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Enemy?2.cs* Enemyl.cs + X UlManager.cs PlayerActivity.cs PlayerProperty.cs

£ Assembly-CSharp d 013 Enemy1 ~ ©aFixedUpdate()
1 using UnityEngine;
2

Unity Script (1 asset reference) | 0 references
v public class Enemyl : MonoBehaviour

1
public float speed = 2f; // anuTvesdny
public int damage = 1; // @zuuunaziiuilon

private Transform playerTransform; // ifiu Reference wasiau




vold Start
{

GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
{

i playerTransform = player.transform;

}

else

{
Destroy(gameObject): // tlinediau lvaudasoon luian

}

W._—_—_—_—_—_—_—_—_—_—_—_—_




// Vi FixedUpdate Havirnufiu Rigidbody
9 Unity Message | 0 references

void FixedUpdate()

if (playerTransform == null)
1
i return;

¥

// \edeuidasdnmeian

// 14 Vector3.forward unu Vector3.left fdnsiineddmin uazdiaudu g
// dwmsudeinil sundndaaiadnavasdianiazafoud linmh (uan Z i)
transform.Translate(-1.0f*Vector3.forward * speed * Time.deltaTime);

// aFRROUMLNUN Z VA S ABUALELAL
// idasedvasdiaviar (Z deonuSevifduvesdian) Idviaudnes

if (transform.position.z <= playerTransform.position.z)

Destroy(gameObject);

{
}




// Wsnduasasaumsvunuy Physical Collision
9 Unity Message | 0 references
void OnCollisionEnter(Collision collision)

<

// asnseun Object Mswuid Tag 1 Player wida i
if (collision.gameObject.CompareTag("Player"))

<

PlayerActivity acts = collision.gameObject.GetComponent<PlayerActivity>();
acts.IncScore();

// nanedasidauu
Destroy(gameObject);

gl s = e e — = Ay

}
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Enemy2.cs + X Enemyl.cs UIManager.cs PlayerActivity.cs PlayerProperty.cs
£ Assembly-CSharp v algEnem}Q

1 using UnityEngine;

2

- ﬁ"ﬁ OnCollisionEnter(Collision collision)

Unity Script (1 asset reference) | 0 references
public class Enemy2 : MonoBehaviour

public float speed = 2f; // ayuusrwesdng
public int damage = -1; // ezuuunazaadoru

T e

private Transform playerTransform; // iiu Reference wadiiau




void Start()

GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
{

: playerTransform = player.transform;

¥

else

{
Destroy(gameObject); // flinediau lviaudngoon liag

}

{
}




// i FixedUpdate iflevivunu Rigidbody
© Unity Message | 0 references

void FixedUpdate()

if (playerTransform == null)
{
i return;

¥

// edeuddasdnmiian

// 14 Vector3.forward umu Vector3.left mdaufmedineii uazmiaudu e
// swmsudietil aundndasiataviasiiaunaziafond Wt (uau Z indu)
transform.Translate(-1.0f * Vector3.forward * speed * Time.deltaTime);

// QFROUINUN Z UNEn BABUAUNIAN
// indatedvasdiaundn (Z desnnuSewhduvesdian) Thaiudies

if (transform.position.z <= playerTransform.position.z)

Destroy(gameObject);

{
}




// Wanduansasaunsuuluy Physical Collision
) Unity Message | 0 references
void OnCollisionEnter(Collision collision)

<

// @s7aseui1 Object Mswuid Tag 1 Player w3a b
if (collision.gameObject.CompareTag("Player"))
{

<

PlayerActivity acts = collision.gameObject.GetComponent<PlayerActivity>();
acts.DecScore();

/] vompdaitonu
i Destroy(gameObject);
}

d - e e

}
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s=UU Collision wuudna
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WOoN¥uQAsIIdoUNISLU

OnCollisionEnter()
gniSen “Asousn” Ndanisusunulagdanunuznisniioiu
* MU 1 ASY 1o Collider vovdan 2 Bu ISUAUWANU

