SNEKTPOHHAA KHUT A ?

CospaHue mopaynbHOM .
UrpoBoU apxXuTeKTypbl B Unity
c nomMmolulbto ScriptableObjects
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BBengeHume

O6bekThl ScriptableObject yacTo Ha3blBatOT «KOHTEMHEPaMU AaHHbIX», OQHAKO Takoe
onpegeneHne He packpbiBaeT BCEX UX BO3MOXHOCTEN. [pn npaBuUNbHOM NPUMEHEHUN
06bekTbl ScriptableObject nomoratoT yckoputb paboumnin npouecc B Unity, cokpaTUTb pacxop,
NamsTh U yNPOCTUTb apXUTEKTYPY KOAa.

B aTom pykoBoAcTBe coGpaHbl COBEThI NPOPECCUOHANbHBIX Pa3paboTYMKOB MO MPUMEHEHMIO
06bekTOB ScriptableObject B peanbHbIx NpoekTax. B yacTHOCTK, NpuBegeHbl NpUMepbl UX
NCMNOMb30BaHUs B KOHKPETHbIX MaTTepHax NpoeKTUPOBaHUS U CMOCO6bLI M36exaTb
pacnpocTpaHeHHbIX OWNBOK.

O6bekTbl ScriptableObject nomoratoT cnegoBaTtb NPMHLUMNAM YUCTOrO Koga, OTAENSS OaHHbIe
OT norukun. bnarogaps aToMy U3MeEHEHNST peXxe Bbi3blBaOT HEMpeaBUAEHHbIE NOGOYHbIE
3¢ deKThl, @ Kog, CTAaHOBUTCSH MPOLLE TECTUPOBATb U pa3BMBaTb MO MOAYIEHOMY MPUHLMNY.

C o6bekTamu ScriptableObject MOXHO MHTepaKTUBHO padoTaTb B pegakTope Unity, noatomy
OHW 0COBEHHO YA06HbI ANt COBMECTHOM paboThbl NPOrpaMMUCTOB M CNeLnanucToB 6e3
HaBbIKOB NPOrpamMMmnpPOBaHUs, HaNnpUMep XyAOXXHUKOB M An3aiHepoB. B aTom pykoBoacTBe
Mbl PaCCMOTPUM HECKONbKO NpnemMoB adpdeKTBHOro npumeHeHuns ScriptableObject.
Hapeemcs, oHV fONOMHAT Bal paboynin MPOoLECC M YNPOCTAT HACTPOMKY MPOoeKTa.

MO3HaKOMMMCSH C He3aMeTHbIM FrepoeM UIrPOBOW apXUTEKTYPbI - CKPOMHbIM ScriptableObject.
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YTO Takoe

ScriptableObject?

ScriptableObject - 370 06beKT Unity, KOTOpbIN HE ABNSIETCA YacTbio ak3emnnsapa GameObject.
Ha ero ocHoBe MOXHO c03aTb NOMNb30BaTENLCKUIN KNAaCC C COBCTBEHHBLIMU NEPEMEHHBIMU U
MeToAaMM, HO C MEHbLUMMW HaKNagHbIMK pacxogamu, 4em y MonoBehaviour.

Y ScriptableObject HeT Transform, 1 OH HaxoAWUTCS BHE MepapXmu CLUeHbI. Takon 06bekT
CyLLeCTBYeT Ha YPOBHe NpoeKTa B BUAE acceTa, NOAo6HO MaTepuany nnu 3D-mogenu.

0O6bsBuTb ScriptableObject moXHO cnegyrowmm o6pa3om:

[CreateAssetMenu(fileName="MyScriptableObject") ]
public class MyScriptableObject: ScriptableObject

{

public int someVariable;

Kak BngHO 13 NnpMBeAeHHOro Koaa, Knacc Hacnegyetcsa He oT MonoBehaviour, a oT
ScriptableObject.

ScriptableObject Henb3sa Hanpsamyto Npukpenntb K GameObject. BMecTo 3Toro atpmbyT
CreateAssetMenu go6aBnsieT COOTBETCTBYIOLLYIO KOMaHAYy B MEHHO.

