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—k DD ENZEENT B

DEIL-O—FERAEDLERY. BRIATADICRIDHEHEN. AT/ MERIEEI
AESN TV, RRIAGHEEEZHENT D,

FUL—k

AVYIREZEH DO ISITELT. HFITHFVE I 588, C#TIEL, delegateX—T—FR%FE-
TAYYRERIELTEERT DE. BEHERICLLIITAVIRERATEDLSITHD (55
https://learn.unity.com/tutorial/delegates).

UnityTIX, TV —FEFE(ITI/RZ D ELS(CUnityActionRd (
https://docs.unity3d.com/6000.3/Documentation/ScriptReference/Events.Unity
Action.html) AMRHEIN TS, CZEFESE. delegatelTk DAY YR D EEEZ LK TES,
FIRABZE. RIZTKRT,

DelegateUser.cs

RDEDIE, UnityActionTAYYREZITE ST, TNEEITT HUseDelegate AV yREH
DUSADBFITHD.

using UnityEngine;
using UnityEngine.Events;

/// <summary>
/1] TIT—rDEEH,

/// </summary>

public class DelegateUser : MonoBehaviour

{
public void UseDelegate(UnityAction action)
{
Debug.Log($"EARMIE");
/] BN OS5, TS AYYREFUTHT,
action?.Invoke();
}
}

laction? DI ? (&, HLactionMnulli=o1=15E . ETZHYPLHEHCHDEFEEETH S,


https://learn.unity.com/tutorial/delegates
https://docs.unity3d.com/6000.3/Documentation/ScriptReference/Events.UnityAction.html
https://docs.unity3d.com/6000.3/Documentation/ScriptReference/Events.UnityAction.html

DelegateCaller.cs
DelegateUserZZXMUseDelegate AV yREMEUHE %, RIZTKT .

using UnityEngine;

/// <summary>

/1] TIT—rERRT 54

/// </summary>

public class DelegateCaller : MonoBehaviour

{ [SerializeField]
DelegateUser delegateUser = default;
void Start()
{
delegateUser.UseDelegate(Callbackl);
delegateUser.UseDelegate(Callback2);
}
void Callbackl()
{
Debug.Log("a—JL/\w1");
}
void Callback2()
{
Debug.Log("a—JL/\w2");
}
}

Inspector” >R MDelegate UsertlZ. DelegateUser& 72 YFLI=S—LATTxH
FEERELTEITTAHE. AVY—IIZRDEIIZRTEND,

EARKMEMNEFTIN=HEIZ, UseDelegatelELE=AY YRRV HIN TSI EA D H
%, AYYRERUHTIEIC. EITLTHRLLDAYYRFEBRHICANREALOND,



BlEfTET) S —bR
IR IEFRTHET,BIEHEHEODAYVIRDT )T — EFATES, AYYRIE, RD K
SHEEICTHES, InvokeDFIHUZ, DRI THRELEEDEEZE LS,

public void UseArgDelegate(UnityAction<int> action)
{

action?.Invoke(®9);
¥
HFUELAIL. RDESYTH S,

void Start()

{
delegateUser.UseArgDelegate(CallbackArg);
}
void CallbackArg(int arg)
{
Debug.Log($" =2 ITH>1={E={arg}");
}

BI#%. UnityAction<int, string, float, bool>MD &3, AV TEXYIY TIDETHELD
B3, FNLUERERISEEIE., delegateZF>T. BRI THET %,

TV — DAy RET Ay
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BLTOSSLEENETIENTES,

TA)yRELTIE, ZITE S AYYREFUHLTWAEIFED T, MEETLTLNSHDIE
MMLIZKWZERFEFOND, ETABRNANSLELAESHBNESIZ, U TILSERERDODOMNK
UTHd,



ARk

BEOTIVTF—FEEB LT . FEOHTREUETHEEANARUITHD (5F
https://learn.microsoft.com/ja-jp/dotnet/csharp/language-reference/keyword
s/event) .

