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C#?27?27?77?7? vs MonoBehaviour

ITITTITITIOIT C#[I1D Unity[T] MonoBehaviour
LLLTTTTITTITaTIITd
1. 00 C#I0  UnitydITITIITIIIIT GameObject[ITITIIIIT]
MonoBehaviour [TTT1T]
2. 111 C#OIIn new [TTTTTTITTTITITIITITI MonoBehaviour
LLITTTTITTITaITd
0 C#I0 MonoBehaviour
O C# 11 Unity [T Unity DT Unity[ITIT111
[0 : MonoBehaviour [TTTTT] [0 : MonoBehaviour [T1T]
class Player class Enemy : MonoBehaviour
{ {
// 00000000000 // 00000000000
} }
new [TTTTTTTTTITITITITT] new [IT1T]
// 0000000000000p 10000000000 Enemy e = new Enemy(); // 00000000

Player pl = new Player();



IO C#[IO MonoBehaviour

Unity] GameObjectTTTT1T Unity[] GameObjectTTTT1T

i L amy (Script)
Can't add script n Enemy (Script)

Can't add script behaviour Flayer'. The script needs to
derive from MonoBehaviour!

o)

P77?7?°77

[T T I ITIITITTd GameObjectTTTTTIIIIIT
MonoBehaviour [TTTTTITITIIIITIIIIIT GameObject
NERRRRRRRRRRRNNNNNNRRRRRRRRRRRRREEEY MonoBehaviour
(IIIITT]

(TITTITTITITTITTIT] C#
[ERNRNRNRNRNRNERERNRNRNRNRNRRRRERED C#
HINRRRNNNNRRANNNNRREND C# [T

P70P?70707

(T T T T T T T T IO
(1 private [TTTTIT]

O public [TTTTTT] public
AINRRANNNNRRANNNNNRREEN

MonoBehaviour [T1T] Unity T T T OO

private [(JTTITITI] [SerializeField] ITTITITIITIT
o [TITTT] 0O UnityITITITHTITIIT] InspectorTTTTTITTITIT
(I

NG g
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(LITTITIT] Unity
(LT T T T T

class Car : MonoBehaviour

{
0// 00000UnityO0000000COpublicOOOn
public int Speed;

o [TITTI HENRRRRNRRNRRERE
ANNNRNRNRRNNNED

NG

publicOTTTTTIT] Player
ENNNRRRRRNNNNRRRRNNRNRRRRNEN]
(0 publicIITIT

class Player
{
0// 0000000000

public int Money;

private [IT] [SerializeField] [IIITITT]

class Car : MonoBehaviour
{
0// Unity[OInspector(000000000000
// 0000000000000
[SerializeField]

private int speed;

T private
(ITITIIT

class Player
{
0// privategdgood

private int money;

0// 00000000000000000000
public int GetMoney ()
{
return money;
}

T T IT T

class Player
{
(0// MoneyIOOOOOCOOO
//09et00000000000
//0set000000000000

public int Money { get; private set; }



o [TITTI HINRRRNNNNRRRNEND
[LTITTITTIT]

NG






T public[ITIT]

class PlayerHP : MonoBehaviour

{
// 00000Unity00000000000
[SerializeField]
private int maxHP;

00// O0000000OOOO00000COOO0O0O

public int nowHP;

}

EERNRRRRRRNNNNNNNNNNNNNNNNNNN
0
I maxHP [] 120 [TIIIT

111 nowHP [ 50 [IT1

(IO +10001]

11 nowHP + 100 = 150

IO

00 80 O nowHP - 80 = -
I

T

private

[HRNRNRNRNNRNRNRN
class PlayerHP : MonoBehaviour
{
// 00000Unity00000000000
[SerializeField]
private int maxHP;
0// 0000000
private int nowHP;
// 000000
public int GetHP()
{
return nowHP;
}
// 000000
public int SetHP(int value)
{
// 00000000
// Mathf.Min [0 200000000000
nowHP = Mathf.Min(value, maxHP);
// Mathf.Max [J 200000000000
nowHP = Mathf.Max(value, 0);
}
}
11 SetHPITIIIIO 0 [J maxHP
I
[ERRRRRRRRRRRRRRRRRRRRRRRRRED
m
class PlayerHP : MonoBehaviour

{
// 00000UnityO0O000000000

[SerializeField]

private int maxHP;

0// 000000000

private int nowHP;
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(LTI TITTTIT]

o TIITTTIITIITITIIIITI Item ]
o UL
o [ITTITITIITITIT
o [T

Item coin = new Item();
coin.Name = "[JOO0";

coin.Count = 20;

N

// 000000000000

class Item
{
// 0000000000

private string name;

// 00000000000

private int count;

// 000000000
public string Name {
get { return name }

set { name = value; }

// 0000000000
public string Count {

get { return count }

// 10000000000O000000en0000
set { name = Mathf.Max(0, count); }




o [TITTTITIT] Inventory [TTTTTTTTIITIT] Inventory []
o (IITTTITITTITITIITITTIT] [TTTTTT 1
o 1]

Inventory inv = new Inventory();

inv.Add(coin); // 0O0000O000OC
inv.Print(); // Debug. Log00000000000000260

i

// 000000000
class Inventory
{

// 00000000

private List<Item> items = new List<Item>();

// 000000
public void Add(Item item)

{
items.Add(item);

// 000000
public void Print()

{

foreach(Item i in items)

{
Debug.Log($"{i.Name} : {i.Count}");

o [ITITTITTITITTITIIN RunTest []
o I  20TIIITITITIIIT
o T
o [ITITITTITTITITIINT]
o [ITITIITITN



https://class.illogic.games/books/c/page/0353a#bkmrk-%E8%87%AA%E7%94%B1%E3%81%AB%E4%BC%B8%E3%81%B3%E3%82%8B%E9%85%8D%E5%88%97-%3A-list

i

// 000000000

class RunTest : MonoBehaviour

void Start()

{
{
}
}
Revision #2

Item coin

new Item();
“0oo";

coin.Count = 20;

coin.Name

Item potion = new Item();
potion.Name = "[O000";

potion.Count = 2;

Item knife = new Item();
knife.Name = "[OO0";

knife.Count = 1;

Inventory inv = new Inventory();
inv.Add(coin);

inv.Add(potion);

inv.Add(knife);

inv.Print();
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