© 2025 Unity Technologies 61375 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.1/Documentation/Manual/class-ScriptableObject.html

OTtkponTte Assets > Create > MyScriptableObject unu wenkH1Te npaBon KHONKOW MblLK B
OKHe Project, 4To6bl co3gaTb NOMb30BaTENbCKMI acCeT Ha OCHOBe knacca ScriptableObject.

@ GameSystemCookbook - SampleScene - Windows, Mac, Linux - Unity 2021.3.7f1 Personal <DX11>
File Edit Assets GameObject Component Jobs Window Help

W~ & @ My Scriptable Object

= Hierarchy L e s Game Folder
i O P @@ | B
@_S_smp\e?:ene H C# SCFiDt
’ ¥

20 :
Show in Explorer Visual Scripting ’
Open Shader Graph 4

Shader ’
Shader Variant Collection
Copy Path Alt+Ctrl +C Testing ’
Playables ’
Assembly Definition
Assembly Definition Reference
Import New Asset... Text >
Import Package b TextMeshPro i

Export Package... Scene

. Scene Template
Select Dependencies

Refresh Ctrl+R Volume Profile
Reimport Scene Template Pipeline
Reimport All Prefab

Audio Mixer

Update UXML Schema

i Rendering 4
Open C# Project .
N - . Material
View in Import Activity Window
Lens Flare
Properties... Lens Flare (SRP)
Render Texture

Lightmap Parameters
M Packages Lighting Settings
Custom Render Texture

CospaHnue ScriptableObject

Mocne aToro no60KM gPYyron CKPMNT CMOXET CChbNaTbCA Ha faHHbIN acceT ScriptableObject ns
NOGON CLLeHbl C MOMOLLIbIO NONSA:

public class MyMonoBehaviour : MonoBehaviour

{
public ScriptableObject soInstance;

O6bekThl ScriptableObject oco6eHHO NonesHbl AN AaHHbIX, KOTOpble He TpebyeTca N3MeHATb
BO BpPeMsi BbINOSIHEHMS.
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O6bekThl ScriptableObject aBnatoTca nonHonpaBHbIMKU 06bekTamu Unity, MO3TOMY X MOXHO:

- XpaHUTb B NepeMeHHbIX

- [InHamMunyeckn cosfaBaTb U YHUUTOXATb BO BPEMS BbIMOSIHEHUS
- MNepepaeaTb B Ka4yecTBe apryMeHTOB

- BosBpaluaTb U3 MeTOA0B

- BkntoyaTb B CTPYKTYpPbl AaHHbIX

- CepuanusoBatb U
JecepuanusoBaTb

MocneaHnn NyHKT OTpaXkaeT Of4HY M3 KIToUYeBbiX 0COH6eHHOoCcTen 06beKToB ScriptableObject:
OHW MOryT oTo6paxkaTbCs B OKHe Inspector. bnarogaps aTomy nx nons yao6Ho
npocMaTpuBaTb M N3MeHATb B pegaktope Unity.

Ecnun nameHntb 3HayeHns o6bekTa ScriptableObject Bo BpeMs BbINOMHEHWS, Urpa OBHOBUTCS
cpasy. Nocne BbIxoaa U3 pexunma Play 3T 3HauyeHusa coxpaHATca. ITo yA06HO Ans
renmM-gusanHepoB, KOTOPbIM HY>XHO HacTpauBaTb 6anaHc 6e3 HanncaHus Koga. Kpome Toro,
006beKTbl ScriptableObject yacTo coxpaHAT N3MeHeHNst BO BpeMsi paboTbl MPUNOXEHUS, YTO
JaeT UM psaf NPeMMyLLecTs Mo CPaBHEHUIO C UCNofb3oBaHMeEM Tonbko MonoBehaviour.

o Cepuanusauums

Cepmanmaum - 3TO aBTOMaTn4yeckoe r|pe06pasoBaHme CTPYKTYP AaHHbIX Unn COCTOSIHUM
06beKTOB B popMar, KOTOprl7I y,D,O6HO XpaHUTb U No3Hee BOCCTaHaBnuBaTtb. Cuctema
cepunanusaumun Unity Co6MpaeT pa3po3HEHHbIE B MaMATU AlaHHble N pacronaraeT ux
nocnenoBaTesibHO.

