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1.2 MonoBehaviour vs ScriptableObject
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using UnityEngine;

[CreateAssetMenu(fileName = "New Data", menuName = "MyGame/Data")]
public class MyData : ScriptableObject

{

public string dataName;
public int value;

QA &g

: ScriptableObject ScriptableObject 22 A S Al (2 %)
[CreateAssetMenu] Project & 22! =0 44 S %I}
fileName MM ADI2 T 0I5

menuName Create 050 ZAIZ 22 (/ 2 ot Bils)

3.3 Xt AIEZ3l= Attribute

[Header("JtEHIZD2I M=")]
[Tooltip("OIRA 2B Al &%")]
public string description;

[Range(0f, 100f)]
public float percentage;

[TextArea(2, 5)]
public string longText;

[SerializeField]
private int privateValue; // private% Inspector(i %=

[HideInInspector]
public int hiddenValue; // publicO|X|I8t InspectorOiiM =2
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using UnityEngine;

namespace SmartFactory.Data

{

[CreateAssetMenu(

fileName = "New Conveyor Section”,

menuName = "SmartFactory/Conveyor Section Data")]
public class ConveyorSectionData : ScriptableObject

{
[Header("Jl& &E&")]
[Tooltip(" 2t 1% ID")]
public string sectionId;

[Tooltip(" =2t 0I&")]
public string sectionName;

[Tooltip("ZiHIIOIO] EtR")]
public ConveyorType conveyorType = ConveyorType.Roller;

[TextArea(2, 4)]
public string description;

[Header("Secl& Am")]
[Range(@.5f, 50f)]
public float length = 5f;

[Range(0.3f, 3f)]
public float width = @.6f;

[Header("29% &3")]
[Range(1f, 60f)]
public float speed = 10f;

public bool isReversed = false;

[Header("®E Z2c| &3")]
public Vector3 beltDirection = Vector3.forward;

[Header("&HZ HE")]
public ConveyorSectionData previousSection;
public ConveyorSectionData nextSection;

[Header("AEH")]
public EquipmentStatus status = EquipmentStatus.Idle;

// AL HAE
public float GetTransportTime()

{
if (speed <= @) return 0;
return (length / speed) * 60f;
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public class ConveyorBelt : MonoBehaviour

{

[Header("Data Reference")]

[SerializeField] private ConveyorSectionData conveyorData;

[Header("Runtime Status")]
[SerializeField] private bool isRunning = true;
[SerializeField] private float currentSpeed = 10f;

private void Start()
{

}

LoadSettings();

private void LoadSettings()

{

if (conveyorData != null)

{

currentSpeed = conveyorData.speed;
isRunning = conveyorData.status == EquipmentStatus.Running;

}

public void RefreshSettings()

{
LoadSettings(); // &

SerializeField Al 2

private Z =0l [SerializeField]|E 2
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[CreateAssetMenu(menuName = "SmartFactory/Production Line Database")]
public class ProductionLineDatabase : ScriptableObject

{

[Header("&Hl CIOIE")]

public List<RobotCellData> robots = new List<RobotCellData>();

public List<ConveyorSectionData> conveyors = new List<ConveyorSectionData>();
public List<WorkStationData> stations = new List<WorkStationData>();

//ID= A
public ConveyorSectionData GetConveyorById(string id)
{

}

// SEHE ZH
public List<RobotCellData> GetRobotsByStatus(EquipmentStatus status)
{

}

/] SA
public int GetTotalEquipmentCount()

{

return conveyors.Find(c => c.sectionId == id);

return robots.FindAll(r => r.status == status);

return robots.Count + conveyors.Count + stations.Count;
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Custom InspectorE & oll ScriptableObjecte] H& UXE A &S = USLICH
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using UnityEngine;
using UnityEditor;

[CustomEditor(typeof(ConveyorSectionData)) ]
public class ConveyorSectionDataEditor : Editor

{

private ConveyorSectionData data;
private SerializedProperty speedProp;

private void OnEnable()

{

data = (ConveyorSectionData)target;
speedProp = serializedObject.FindProperty("speed");

}

public override void OnInspectorGUI()

{

serializedObject.Update();

// HAE Ut
EditorGUILayout.lLabelField("&£% &&", EditorStyles.boldLabel);
EditorGUILayout.PropertyField(speedProp);

// HE

if (GUILayout.Button("=&% 2[41"))

{
Undo.RecordObject(data, "Reset Speed");
data.speed = 1of;
EditorUtility.SetDirty(data);

}

serializedObject.ApplyModifiedProperties();

A &3
[CustomEditor(typeof(...))] o B0 28K XA
serializedObject Undo/Redo XI&5ts X 25t 23
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Undo.RecordObject
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// fIgs 2

currentSpeed conveyorData.speed; // NullReferenceException!

// W 2ES RS
if (conveyorData != null)

{
}

else

{

currentSpeed = conveyorData.speed;

currentSpeed = 10f; // J|l=gt

¥ &4 5:Undo XI& 10| gt ¢

// Undo C+E
data.speed = 20f;

// ¥ undo X &

Undo.RecordObject(data, "Change Speed");
data.speed = 20f;
EditorUtility.SetDirty(data);
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