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Unity 445 EIHA

Unity BTG

— TR, EARERrTEE.
Awake -> OnEnable -> Start +-> OnXXX -> Update +->
OnDisable -> OnDestroy

o Awake: GameObject #E#IsaLME /S ARSI, BF—
LAEEEERNMRL (LE%F).
(KE#AHEAARE, A Start ER.)
OnDjstrow MW HERHMRRITA (FMBIE, A&
..

@ OnEnable/OnDisable: $£3£7 GameObject _HBIZAER 1445
BER. ERNITA.

@ Start "Start is called before first frame update.”

mER Unity SBUTEARIAR “ 2 FHHANEFHEH.
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Unity 445 EIHA

Unity BTG

— " EEWEYR, REEHMTE.
Awake -> OnEnable -> Start +-> OnXXX -> Update +->
OnDisable -> OnDestroy
o Update: I—ERIRTEIEE (%) KEFARANIIEE, AL
BB TENYERS (%, £, 65, B8F4)
o OnXXX: EE{4fh&#1%l. a0 OnCollisionEnter,
OnMouseDown. AJLLIXFEIEfE: Unity ZEREIE A Update
Z I8, FAITEGEITRALE.

o Unity HI1TI F
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https://docs.unity3d.com/2017.3/Documentation/Manual/ExecutionOrder.html

SERERA

O s&EHA
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SERERA

EREIL: S Ak, EITMEED.
XA, —iai VI, —afREiEE.
‘EEEF—LSR

B pREXEE, HgEAEELRE LT TUHRE.

var thread = new Thread(new ThreadStart(Read));
/] B &R
thread.Start();
/] ER/FEBER
thread.Join();
void Read() {
// Do something
}
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JSON Hiissts

JSON ##E&3C

[
{
"name": "cxk",
"age" : 25
1},
{
"name": "Bob",
"age" : 30
}
]

o JSON HREREM, A [| RFMA, A TTUk.
o R ——GETEH, EATINRRANE Y, TIHE.
o JSON AINMHMEARLR: FHE. BT, HRHE



JSON Hiissts

Newtonsoft.JSON 42

JSON HIERIERL. FEAT-

T res = JsonConvert.Deserialize<T>(string) ;
string json = JsonConvert.Serialize<T>(object);

WREAE G ESCRIRIR, AT o ESGXFERISE.

public class NameCard {
public string name {get;set;}
public int age {get;set; }
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Q Unity TIEEE
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Unity I B &18

Unity 324244

FrES Unity 25Z B EEXEXRIARSY, ERRLIZAIAE Assets {4
KA
TR 1A Unity TERERERAR

Materials
Prefabs

Scenes

Scripts
Resources

Settings

%
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Unity I B &18

Unity In1 B 2244

—BRME, MK TIEIES, XHRRUFTR, MUEAH, AR
T E IR RIS R E A E SRR S E T S AT -

o ifEX EHE (GameController)

o LHREWM (KFINER)

o AEHE (£M. ME. THRSE)

ﬁ%ﬁf”:(ﬁiﬂﬁvﬁﬂﬁﬂ)

B (BFR AL —EH%R)
OﬁFﬁA” (dR@Aa. JS mrumEn)
o MR Fin (FIE. ZA) ImimRSFEFRTIREE
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Unity FF%& SEh%

SEAEER IS, %1t GameController, A5 B E N{AH LA SME
R B E R
BIEEMNZBIL T — N HAHFIHER.

o MR E: IEHIEMER, Bi5E.

o ML IELE: WAEB—F TFAHAL.

o B AXRNMAMNLEERE. TX.

o AAPMING: REWMEHANM, HEWMRA WebGL R,

FE [ WebGL By JS PR MO,
o MLEE Fif: MERXE, X|MTTFHAEBE.
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Unity FF%& SEh%

piiBSAUE L L
HIP—EE, BERNATFAA. HEEFER
g-ﬁ‘ﬂ?ﬁﬂﬂ@%@i&%ﬁ&iﬂ&. PAIEIRMAINETIEE, SCHLE
—HmE, RETIED:

o MEFE RN,

o BIEBIK—XRRZE.
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Eigs. Y. At BASELR.

XN ROTME, MRTFRBHMRELNR, BME— M 0K BYE
A ERRYEEIR (130 Tilemap), PRISTERAL Instantiate
WF—ELBREFRHRTE, BEER. BIWEHMRATEE—
Lesss, B—NERE, TUBZAEHEE.

i, WMEBENEEFRNGESR, BHRESGHLWER, HBREE
B BT RS .
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F PRI\ B5 45

SRR MBEREREAX, TUHRAPRBES, REBMA
BRig, MM ABCRRERIR, 1, 2, 3 RTHPLER, BAR
MERHEE, BMEEXI M —MHRLER, RALHETEREFER
EREMRMF .

XARIZZI2 F L8 WebGL F & LR, MR AR RERE
MIREFEOIFE JS #R4rSEEl, MiERMHEOM IS HAEA, &
AT A2 BB H R OIR TSR 1B R AR -
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WFEZ AN, HWHEBSEMSIMIEREZE, BRI RE
IPC (Inter-process communication) BJHE2: .
—HE, HATATIUERER Socket(EHEF), MREIHBERLE;
H—FHE, AT AXEIE ILE 3R WebSocket FN/FimR(E.
HRET:

O Mgk, EILiERE.

QO IETEIEO.

O ZFIAA Write MIX A RIS

var ws = new ClientWebSocket();
await ws.ConnectAsync(new Uri("ws://" + uri),
Cancellation.None);
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MFEANEX, HAHESEMSIMIHERZE, BT RE
IPC (Inter-process communication) BJHE2: .

—FAE, EIMFATLERRA Socket(E#=F), MK FinEERE;
F—AHE, WA AXIEIEILE A WebSocket FAfFImIEBIE .

protected override async void Read() {
var buffer = new ArraySegment<byte>(new byte[8192]);
while (ws.State == WebSocketState.Open){
WebSocketReceiveResult result;
using (var ms = new MemoryStream()) {
do {
result = await ws.ReceiveAsync(buffer, ...);
ms.Write(buffer.Array, buffer.Offset, result.Count);
} while (!result.EndOfMessage); // ...}}}
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Q Unity TIEEE
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