LT = -l

* LHUI=ENHSULKONISNUNADVNISTRINQ NUNNBU U aawavsda
lauowiwnaAidsv / Particleduoiusunissu




void OnCollisionEnter(Collision collision)

{

Debug.Log("5u2ufu: " + collision.gameObject.name);




OnCollisionStay()

QNISoN “NNIWsu” RvAVBUAUDETAYANUIUNISITI0IU
. D:nunl§ﬂn81 nn Physics Update (FixedUpdate)

- aswlan Collider goduwanuos

* IKU:NUIKOQNISUNAD0ASI0a0UadLUDY 13U JUUUWUSUQILUD
doLlpousvldsaniu / usoau




void OnCollisionStay(Collision collision)

{

Debug.Log("Aavuuacnu: " + collision.gameObject.name);




OnCollisionExit()
QNISEN “ASVLOED” LWdanuenaanINNUIagANUYIUNISAI0U
* NouLiJo Collider 1anduwWanu

* LHUI:NULKQNISOUUKA00INDDNDINNISBU LU 99N INWUKYQSU
QILUDSIBaANIUE




void OnCollisionExit(Collision collision)

{

Debug.Log("tanzunu: " + collision.gameObject.name);




LoouludiAtynaooil
1. 2gh0Uo® HUvdON Gool Rigidbody
2. nodovdanaovid Collider

3. M8 Is Trigger uasaoaots OnTriggerEnter / Stay / Exit
LLNu




AaDo810N1STEtu miniGameNol

void OnCollisionEnter(Collision collision)

{
// as>oaou31 Object Alswsul Tag 31 Player HEoll

if (collision.gameObject.CompareTag("Player"))

{
// mMatgfiasnonunKaosu
Destroy(gameObject);




OnTriggerEnter()

» .WumdodiHsSuasdodunis “nudou (Overlap)” yoo Collider
wuu Trigger Ttu Unity Toutdnuikanisnuniudoonisusowand
BUNUDSY LUAADVNISSIT “ "

. qnl§an “nsolde” 1oCollider uao:imqﬁfjo 11 lJtu Trigger
Collider vovdndan laganuru:NISNIVIU
e TuDSONS:LLNN
* Jann:aniunuld
. W5dhkSuasIawuR / wa / Tsu




void OnTriggerEnter(Collider other)
{

Debug.Log("#imat2N1: " + other.gameObject.name);




void OnTriggerEnter(Collider other)

1
if (other.CompareTag("Player"))

1

Debug.Log("tAulainula!");
Destroy(gameObject);

1
2
3
4
>
6
7/
3




LUIWUNDUQSIY

void OnTriggerEnter(Collider other)
1

if (other.CompareTag("Player"))

{
playerHP -= 10;




QS0 IWLAULTIUSEQHSDEV

void OnTriggerEnter(Collider other)
1

if (other.CompareTag("Player"))

1
OpenDoor( ) ;




OnTriggerStay()

QnIsen “nniwsu” 1o Collider vovdankuvogtuluaTrigger
Collider uavanian

« gnISgnnnwsu (nn Update)
 Noiwuasiwwtan Collider gonudounu Trigger og
* TAKSULKQN1ISNINADVASIVADUHSONIVIUCIDLLDY




void OnTriggerStay(Collider other)
{

Debug.Log("ARvatiluy Trigger AU:

+ other.gameObject.name);




void OnTriggerStay(Collider other)

1
if (other.CompareTag("Player"))

{

playerHP -= Time.deltaTime * 5;




OnTriggerExit()

QnISen “Asolaed” LijoCollider vovdankuvoonoINwa Trigger
Collider uavanian

* Moo Collider lannudou
» WWKSUSIGOANIU: KSORYANISNIVIUUIVDETY




void OnTriggerExit(Collider other)
{

Debug.Log("aanain Trigger Au: " + other.gameObject.name);




void OnTriggerExit(Collider other)
1

if (other.CompareTag("Player"))
1

isInDangerZone = false;