MonyyYeHHbIN NOTOK AaHHbIX MOXHO COXPaHUTb B 6a3e AaHHbIX, paitne unm namsaTtu.
[ecepunannsaumsa BeINOMHAET 06paTHoe Npeo6pas3oBaHue.

Cepuanusauus dain Jecepuanusaums

O6bekT BanTbl / \ BanTbl
l l \ basa

AaHHbIX

Cepvanusaums npeo6pasyeT 06beKT B NOTOK 6aUTOB, YTOGbI COXPaHWUTb ero Nn6o nepefatb B NaMsaTb, 6a3y AaHHbIX Unu Gann.
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Mpw pa3paboTke Ha CH# nerko He 3agyMbiBaTbCA 06 OpraHM3aumm NnaMmsaTi, OfHaKo BaXKHO
3HaTb, Kakne BCTPOEHHbIE BO3MOXHOCTH Unity MCNONb3yoT cepnannsaumio:

- CoxpaHeHue 1 3arpysKa: ec/in OTKPbITb Gais cLeHbl .unity B TEKCTOBOM peaakTope 1 BKIUYNTb
NPUHYAUTENBbHYIO TEKCTOBYIO CEpuann3aumnio, cepnanmsatop 6yaet ucnonb3osats YAML B
KauyecTBe BHYTPEHHero popmara.

- OKHo Inspector: aToT nHTepdenc He obpallaetca K APl CH#, 4To6bl MONYYUTb 3HAYEHUS
npoeepsieMoro o6bekTa. BMecTo aToro oH NpocuUT 06BHEKT cepuannsoBaTb cebs U1
OoTO6paXkaeT noflydeHHble faHHble.

- MNpedabbl: BHYTpM Nnpedab npencraBnseT Co60M cepnanm3oBaHHbI NOTOK SAHHbIX
06bekToB GameObject n koMnoHeHTOB. 3k3eMnnsp npedaba XpPaHUT CMUCOK N3MEHEHUN,
KOTOpble cnegyeT NPMMEHNTb MOBEPX CEPUANM30BAHHbIX OaHHbIX.

- Co3gaHue ak3emMnnspa: Npu co3gaHum ak3emmnspa npepada nim o6bekta GameObject Ha
cueHe Unity cepranusyeTt UCXOAHbIN O6BbEKT, CO3[aeT HOBbIN, a 3aTeM gecepuanusyet
OaHHble B HOBbI OGBHEKT.

Mogpo6Hee o cepuanusaumm B Unity cM. B 3TOM cTaTbe 6510ra 1 Bugeo «Kak paéortaet
cucTema cepuanusaumm Unity».
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ScriptableObject
n MonoBehaviour

Ha nepBbit B3rnsag o6bekTbl ScriptableObject ycTpoeHbl npocTto: ux APl cogep>XuTt Bcero
HECKONIbKO MeTo4oB. B faHHOM cryyae 3TO MpeuMMyLwecTBo, MOCKOMbKY YeM NpoLe cucTema,
TEM MeHbLUEe BEePOSATHOCTb OLIMBOK.

Monobehaviour ScriptableObject

UML-gunarpamma
o6bekToB Unity

Kak n MonoBehaviour, knacc ScriptableObject HacnegyeTcsa ot UnityEngine.Object.
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CpaBHeHue

Jlyywe Bcero noHATb ScriptableObject B cpaBHeHUN C pOACTBEHHBIM MY K/TaCCOM
MonoBehaviour. B Tabnuue nokasaHbl X CXOACTBA U pa3nnuums.

MonoBehaviour ScriptableObject

N MonoBehaviour, u ScriptableObject sBnstoTcs Tunamm,
CKpUNTOB.

Knaccbl MonoBehaviour u ScriptableObject Hacnegytotcs ot UnityEngine.Object.