Unity Tld, ARV EFE(ICIK/Z D ES(CUnityEvent VT AN RSN TS, Button®d
onClick#Z&E (X, UnityEventZF|HL TLVS,

ARVNENEIZARRALT, HDFMI0 T TEITLTIELLAYYRE NS B R TE ST
AT B AINUIEERTIAAIL. EQLIGAYVYENERIN TSN EIBIET ILE
HWEBEDIAIIVT 22126, FDARNULEInvoke TEITTNIE KLY,

KRIRMGHAFELT, RATDEHERTNZEFOND, ROATEEETHIIXIZ, X7
NEBELBFICRTTEIAINVINERET D, AATRTEEHTIHINIEE, TOARNUMNIEER
FTHIE RATHERLEZL. BEIMICREIDNEFRFINDLIICHD, SOOI, T—2EEE
TEHISRZNEBEZERL T HELRI(IVI TEHDOEEZTFUVHS LA E. ATV —
IN—INF—D LI5S

Score.cs
EEWLERAATOEBADEA TSIk,

using UnityEngine;
using UnityEngine.Events;

public class Score
{
/// <summary>
/// RAF7 D LERE
/// </summary>
public static int ScoreMax => 999999;

/// <summary>

///] RAT7WNEBLIEFICFUOELEZWLEFZEZLTEARNUN,
/// </summary>

public UnityEvent<int> Changed = new();

/// <summary>
//] BEDARAT
/// </summary>
int currentScore;

/// <summary>

/1] RATZEREDRBIZT S,

/// </summary>

public void Set(int newScore)

{
currentScore = Mathf.Clamp(newScore, 0, ScoreMax);
Changed.Invoke(currentScore);


https://learn.microsoft.com/ja-jp/dotnet/csharp/language-reference/keywords/event
https://learn.microsoft.com/ja-jp/dotnet/csharp/language-reference/keywords/event

/// <summary>

/// RATEMES %,

/// </summary>

/// <param name="add">MM&E{E</param>
public void Add(int add)

{

Set(currentScore + add);

ScoreUser.cs
ScoreDFAFIDIZ X,
using UnityEngine;
public class ScoreUser : MonoBehaviour
{

Score score = new();

void Start()

{
score.Changed.AddListener(PrintScore);
score.Set(9);
score.Add(100);
score.Add(1000);
score.Add(10000);
score.Add(100000);
score.Add(1000000);
}
private void OnDestroy()
{
score.Changed.RemovelListener(PrintScore);
}
void PrintScore(int score)
{
Debug.Log($"Score={score}");
}

ChEETTEHE AVY—ILIZIERDESIZRFTEND,



ityEngine

[21:32:38] Score=899999
UnityEngine.Debug:Log (object)

Start()AYYRFDRH T, RAT7MNEILLIFFIC. RaT7E0QJ RS HPrintScore Ay
K%, ScoreZ7S5AMChangedM NUMIEFL TS, TNH D, 0RERELTH S, 10054,
10005 . 10000 . 1000005 . 1000000 EME L TLVS, Start() AV YRATIE,
PrintScoreXVyREEUHELTWEWDA, RaF7HAETEHILEIC, VY —ILIZREDRIT
MEBRINTLS,

AOAT7DFRT%. TextMesh ProlZZEE T 5102, Score VS REERB I HHEILHELY,
Changed M RUMIFRT DAVYIYREZEANIE REREFVKSTHLEZDIENTES, TN
MARVREFESAYYNTH D,

AT —IN—RF—2R—1) 5

COBIDESIZ. HAIKRTERHELTRLNLEE A RN BHRLT. DELA(IVYT TE
BLIARUNERUHTRES HE. A THF—N— /18— LR, CAIZHL T, ST
ScoreDIEEHITHERELT. RREFHIHTIREFEE K- T EER,

EAELET BBEER—YLY, BOEIEDBEENENESIE. AT F—N—/ 88— %
FIRT OB TH D,

ANVEDEER

ARUNZBFL-MIEBNATE(ZL 515, RemoveListeneriiE T, BELI- AV YR ZHIRT
%, 0nDestroy AV v KT, RemovelListener#M U (X, ZDA TP I L EIBRESNE243
VT ARV DAY YREHIBRTES,
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RYE—T4 X L
A TSI HMERAEED ML, RDIDEEHA TS,