1WouludAtyndiooid

1. Sanogiolos 1 udovd Rigidbody
2. Govl Collider

3. Trigger doodoum Is Trigger = true
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+ . Trigger. Vs . Collision + *"

g -

HOUD Trigger Collision
LUsoQ OnTriggerEnter / Stay / Exit OnCollisionEnter / Stay / Exit
dovdoA Is Trigger |dovila aovoda
nIssun1owana Iudusosu gusosu
Jann:aWiunu la (V] (a}
15 Rigidbody 2g10U8 1 Jan 2g10UD8 1 Jan
t3voyausosu la [a (usv, 9asu, normal)
ADWANMSISoN Stay nNIwWsuY nn FixedUpdate
IKUI=NUOIU wa / Tsu NISBUDSO
Js:3nsmw N10uUDYNIN NYIUKUNNILANUDY
(Hoe10N>TU tiulatnu, Checkpoint aNUDABUNILLWY




s le'd Trigger |+ .@ .-

4 :
B void OnTriggerEnter(Collider other) void OnCollisionEnter(Collision collision)

+ { if (other.CompareTag("Player") { if (collision.gameObject.CompareTag("
-

Debug.Log("Player whlou"), Debug.Log("Player t!u:io;o:!")', >

. T T e e g
. Trigger — asoowun | Collision — sussvauiw

- AL, ¢ - * ® ‘ - . - .' — _ - . ‘
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1douludAtyndooi

1. owa Is Trigger uas Collision 2:luN1ou
2. DaovnNiIsusowanduarkiuts Trigger

3. Trigger 1HUN:NU Logic / Event

4. Collision IHUN:=NU Physics / Movement
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nmisauA (Randomization) 1WudoudiAnytu

nisasivAdIwKaINKa1etiinu Tuo1o:tdunis

duaiukuolnaras, duAwaoloud Hsodua
lagiASovUDKANNLS1TBADAATT

UnityEngine.Random




nisauadiay (Numbers)

» mMsduiaunAdgy (float) @ Random.Range(min, max) lag
AINIAD:SOU min wa: max Q¢

float randomSpeed = Random.Range(1.5f, 5.0f);

* MsdulaududuLdu (int) JoAdss:30: d1HSU int Agoda
(max) o= Tugnsou tuwaaws (Exclusive)

// duiau 1, 2, 3, 4 imuu (Iusou 5)

int randomDamage = Random.Range(1, 5);




NIS3UAILLKUOLLANANTY (Physics & Spawn)

Tu Unity 6.0 1stUnduaiukuoiwoaasio Object soua doplau

* Random.insideUnitCircle duaiukuonigtudonausaAil 1 HUde
(26nuLnu 2D KSDD>1VUUWU)

Vector2 randomArea = Random.insideUnitCircle * 5f: // SfAU 5 HUDY

* Random.insideUnitSphere duaiukuonmetunsonau (1nuinu
3D)

Vector3 random3DPoint = Random.insideUnitSphere * 10f;

* Random.onUnitSphere duduKuUL L@WI:NRD YavNsunau
(lLKUI=aRSUEUNANTIVNS:D1YDDN)




nisa@uA1ADIuUD:1UU (Probability)

HINGooMIsIdA "GanSanaaliu?” HSo “TainuasoUlku?" THIS
Random.value $vo:AUATS:HI10 0.0 N 1.0

float dropChance = @.2f; // lona 20%

if (Random.value <= dropChance)

{
Debug.Log("Item Dropped!);




S:UUdULUUTKUTU Unity 6
Random.State
Tu Unity 6 (ua:zpossunouKin) KInAaomstRNIsdu "doAra” 13

ad>uHU1 LU NIsasiounwunuuu Procedural n?3 Code 1auuddia
LUWHUNOILAGY Wuau 1S19:18 Seed

