly2t= MER HAE 238 MYLICL HAE 2{4 Uls 0| ZEMNAE the2tstH
T=HE EHE HoetLct

= Sood

—  HAEES WYSLCh HAE 2 UIE Aol Hel HIAEZ Y82 CH ATRUES O &A 222 =+

ocoHd

AELICE Test Assembly EC{E MEHSI D Assets > Create > Testing > C# Test Script2 0| SELICL,

0| ATYES WD HAE 2ES AR

— HIAEE MWSLICL BHIAE 2{{ UIS AME0I0] B E el BHIAE = MEHE SHLIQ| HHe| HIAES
HABILICE JetBrains RiderE AF83H0 AT EE Of|C|E{0|M UTFE HiZ 2Ag & AELICH

—  OIC|E|L} AEHEHZOR Zijjo] RE HAEE FIIEILICEL 7|2 Test Assembly= HE ZEO|A
ESELICH HEFY Al £He| HIAES fHsI2{H Z2|0| ZEOM B o 22| S MM

Tod

ARHEHRE UCE SAUSHA| Y LLICHOICIE Off EAIE[= HIAE Zap 28,

===

) Kew Unity Project = 1 *

OICIE] LHOIIM 2ARHERE LEO| ZutE HAISH= Test Framework.

UTFOfl CHEH Of B2 FESL Unity ZEXES| UUHQI HAE Sl C|HZ B AHEH OIS 2|AAE
HustMa.
—  Unity Test Framework OF0| 22 AL0| E

—  Unity Test Framework2 | 0]l Ciet AtSStHE HIAES MsH= U

—  UnityZZHEE 9ot HAE S EF 2 E
—  Microsoft Visual Studio CodeZ C|HZ &&E SFA

—  Microsoft Visual Studio 20222 ZEZE C|HZAsH= i
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