1. h7EILiE
2. AR
3. RYE—T4X L

Microsoftld. HIRILZMA =4 DZFIRIBLTILVS(
https://learn.microsoft.com/ja-jp/dotnet/csharp/fundamentals/tutorials/oop
)o

Hh7EILiE

NEEPYRYDABELGHEEDALRALT. ATV D ASMHNGREELERERTEED
TEILIEELNS, private, protected, publickWZ\21=2AFLARIILTERT S,

FTOIOME MDA T OO ERESAHEM>TLDIREFGLDH, FRETDRATH
%, REBGNEBOT —A~NDT IV ERZRT LT MDA T OIS DB ESN DIEEE
BT, 7055 LDREHES DS,

BHEIFT T OPDHREESIEMNEHLWA IO IINEE R T DIEETH D, VTADESE
DEAICNIZEVT MELEZWISRZEET 5.

Unity T, MonoBehaviourP S5 AN, =LA T HMITEYF T HHEEZIRHEL TS,
HFLWLWCGHRI) T E2ER T 5&. BEIRIICMonoBehaviourZ# & LI9SR ELTEZRSND,

DRY®D R A (Don’t repeat yourself)*>, RUE—T4 X LICEHET S,

R)E—T4 X L
R)E—TA XL, RD2DDEEEMN DD,

1. HBAFTITPIIMDAVREV ARG FDF TSI DEISAO, FDA TP HIMNE
HFTBHRAA—DTI—ADBIZRATES

2. BUSROAUEA—DI—RADBIZRALEAVREVADAYYREFEUVHTE RAL
FAVREDADAYYENEUHEINS

BHOKREDTYSIA—IZHBOBEENH T, BEED D BARBAEIZI > TELE LSS
BIZ.RYE—DARLNEFHATES, ROFIET. EEFHEHS,

1. EROLOEFRRIE(FTITRSIN LT, HBTEHEXZIVRNTYTTS

2. YRNPZYTLI=#EeE BITROAUA—TI—R([Z, AYYRELTEERT B (T IAILE
DERELRDHNIEBR ISR BIFNIEA U B—TI—R BN AVE3—T—R%=FA
T5)

3. KREEOFvIVA—%HIHTIEERNLEISR(QVI)—MMIZR) & BIUTAEHEAL
=Y. AVB—D1—REEELT. EFT S
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https://learn.microsoft.com/ja-jp/dotnet/csharp/fundamentals/tutorials/oop

RYTE—T4 X LD
HOSAZRBRTEAEE. AVE—T—REHRAITBIHFEDEFNEFNDOHETT,

PolyBase.cs
BEERTT HHelloAVyrEEERLI-HI T XPolyBasez . RDKLIIZEET %o

using UnityEngine;

/// <summary>

/1] 8IS

/// </summary>

public class PolyBase

{

/// <summary>
/1] HREBERE
/// </summary>
public virtual void Hello()
{
Debug.Log("Hello PolyBase!");

}

Hello()AVYYRIZIE. T4 ILEDEEEEEL TS, MERLEDISATHREZ LEEZTES
£S5(Z. virtual¥—7—FK%DIFTLV3,

IPolyable.cs

BOSRAEESEREERTHelloInterface A YR EEERE LAV P—T1—R%E . KD K5I
EET 5,

/// <summary>

/1] A3 —=Tz—ZDH|

/// </summary>

public interface IPolyable

{
/// <summary>
//] A=z —RIZERLIZEREAYIR
/// </summary>
void HelloInterface();
}

AR —DI—RIZEERTBHAV YR, EEHE TpubliclTHAD T, NRBHFIIFE, F
= . TIAIDIRDBENIEEETELGL, AYYRE . RYE. SIBDAEEERT 5.