// aom Seed 1Wuddiava:IsAla
Random.InitState(12345);

// nnAsonsu Code U wadwsnldo:HbaulduLauo
float constantRandom = Random.Range(QOf, 10f);




N1SdULaONUDVYIN Array HSo List

[}

asno1af'iqoﬁan1saiu Index uo0sIWMISUUA

public stringl]l enemyNames = { "Slime", "Goblin", "Orc" L

void SpawnEnemy()

{ int randomindex = Random.Range(@, enemyNames.Length);
string selectedEnemy = enemyNames[randomindex];

Debug.Log("Spawned: " + selectedEnemy);




KINAovTdN1sduouduuKIAIatus:uu Job System uov Unity 6
Hu:UNTHANUY Unity.Mathematics.Random &va:n1oulaisond
UnityEngine. Random UnaQ




tu Unity 6 lﬁ'ac'iaomsUs:én§mwgoego 15U
N1st8sounu ECS HSo Job System 1luadu
UnityEngine Random o:0d0910101WS1:0U

N1VIUUU Main Thread imuuutaziydasane
aonisus:udanwauuvuvuiu (Not Thread-

Safe)




Unit.Mathematics.Random

N (77

nwlag ChatGPT



Unity 900 Unity.Mathematics.Random 30
Wulasvasiouuu Struct noonuuuulTi
nivulasoatsSouInazsaosunisus:udana
ILWWU Multi-threading




3SNMIstsviuwugIu

LuovoNUULUU Struct dudovasiocudstuuiuaznsua Seed (Llav
duisuqu) Llauo




using UnityEngine;
using Unity.Mathematics; // ¢ad Import @2

public class MathRandomExample : MonoBehaviour

{

void Start()

{
// 1. &519 Instance uazAnum Seed (Wuiu 0)
// uint.MaxValue ifludidaniidlun1sgu Seed 15usiu
var random = new Unity.Mathematics.Random(1234);

O 00 NN O Vi1 B W N BB

R R R
N B ®

// 2. msRuwUAnAlaN (float) 5¥1Ing © A9 10
float randFloat = random.NextFloat(ef, 10f);

[T S
A w

// 3. ANSRURTIUIULAN (int) 5819 1 69 100
int randInt = random.NextInt(1, 101); // (min, max) 1a&53U max &2

R R R R
00 N O wu

// 4. MSRUNANIY (Vector3)
float3 randDir = random.NextFloat3Direction();

NN
Pk ® W

Debug.Log($"Float: {randFloat}, Int: {randInt}");

NN
w N




a22810MIststu Job System

2an Unity.Mathematics.Random uaaowavoonuilaliGunaAsu Ad
nisduARIanouduuInwsSaunulaglunRinuNs:=Qn




using UnityEngine;
using Unity.Burst;
using Unity.Jobs;
using Unity.Mathematics;
using Unity.Collections;

public class RandomJobManager : MonoBehaviour

{

O 0 ~N Oy il B w N =

struct MyRandomJob : IJobParallelFor
{

R
R ®

// 6avil Array 2ad Random & uiuusay Thread
public NativeArray<Unity.Mathematics.Random> randoms;

=
w N

public NativeArray<float3> results;

==
v &~

public void Execute(int index)

{

[
(@)]

// @9&n1uUy Random uav Thread ﬁuﬂ aanin

var rng = randoms[index];

// uaunuein

results[index] = rng.NextFloat3(new float3(-10, @, -10), new float3(10, 0, 10));
// &dm: fudinaaiug Random nduadliiialvinnsguafomitluaiéu

randoms[index] = rng;

N MMM N NN BE BB
uvi B W N =R ® W 00




aS,UFi"lE'I"oeiuﬁ?is'daﬂ?u Mathematics

NextFloat(min, max) dulaunfugu
Nextint(min, max) duiauoiudulGu
NextBool() duA1oSoksoLno (True/False)
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ObjectSpawner.cs + X EnemyZ.cs Enemy1.cs UlManager.cs PlayerActivity.cs PlayerProperty.cs