KomnoHeHTbl MonoBehaviour nonyvatot 061bekTbl ScriptableObject He nonyvalT

o6paTHble Bbi30oBbl OT Unity. 60/bLUMHCTBO OGPaTHbIX BbI30BOB )XU3HEHHOIO
yukna Unity, Takux kak Update, Start u
FixedUpdate.

YTO6bI CBA3aTb MeTOoAbl C Uuknom PlayerLoop

WrPOBOTO ABWXKA, HA3OBUTE X B Bo BpeMms BbINOMHEHUs 06beKThl ScriptableObject

COOTBETCTBMMN C GYHKLMAMM COOLITUN No/IePXXMBaOT OrpaHNYEHHbI HaBop GYHKLMI

MonoBehaviour, Hanpumep Update(). coBbiTui: Awake, OnEnable, OnDestroy u
OnDisable. PepgakTop Unity Takxxe Bbl3biBaeT

Hanpumep: Start, Awake, Update, OnValidate n Reset npu pa6oTe ¢ okHOM Inspector.

OnEnable, OnDisable,

OnCollisionEnter
B ScriptableObject moxHO onpepenaTs u

apyrue metogbl, Ho PlayerLoop He Bbi3bliBaeT
X aBTOMaTUYECKMU.

Bo Bpems BbINONIHEHUS KOMMOHEHTbI O6beKTbl ScriptableObject He npuBsA3aHbI

MonoBehaviour gonmkHbi 6biTb K KOHKpeTHoMy GameObject.

npukpenneHbl K o6bekTam GameObject.

[Onsa co3gaHusa MonoBehaviour Bo CoxpaHsanTe 06bekTbl ScriptableObject B

BPEeMS BbINOSHEHNUSt ucnonb3ymnTe API oTAenbHbIX Ganiax acCceToB Ha YPOBHE MPOEKTa,

AddComponent. a 3aTeM o6pawantechb K acceTy ScriptableObject
n3 KkomrnoHeHTa MonoBehaviour unu gpyroro
cKpunTa.

AaHHble MonoBehaviour coxpaHstoTcs Kaxpbin ak3emnnsp ScriptableObject mo)xHo

BHYTpPU cLeH u npedabos. CoXpaHUTb B oTAEeNbHOM (daine acceTa Ha

YPOBHe NpoekTa.

B pegakTope Unity nusmeHeHus 3SHaueHUn B pepakTope Unity uameHeHuss 3HaueHUn
MonoBehaviour c6pacbiBaloTcs nocne ScriptableObject He c6pacbiBaloTCcsa nocne
BbiXxopga us pexxuma Play. Bbixoga u3 pexxuma Play.

B aBTOHOMHOW C60pKe U3MEHEHUSA
3HauyeHui ScriptableObject Bo Bpems
BbINOSIHEHUS HE COXPaHSAIOTCA.

MonoBehaviour u ScriptableObject nogaep)xuBaloT cepuannsanmio U OTO6paXKkaloTcs B OKHe

LInspector
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O6paTHble BbI3OBbLI M COOBLLEHNA

O6bekThl ScriptableObject nopgaep>xuneatoT nMWb YacTb QYHKLMA COBBITUIN, [OCTYMHbIX
MonoBehaviour. B HUX MOXHO co3faBaTb CO6CTBEHHbIE METOAbI, HO BbI3bIBaTb 3T MeTOAbI
Heo6X04MMO CaMoCTOosATENIbHO. B Tabnuue HXKe npuBedeHbl TONbKO METOAbI, KOTOpble
PlayerLoop Bbi3biBaeT aBTOMaTU4ECKW.

dyHKUUA Korga

co6bITUA BbI3blBaeTCH

(Bo Bpems

BbINOJIHEHUS)

Awake Bri3biBaeTcsi Npu 3anycke ckpunTta ScriptableObject, aHanormyHo o6paTtHoMy

BbI3oBY Awake y MonoBehaviour.