10



PolyA.cs

PolyBaseZf# &L ., /D, IPolyablef V23— —REREL=YUFAPolyAZE, RD L3I

ERLY %,
using UnityEngine;
public class PolyA : PolyBase, IPolyable

{

public override void Hello()

{
Debug.Log("Hello PolyA!");
}
public void HelloInterface()
{
Debug.Log("Hello Interface PolyA!!");
}

Hello()AVwKI&. PolyBaselZE &SN DE LEZFT DD T, override¥x—7—F%D

75, ChIF. BERETITRIZADAYYRE LEZLLGWN-HDOHEHEATH S,

HelloInterface() AV YKI(X, IPolyable/ > 3—J1—ATEELIZAVYYRTH DB, 13—

TI—RADAYYRIE, publiclZd b, Ftfz. TIAIDEEIEIHF LD T, overridelIFE

THb,

PolyB.cs
PolyBase&IPolyableZ . AIDHNBTERELVSX,

using UnityEngine;
public class PolyB : PolyBase, IPolyable

{

public override void Hello()

{
Debug.Log("Hello PolyB!");
}
public void HelloInterface()
{
Debug.Log("Hello Interface PolyB!!");
¥

11



PolySample.cs
RIE—T4RALERBIZFIAT H5a—FEHF21=03 R,

using UnityEngine;

/// <summary>
/1] RIE—T4XLOF B
/// </summary>

public class PolySample :

{

void Start()

MonoBehaviour

{
/] BEREFESTRVE—T4X L
var instances = new PolyBase[3];
instances[@] = new PolyBase();
instances[1] = new PolyA();
instances[2] = new PolyB();
foreach(var instance in instances)
{
instance.Hello();
}
/] AVB—01—REFESFRIVE—T4X L
var interfaces = new IPolyable[2];
interfaces[@] = new PolyA();
interfaces[1] = new PolyB();
foreach(var i in interfaces)
{
i.HelloInterface();
}
}

UEES—LATOYMITEYFLT

=5 4=

=17

FB5E AVY—ILIZRD ESIZR TSNS,
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14:48:44] Hello Po

gine.D

UnityEngine.Debug:Lo

##YRLALIE (foreach) T, B2 5l MHello()+°HelloInterface() MU H L TL\SZIHT,
EUNBEFUHELIONR)E—TsXLDOMRETHS,

TUT—ROR)E—TA X LEEDOT T BYRLXEZF>TRZKDILERHIET BHL. if
PswitchlZkBPENBEICHED, TVF—FORYE—TsXLEESIE. ifPswitch&lro
=9 IkZEHELT, 3—FZRYLIZTES,

PolyBaseld. IPolyableZRELTILVELD T, 13— —ADlIZPolyBaseld&H5
nizL,

TUT =k ARV RYE—D4 X LD

NDDEIMIZKY ., BITTIHEEE . AVYROA T IRDA UV RAVADRAIZEDTA
NBZoND, RITTHIABTETOVSLRNICERMIZERDYIC, TUTF—ROIVREVR
DAYIEDEVHLIZLTEFIE, hBEHETANEZLONS,

TNEF—ROALRURE, UnityAction®dunityEventéW 2= BDHISRESBEL TS
(1T, ZIIZBBZINZAVIEN, EDITADBAENSI AV YRHERMBDEILEL, R E—
T4 RXALBFEZRT. ZODIEHEEEMRIELIZRITRARA U EI—T—RATH S, ERFICHEUH
TOTREMBBLEILILY,

HEIIAAND MDD IZABDEEEET UV T LIERENHDHE. VT RAIE VT ABHE
FNIERETELL, COXIHRRETISRAIL, V5 ABITIKEL TS 1EWNS, IS5 REIZEK
FRRIGZHHIE AETHITANZLLG DS, F=. AR T HFIEALOILLGY ., F—L4
RN LD,

TIT—bOARIN RYE—TAXLEFEIE, IFRAPAY YN E  HIRHITECIENTE
%, UnityAction®UnityEventldERFALD TARFEL THLRERB DI IFITASLEL,, K1)
E—TJ4RXRLTIK. BIZAOAVE—D—REZRAETILEEH L. TXTOIAVY)—~
SREEERTDDICHEANIE, HAVLZVDOTFEIEKIBICHIETES, COMEI. KRBT,
ERETL TR T AEICRIZIDODTHS,
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MDA T O IrDIEHAICFZRRAFLEL