£ Assembly-CSharp > olgObjectSpawner ~ [7) SpawnRandomObject()
1 using UnityEngine;
Unity.Mathematics;
using UnityEngine.InputSystem; // s#isumsandsc@ndnings

9 Unity Script (1 asset reference) | 0 references
public class ObjectSpawner : MonoBehaviour

[Header("Prefabs")]
public GameObject prefabA;
public GameObject prefabB;

[Header("Spawn Points")]
public Transform[] spawnPoints; // an S1, S2, S3, S4 snldnil

{

private Unity.Mathematics.Random rnd;




void Awake()
1

// a5udanlaold Seed annmiaatiu (Vwld 0)

uint seed = (uint)System.DateTime.Now.Ticks;
rnd = new Unity.Mathematics.Random(seed == 0 ? 1 : seed);

}




// Wandusdwsusen ldausdd
1 reference

public void SpawnRandomObject()
{

if (spawnPoints.Length == 0)
{
! return;

}

// 1. swdenaaia (S1 - Su)

// NextInt(min, max) -> lu Mathematics samer max éw daludes -1

int pointIndex = rnd.NextInt(®, spawnPoints.Length);

Transform selectedPoint = spawnPoints[pointIndex];

// 2. swdenazasrienluu (A wie B)

// 14 NextBool() ifesn 50/50 win NextInt(e, 2)

GameObject prefabToSpawn = rnd.NextBool() ? prefabA : prefabB;

// 3. s8vien (Instantiate)

Instantiate(prefabToSpawn, selectedPoint.position, selectedPoint.rotation);
// Debug.Log($"Spawned {prefabToSpawn.name} at {selectedPoint.name}");

}




void Update()
{

// vamauamaInaill Space
if (Keyboard.current.spaceKey.isPressed)

{
SpawnRandomObject();

}

}
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ANV Instantiate()

Amdontsdahksu "misdnun (Clone)" Sanduuuu (Original/Prefab)
tRna1lu Object dSoduuituain (Scene) tuuruzNiNuNdvsSuoE

™un

1U§8Ulﬁgud1ﬂq Ao Prefab lfluu-ihﬁau "wuwuw" dou Instantiate()
AoN1S "JUuoiu” 2onudnNuuwuwuu




iuun 1 asivoonuiIasuMmMiLLKEUVLQUUDY Prefab

Instantiate(prefab);




LLuun 2 S:UAILLKUY ua: Yyukyu (Geutsnaa)

// Instantiate(3an, AuKUY, YUKUU);
// Quaternion.identity Kutgno "Tudniskyu” (A1 Rotation 1Uu @, @, 0)

Instantiate(
prefab,
new Vector3(0, 5, 0),

Quaternion.identity




woun 3 mKua Parent (tTRwnluogtu Object u)

// ashooonuiuadtriviluanuoo Object ﬁs:q
Instantiate(prefab, parentTransform)




nistnuADTEulIuad (Reference)

IWoLs1d0 Instantiate ddAdvo: doAnnauvuntu Object mwo
a510ThU 151A2saS10AOUUSUUAUAITTIKINGDONISAOANLWURUR

// ashofasoonuinasinuidtudouds newEnemy

GameObject newEnemy = Instantiate(enemyPrefab,
spawnPoint.position,
spawnPoint.rotation);

// dowasudbo Ko duAwavdianun

newEnemy.name = "Enemy_Clone";

newEnemy.GetComponent<PlayerProperty>().hp = 50;




JuQauUNISNIVIUUDY Instantiate()

waLsgntGAIdol Unity a:nmavasidimualqu:;
1. Allocate Memory 29owunTuKUDYADIWDIGHSU Object THU

2. Copy Data AaaonuayanosuadInauuuu (Components, Mesh,
Scripts, Values)

3. Awake & OnEnable 1ISuntEWonsuisSudutu Script AGauIAU
Object uu

4. Physics & Rendering ussaluids:uuwandua:=nisoianiwiuain




wJ Instantiate() a:azacnuin udniio "dunu” NADVIY:

