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e Lua Based: uLuaZs
e Java Based (Android Only)
e CH# Based
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UwaTest.cs: 8e11ef1010cb643fa9473476ebb280ed

public class UwaTest : MonoBehaviouf {

public int temperature;
public bool isHot;

// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {

}




T PR A AR ZE € 745

—— 'u!114 &11438854

MonoBehaviour:
m_ObjectHideFlags: 1
m_PrefabParentObject: {fileID: 0}
m_PrefabInternal: {fileID: 100100000}
m_GameObject: {fileID: 149300}
m_Enabled: 1
m_EditorHideFlags: 0
m_Script: {fileID: 11500000, guid: 8ellefl1010cb643fa9473476ebb280ed, type: 3}
m_Name:
m_EditorClassIdentifier:
temperature: 40
isHot: 1
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public interface PlayerInterface {
void Update();
¥
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public class PlayerData : MonoBehaviour {
public string playerName = string.Empty;
public int playerLevel = 0;

void Awake() {
player = (PlayerInterface)LogicAssembly.instance.CreateInstance("Player", this);
if (player != null) {
player.Awake();

}

void Update() {
if (player != null) {
player.Update();

}

public PlayerInterface player {
get;
private set;

¥
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public class Player : PlayerInterface {
private PlayerData m_datas= null;

public Player(PlayerData data). {
m_data = data;
s

// Update is called oncCe per frame
public void Update()Aq

// Update
I3
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e Mono: Public, SerializeField

o CHIMFHIAL: [System.Serializable]
e Scriptable
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public class UwaTest : MoneBehaviour {

public int temperature;
public bool isHot;
private int pm25

void LogicFunction() {
// logic code
s
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public class UwaTestData : MonoBehaviour public class UwaTest : MonoBehaviour
{ {
public int temperature; | public int temperature;
public bool isHot; public bool isHot;
private int pm25;

void Awake () {
// AddComponent<UwaTest>(); void LogicFunction() {

¥ : // logic code
¥ b

void Awake() £
// copy field from UwaTestData
+
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[System.Serializable]
public class UwaSerializable

{

public int temperature;
public bool isHot;

public void LogicFunctions() {
// logic code
I3




A (57 )

[System.Serializable]
public class UwaSerializable

{

public int temperature;
public bool isHot;




A (57 )

public class UwaSerializableWrapper

{
public UwaSerializable DataHolder { private set; get; }
public UwaSerializableWrapper(UwaSerializable dataHolder) {
DataHolder = dataHolder;
¥
public void LogicFunctions() {
// logic code
¥
¥
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* Type.GetField().GetValue()
 Type.GetMethod().Invoke()
* Type.GetProperty().GetValue()
 Type.GetMember().GetValue()
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