1TATHELTWAE, RICETICTPLTLEI7oF/INE—2  B—FFDRAIERTHY. =
NOFHIZERILDODDONATEILIETH S,

ELVEI

TLAX—D L5, TLAV—ICHEMASD/NIURF T VO BNEEHIERITR
ERS

BadBouncer.cs

using UnityEngine;

public class BadBouncer : MonoBehaviour
{
[SerializeField]
Vector3 firstVelocity = 4 * Vector3.right;

Rigidbody rb;

void Start()

{
rb = GetComponent<Rigidbody>();
rb.linearVelocity = firstVelocity;

}

/// <summary>

/1] ¥ERRDELME

/// </summary>

/// <param name="other">#Efti+8F </param>
private void OnTriggerEnter(Collider other)

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

{
Vector3 dir = other.transform.position - transform.position;
var player_rb = other.GetComponent<Rigidbody>();
player_rb.AddForce(
rb.linearVelocity.magnitude * dir.normalized,
ForceMode.VelocityChange);

14



=B

o TLAY—DHIHA X%, RigidbodyMbCharacterController(CEBLELIET S

ETVAV—DUBRERLDIC. NVURATOIIMNDERILEICES, CHITFE

TERWGHTHY ., NTDREELSD

o NIURFTLIIMDISREERTHEAMN. NIURF T IMIFTIRHEL TL

AP —DEHEBLREH D0, B—HEORAER
o TLAV—ITIBUKEN B o115 B E DRI LI HI A EELL
BIEAE

TLANX—DIFRIZ, S ED D NERZITIEAVIFERET S
NOURTBATOIME. TLANV—DRBELIZAVYRERUTHT
RITRO-ADRBRIE, TLIVY—BEIZEED

HEZZ A

TLAY—HRIZ. RO K57 IBounceablef > 2—TJx—RE PlayerYSREEET Bo

IBounceable.cs

using UnityEngine;

public interface IBounceable

{
/// <summary>
//] INDUREERET B,
/// </summary>
/// <param name="dir">/\DO2KAXRJk)L</param>
void SetBounce(Vector3 bounce);
}
Player.cs

using UnityEngine;

public class Player : MonoBehaviour, IBounceable

{
Rigidbody rb;

void Awake()

{
rb = GetComponent<Rigidbody>();

}

public void SetBounce(Vector3 bounce)

15



rb.AddForce(bounce, ForceMode.VelocityChange);
}

NIQURFTOIIMDISRIE RD LSS,

GoodBouncer.cs

using UnityEngine;

public class GoodBouncer : MonoBehaviour

{

[SerializeField]

Vector3 firstVelocity = 4 * Vector3.right;

Rigidbody rb;

void Start()

{
rb = GetComponent<Rigidbody>();
rb.linearVelocity = firstVelocity;

}

/// <summary>

///] YEf DB

/// </summary>

/// <param name="other">}&fti+8F </param>

private void OnTriggerEnter(Collider other)

{
var bounce = other.GetComponent<IBounceable>();
if (bounce != null) {

Vector3 dir = other.transform.position - transform.position;
bounce.SetBounce(
rb.linearVelocity.magnitude * dir.normalized);

}

}

}

HREBIEL, AVF—TI—RAOT AN —~DERENDETHY . BELVFIKYFREINEZ S,
EThnX, FENDLEVENGITHREELZ L, LAL. RFIETIE. ZLOFREIAEZTH,
HEEZFHE RV LN,

HRHTHNIEL. TLAN—DFIEAEDEEN . NIURF T IMNMIEEEEZDHILE
B, EF- N\HURDIEREEREZHE U DITHIBounceablef U 4—J1—REAEL-CE
T.Player S ANHLTH. NOURF T O OMNERFE TED, SHIZ, TLAY—EI+TIE%E
{.IBounceableZEELI-IRXNTOXFVIIZ, AZMALNDHELIIZEHOTLVS, PlayerV5 R
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DI(Dependency Injection = {&KFZRBEZEDEAN)

