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1. ScriptableObject J| =
ScriptableObjectet? (CI 0l &f ZAHI0IH JHE)
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MonoBehaviour2t 2| X}
[CreateAssetMenu] 422 QA M4
2l &: ConveyorSectionData, RobotCellData Bt=7|

2. ScriptableObject & &
Runtime | Al SO & & 351J| ([SerializeField])
SO 2t # X (Database Il &)
Play ModeOl M gt H1& =2 &
&l &: ProductionLineDatabase 1 &

3. Editor Scripting - Custom Inspector

[CustomEditor] &4
OnInspectorGUI() 2Hct0IE

EditorGUILayout vs GUILayout
SerializedObject/SerializedProperty I &
Undo XI & (Undo.RecordObject, EditorUtility.SetDirty)
&l &: ConveyorSectionDataCustomEditor (A LIS 0IE UI)

4. Editor Scripting - Property Drawer
SerializedProperty property)

[CustomPropertyDrawer] 4

OnGUI(Rect position
MAIZ JtsSStUIEAEHE
a5 HHAE Range =240/

5. Editor Window
EditorWindow.GetWindow<T>()

OnEnable(), OnGUI(), Update()

[MenuItem]2Z2 0l S8
A EF S (GUIStyle, EditorStyles)
E

s MZ20& (Play Mode &
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6. Gizmos J| =

OnDrawGizmos() vs OnDrawGizmosSelected()
Gizmos.DrawWireSphere(), DrawWireCube(), DrawLine( ), DrawRay()
Gizmos.color & ¥
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7. Handles J|=

Gizmos vs Handles X0l (Handles = 21 E{SHEIE)
Handles.DrawWireDisc(), Handles.ArrowHandleCap()
Handles.Label() & 7 8IAE
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8. Handles CIE{EH A

Handles.PositionHandle() - ®IXl =&
Handles.RotationHandle() - 3 & X &
Handles.ScaleHandle() - AH & X &
Handles.FreeMoveHandle() - XtR 0| S
EditorGUI.BeginChangeCheck() / EndChangeCheck()
4l &: ConveyorBeltEditor 2&t s
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