 Garbage Collection
NIsISENtEduDea TUWSULAEINU 16U as1ons:du 100 uawsounu
Wudu o:MtHLASoons:an (Lag Spikes) twsi: Unity dovluooo
HUDEYADIJITHU

e 351N
HINADVASIVUA:NMAIYIANUDYA 1BU Ns=du, AasIIuduUIN tWudu

?Hnnmlsao Object Pooling zsouJumsuncmlmnaum’tu’tnuunu
NIsMalenv
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rnd.NextInt(@, spawnPoints.Length)

lUumsauaalaumu:)ummwa?ouu Index oV Array mnruuacuno
4 3a (® 1, 2, 3) AMdolo: au1au?uu:)ouu1?ms1




rnd.NextBool()

Wu3sniSongatunisduuuu "dooniolaan” (50/50) nwasonuilu
True 2:139n Thingl o1 False 2:139n Thing?2
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NIst8 Transform[]l MtRAuawIsnitwulatna S5, S6.. Talsoga tu
Inspector TasTudoonauuiun Code




LNAUALWULQU

HINAdovn1stK Thingl 1nauden1 Thing2 15U Thingl Ulanmana
80% ua: Thing2 OUlomailna 20% tKiaguussnantaan Prefab
Wu

// duiau 0.0 - 1.0 nkaouund1 0.8 THIaon Thingl

GameObject prefabToSpawn = (rnd.NextFloat() < @.8f) ?
prefabA : prefabB;
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ObjectSpawner.cs + X EnemyZ.cs Enemy1.cs UlManager.cs PlayerActivity.cs PlayerProperty.cs

£ Assembly-CSharp > 013 ObjectSpawner ~ 3 Update()
1 v using UnityEngine;
Unity.Mathematics;
UnityEngine.InputSystem;

© Unity Script (1 asset reference) | 0 references
public class ObjectSpawner : MonoBehaviour

1
[Header("Prefabs")]
public GameObject prefabA;
public GameObject prefabB;

[Header("Spawn Points")]
public Transform[] spawnPoints; // awn S1, S2, S3, Sd wnldiil

[Header("Timer Settings")]
public float minTime = 0.2f;
public float maxTime = 2.0f;

private float timer; // SMUIANNDUVIRY
private float nextInterval; // imiezldsnlusouiiug

private Unity.Mathematics.Random rnd;




void Awake()
{

// #5nisnleald Seed annanthatiu (Vhwld )
uint seed = (uint)System.DateTime.Now.Ticks;
rnd = new Unity.Mathematics.Random(seed == 0 ? 1 : seed);

// FIMFRIUATILINAR
SetNextInterval();

e T




void SetNextInterval()

// 1@ n sz 0.2 - 2.0
nextInterval = rnd.NextFloat(minTime, maxTime);

{
}




public void SpawnRandomObject()
{

if (spawnPoints.Length == @)
1
i return;

3

// 1. sudenmaatia (S1 - S4)

// NextInt(min, max) —> lu Mathematics swm max éw duludes -1

int pointIndex = rnd.NextInt(®, spawnPoints.Length);

Transform selectedPoint = spawnPoints[pointIndex];

// 2. sudeniazafianlvu (A wie B)

// 14 NextBool() iWesn 50/50 w3a NextInt(e, 2)

GameObject prefabToSpawn = rnd.NextBool() ? prefabA : prefabB;

// 3. aian (Instantiate)

Instantiate(prefabToSpawn, selectedPoint.position, selectedPoint.rotation);
// Debug.Log($"Spawned {prefabToSpawn.name} at {selectedPoint.name}");:

}




void Update()

{

// 1. szaunainu lllunaazinsy
timer += Time.deltaTime;

// 2. HaRREANNN LA DN
if (timer >= nextInterval)