Awake Takxe BbINOSHAETCS Npu 3anycKe Urpbl UK 3arpy3Ke CLEHbl, CoaepXallen
CCbINIKY Ha accerT ScriptableObject.

OnEnable Bbi3biBaeTCcs cpasy nocne Awake npu 3arpyske unmn cosgaHun aksemnisapa
ScriptableObject.

OnEnable BoinonHsAeTcs npu Bei3oBe ScriptableObject.Createlnstance nnn nocne
yCnewHoW NOBTOPHOM KOMMUASALMU CKPUNTOB.

OnDisable Bbi3biBaeTcs, koraa ScriptableObject BbIxognT 13 061acTn NCNOb30BaHUSA:
Hanpumep, Npu 3arpyske CueHbl 63 CCbINIOK Ha ero acceT UM HENoCPEACTBEHHO
nepepn OnDestroy aTtoro ScriptableObject.

Unity Takxxe BbinonHaeT OnDisable nepen noBTOpHOM KOoMNMnsauMen ckpunTtos. Mpu
BXxoge B pexum Play metog OnDisable BbI3biBaeTCsi HEMOCPEACTBEHHO NeEpes,
OnEnable.

OnDestroy Bri3biBaeTcst Npy yHMUTOXeHumM ScriptableObject, Hanpumep npu ero yganeHnn B
pepakTope Unity unm 13 koga.

Ecnun ScriptableObject co3gaH Bo Bpems BbinonHeHus, OnDestroy Takxe
BbI3bIBAETCS NPWU 3aBePLUEHUN MPUNOXEHUS UK Bbixoae pedakTopa Unity ns
pexuma Play. NpumeyaHune: yHUUTOXaeTcs ToNbKO HaTUBHasa C++-4acTb
o6bekTa. MogpobHee cMm. pasgen «Co3gaHne U XU3HEHHbIA LMK,

DYHKLUMU Korna

TOJNIbKO Ana

penakTopa Unity BbI3blBaeTcCA

OnValidate BbIinonHsaeTcs Npu 3arpyske CKpunTa unm MUsMeHeHun 3HaudeHus B okHe Inspector.
MeTopn, MOXHO UCMOMb30BaTh, YTOOLI YAepXXNBaTb AaHHbIE B 4ONYCTUMOM
OmnanasoHe.

Reset Bbi3biBaeTcs nNpu Bbibope KoMaHabl Reset B KOHTEKCTHOM MeHKO OKHa Inspector.

YT06bI YHUUTOXMUTb ScriptableObject, yoanute ero B pegaktope Unity nM60 BbI3oBUTE
Destroy nnu Destroylmmediate Bo BpeMsi BbINOSIHEHWS.

Hwxxe KpaTKo nokasaHbl QYHKLMM COBBITUIN N XXU3HEHHbIN UMK ScriptableObject. CpaBHuTe
UX C MOPSIAKOM BbIMOSHEHMS QYHKLMI coBbIT MonoBehaviour, ABurasicb CBepxy BHU3.
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Awake
NHuumanusauus

OnEnable

PepakTop Unit
Reset AakTop Tty

OnDisable

3aBeplLueHue pa6oTbl

OnDestroy

®yHKUMK cobbiTui ScriptableObject 1 NOpAAOK UX BbIMOAHEHNS

dannsl

OpHO 13 rnaBHbIX pasnuumin mexxay MonoBehaviour u ScriptableObject 3akntoyaetcs B
crnoco6e CoXpaHeHUs JaHHbIX.

Unity cepunanusyeTt komnoHeHTbl MonoBehaviour BHyTpu dannos cueH unu npedabos.
CoxpaHatoTca crnegyrolme aaHHble:

- Cam MonoBehaviour

- CBfA3aHHbIM ¢ HUM GameObject

- Ero Transform

- OcTanbHble KOMMOHeHTbl 1 MonoBehaviour Ha Tom xxe GameObject

~ GameObject

My Monobehaviour (Script)