DIbIE, HBAT OB EET BAVREV ARG NEEDDEATHAENDTE, WebT&
{FEHNTULSHEAM T, UnityTlXvContainerE W\ 354 TSUNE L THS. EARMICIE., BEIZA
VRRUREESIEXD T, vContainerh i THDIILTES,
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SHNBBETEBAVRIVATERILELL,
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TEBESITTBEENEZDND, NSNS — LKL, RATHEEDT — LY R T LERETS
ATSTHREL VT IRz T RIS, LAV —BENDSEEIZT IR TER L5245,

SV IRUIEFEIZIRZ BH. RO LSEEEMNERIN TS,

F—LBEREREIZ, BRIICOVI VN ZRETILELDHD
UG IR TFET AT LTS
TFAREDAVREVADELEZHHLL
HEIMICHHIEINELDO T, HERIICKETESDEN

UM ERAT AL F—LAATHRIZELE>TRD S,

Dlvs 2T )LbY

KEZRLLIZY, F—LRAFEDPYLT SE DINEF  DINH R AKFEER DT TS
VARV AREREYRAC AN DELGIEE, WEBICHRANNDIETH D,

SUTIRUE ECHLTHEICSETELD T, RERERFFETHY. I—FH2 T ILIC
RTH. BRIZ. VT I ADBMKE®, THEDELETH D,

—R—EAHLHDT. TAOCIIFOBRBROHZOARICIEL T ZRBEEEAONDLDERRT
Do

AVARBORELDFEED
AVRBVREETHEELT. RODESBEDOIAEZDOND,

BFBEBRAHSIA T UL, GetComponent+>InspectoriElL
EAY 5303, EAREFICOVRYT S
BfLEWA Tz R4S, Inspector®, AV REAVREETHEOHDAL)TLT
ZITEY

o T—LIRATLET—LRAIK. T—LYAT LN —LRIIDITIVREAVREZEA
TEMN VT ININLIZOZRET—LANSESRT S

FITOTOM BREBAVARID RGN ERITERLUITITKE RENREL LI G5, SR AD
Z(TRADINBEERFAT dELL,

20


https://vcontainer.hadashikick.jp/ja/

	本制作のための考え方と技術 
	試作と本制作の違い 
	試作の特徴 
	本制作の特徴 

	 
	大勢で、同時並行で開発するには 
	分割の基本：単一責任の原則 
	コード分割のポイント 

	 
	コードの分割を活かす技術 
	デリゲート 
	DelegateUser.cs 
	DelegateCaller.cs 
	引数付きデリゲート 
	デリゲートのメリットとデメリット 

	 
	イベント 
	Score.cs 
	ScoreUser.cs 
	オブザーバーパターンとポーリング 

	イベントの注意点 
	 
	ポリモーフィズム 
	カプセル化 
	継承 
	ポリモーフィズム 
	ポリモーフィズムの例 
	PolyBase.cs 
	IPolyable.cs 
	PolyA.cs 
	PolyB.cs 
	PolySample.cs 


	デリゲート、イベント、ポリモーフィズムの効用 

	他のオブジェクトの仕組みに手を突っ込まない 
	悪い例 
	BadBouncer.cs 

	悪い理由 
	修正方法 
	推奨例 
	IBounceable.cs 
	Player.cs 
	GoodBouncer.cs 

	インターフェースかクラスか 

	 
	インスタンスの受け渡し戦略 
	オブジェクトがいる階層 
	依存の向き 
	具象から抽象へ依存する 
	オブジェクトの親子関係 
	接触するオブジェクト同士 
	スイッチと仕掛けのような組み合わせ 
	Inspector渡し 
	インスタンスを渡すスクリプトを用意 
	アンチパターン 

	ゲームシステムとゲーム内のオブジェクト 
	DI（Dependency Injection = 依存関係の注入） 
	シングルトン 
	DI vs シングルトン 

	インスタンス渡しのまとめ 