SpawnRandomObject(); // MMSATHINN
SetNextInterval(); // swnmawmsusaude ld

timer = 0O; // Frdaduium

}
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HINADVN1SQIIANHADINTHSTUKUN Inspector AtuawisnJasu
private float timer Wu [SerializeField] private float timer 1wo
t8aso>odgounisniviuuru:su (Debugging) 1a
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NSWEINS




oSuU18 Engine.Pool
(Object Pooling




tu Unity 6 misasiouaznmargdansia ady.
Instantiate ua: Destroy 165U ns:qu HSoAQSNLNQ
Uoea LWuAU d:as19MIS:TRHUD8ADWDILAMTHINO
Lag Spikes 91nnisn Garbage Collector (GC)
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Object Poolmg namnun "JunazAu” uNUND:AVHO
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douus:nauuov Unity Engine.Pool

Unity THRa1a ObjectPool<T> uatwadanisisovulagawl: 1agLs
aouNKuUQ 4 WonsuKan:
1. Create: asiwodantHulotuuoluiluoolHAD TR

2. OnGet: auAliJolo1danoonoInNud U Watdvuiu
SetActive(true)

3. OnRelease: auAMUdID1dONNAULTIUD LU Uanistduiu
SetActive(false)

4. OnDestroy: malgdannoosva(ljousiGuiiuly




AD2810N1SAS10 Pool d1HSUNS:dUHSOFIOS

(oog1un1sul ObjectPool wUs:gnals




1
2
3
4
5
6
/
8
9

e
N RO

using UnityEngine;

using UnityEngine.Pool; // eavld Namespace il

public class EnemyPooler : MonoBehaviour

{
public GameObject enemyPrefab;

private IObjectPool<GameObject> pool;

SerializeField]| private bool usePool = true;
SerializeField] private int defaultCapacity = 10;

'SerializeField]| private int maxSize = 20;




void Awake()
{
// &390 Pool WsauaA ruawWuA2ua199
pool = new ObjectPool<GameObject>(
CreateEnemy, // WIAHU
OnGetFromPool, // WaAdufu
OnReleaseToPool, // WuAzuAu

OnDestroyObject, // WeAruvinaia (arudanu)
collectionCheck: true,

defaultCapacity,
maxSize




~

// 1. &wiaalnu
private GameObject CreateEnemy()

{

® O o0

GameObject go = Instantiate(enemyPrefab);
// iy Reference uad Pool 13162 Object tWalvidlfugvsiiavnaudulia’le
go.AddComponent<PooledObject>().myPool = pool;

L N =

return go;

-h.

P
p
2
3
3
3
3
3
3

Ui




// 2. agadielula
private void OnGetFromPool(GameObject go)

{

~J O

3
3
38
3

go.SetActive(true);




// 3. ulagagvAula
private void OnReleaseToPool (GameObject go)

{

go.SetActive(false);




// 4. Lﬁam"’aaﬁ'lmﬂﬁas]
private void OnDestroyObject(GameObject go)

{

Destroy(go) ;




// 3a5antdvruunuy Instantiate
public void Spawn()

{

GameObject enemy = pool.Get();
enemy.transform.position = transform.position;




3SNMTH Object doudadioonautdn Pool

'I-—ll—

1S1GD0&aS10 Script 1ana wd:53nad Prefab (1Bu Aas) lwaTHuus:n
dovonautdiuaTiu uNuNISdo Destroy




O 0 ~J O v B W N =

e e T T T T T T T T
W 0 ~ Oy U1 B W N =R &

public class PooledObject : MonoBehaviour

{

public IObjectPool<GameObject> myPool;

// unuviaglyd Destroy(gameObject) WilsanWoAdufiunu
public void Deactivate()

{
myPool.Release(gameObject) ;

// e1aa1v: aieauun wIaruMlau TviAula
void OnCollisionEnter(Collision collision)

{

if (collision.gameObject.CompareTag("Player"))
{

Deactivate();
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