MonoBehaviour npukpennsetcs
K GameObject

Add Component

ScriptableObject HaxoauTcsa B
npoekTe

ScriptableUbject v VionoBehaviour

B otnnume ot MonoBehaviour, Unity coxpaHsieT 06bekThbl ScriptableObject B oTgenbHbIX
dannax accetoB. Takue pannbl MeHbLUE, a flaHHble B HUX Jlyylle 060CO6MeHbl, YEM B Cllyyae C
MonoBehaviour.
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Ecnu B okHe Project Settings > Asset Serialization Bbi6paTe Mode: Force Text, acceT
ScriptableObject MOXHO OTKPbITb B TEKCTOBOM pefakTope. OH 6yaeT BbIrnsageTb NpuMepHo
Tak:

YAML 1.1
TAG !u!
--- lull114 &11400000

MyScriptableOb..

- 115eee00, : 3fc7a749f692b41419234501022d8428,
MyScriptableObject

%]

Ok3emnnap ScriptableObject,
CepMaJ‘IMSOBaHHbII;I B TEKCTOBOM Buae

@ YAML - He A3bik pasmeTky

Unity ncnonb3yeT BbICOKONPOW3BOAUTENbHYIO GMGNMOTEKY Cepuanun3aunmn, peanmnsyoLLyto
NOAMHOXeCTBO cneunoukaumm YAML. OTo erkoBecHbi 1 ygo6o4ntaemMbin A3bIK,
poacTBeHHbIn XML 1 JSON.

B YAML fgaHHble opraHM3oBaHbl B MepapXxunio BNOXEHHbIX 3/IEMEHTOB. Y KaX4oro o6bekTa
ecTb Class ID, File ID n Tun o6bekTta. O6patute BHUMaHue: ana ScriptableObject
ucnonbayetcsa TMn «MonoBehaviour», a He OTAEeNbHbI COBCTBEHHbIV THM.

ID knacca ID ¢paina

\ \
—= lulll4 &11400000
Tun o6bekTa > -

I1apb| K/No4Y-3HayeHue

3aronoBok 06beKkTa B
YAML

Mop kaxabiM 06 bEKTOM nepeyuncrneHbl ero cepunann3oBaHHble CBOWCTBa B BUAe nap «KJikou -
3Ha4YeHune».

Mogpo6Hee cM. cTaTbio «Pasbupaemcs B A3bike cepunanusaumm YAML B Unity».
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Co3gaHne 1 XU3HEHHbIV LKA

XusHeHHbIn umkn ScriptableObject MoxoX Ha XXM3HEHHbIN LUK N060ro Apyroro acceta
npoekTa, HanpuMep MaTtepuana WM TEKCTYpbI.

Kak 1 B npeabiayliemM npumepe, o6aBbTe K cKpunTy aTpmbyT [CreateAssetMenu], 4Tobbl
€03[aTb NOb30BaTesNbCKY0 KOMaHAy MeHto B pegakTope Unity. lNMpu He06X0AMMOCTU MOXHO
3agaTb umsa darna no ymonyaHuto yepes fileName 1 nopagok nyHKTa MeHto Yyepes order.
Huxe nokasaH Hanbonee pacnpocTpaHeHHbIN cnocob co3gaHus acceTa ScriptableObject.

[CreateAssetMenu(fileName="MyScriptableObject" ]
public class MyScriptableObject: ScriptableObject

{

public int SomeVar;

YTo6bl co3paTtb ak3emnnsp ScriptableObject Bo Bpems BbINOMHEHMS, BbI3OBUTE CTaTUYECKUN
mMeTop Createlnstance:

ScriptableObject.CreateInstance<MyScriptableObjectClass>();
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o YHuutoxxeHue ScriptableObject

Kak u gpyrue o6bekTbl Unity, ScriptableObject cocTouTt n3 HatuBHon C++-4acTu u
ynpasnsiemon CH#-4yacTu. HaTUBHYO YacTb MOXHO YHUYTOXMUTb HanpsiMyto, HO ynpasnsemas
OCTaHeTCsl 0 0YUCTKM cHopLLMKoM Mycopa (GC). Takas 0UMCTKa BbINOHAETCS NPU CMeHe
cueHbl unu BblzoBe Resources.UnloadUnusedAssets.

HaTtuBHas cTopoHa Ynpaensemas CTOpoHa

C++ 1 CH

Ak3emnnsp C++ ScriptableObject '8 Sk3emnnsap C# ScriptableObject

Ccbinka Ha ScriptableObject

Y ScriptableObject ecTb HaTVBHasA 1 ynpaBnsiemasi 4actu.

YTo6bl He 3afep>XuBaTb COOPKY Mycopa, SBHO NpucBomnTe null BCeM CChifikam Ha acceT
ScriptableObject.

MpumeyaHme: ccbinkmn BaXKHO 0OHYNUTbL A0 BbldoBa Destroy unu Destroylmmediate. ViHaue
cchblfika B pegakTope Unity MoXeT oTo6parkaTbca Kak null, XoTa ynpaBnsieMbli 0GbeKT BCe
elye cyuwecTtByeT. GC 04NCTUT ero ToSIbKO MOCNe yaaneHus BCeEX CCbIIOK Ha
ScriptableObject.

OcCBOMB CO3[aHNE U YHUUTOXEHNE COOCTBEHHBIX ScriptableObject, MOXHO nNepenTun K 6onee
TBOPYECKUM criocobam X NPUMEHEHUS B Urpe.
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KOoHTenHephl
OAHHbIX

Yawe Bcero o6bekThl ScriptableObject ncnonb3yroT kak KOHTENHepPbl 0BLLMX CTaTUUYECKNX
OaHHbIX, OCOBEHHO KOH(])VIpraLI,VIVI Urpbl, KOTOpPaa He NUSMeHAeTCA BO BpeM4A BbINO/THEHUA.

TunuyHble BapuaHTbl NpMMeHeHuss 06bekToB ScriptableObject:

- NHBeHTapb: TUN NpeaMeTa, 3Ha4YoK, pefKoCcTb, APPeKThI

- XapaKTepucTmMku BparoB, UrpOKOB U NPeAMETOB: 300POBbE, YPOH, CKOPOCTb, NapamMeTpbl VA
- Ha6opbl ayguno: rpynnbl KNAUMNOB AN waros, 38YKoB Ul 1 3aUMKIeHHbIX $OHOBbLIX 3BYKOB

- KoHOUrypaumoHHble Gaisibl: HACTPONKM CIIOXHOCTH, KpUBLIE Nporpecca, TabnuLibl NOSIBNEHNUS 0GbEKTOB

- [JaHHble ananoros

Bo Bpemsi BbINOMHEHUS 3TN AaHHbIE MOXHO XPaHWUTb B KOMNOHeHTax MonoBehaviour, Ho aTo
He Bcerpa adpdekTnBHo. Kak nokasano cpaBHeHue Bbille, KOMMNOHEHTbI MonoBehaviour
CO03[atoT AOMNOMHUTENbHbIE HakTagHble pacxofpbl, MOCKOMbKY UM HyXeH o6bekT GameObiject u,
no ymonyanuto, Transform. B pe3synbTaTte pagu xpaHeHUss OQHOM0 3HaYEeHNs NPUXOAUTCA
co3gaBaTb 60MbLION 06bEM HEUCMONb3YEMbIX SAHHbIX.
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YT06bI Yy6EeamMTbCs B 3TOM, co3ganTe HoBbIM GameObject ¢ nycTeiM MonoBehaviour. 3atem
OTKpOMWTE Ceprann3oBaHHbIN 06BHEKT B TEKCTOBOM pegaktope. OH 6yAeT BbIrnsgeTb NPUMepHO
Tak:

: 7467558130563611466
. : 2006805663113952451
: 0
: GameObject
: Untagged
]
: 0
]

!
—— Ilul4 &7467558130563611466

: 0

HIL
H/
: 338842853706088653
SO LR N
: -1.1780801, y: -2.6573246, z: -0.01486098
T 68 ke eyl
: 0

H
. e T
—— Iuy!ll4 &2006805663113952451

H
H
: 0
: 338842853706088653

H
: 11500000, : 4d1457d233f8d479795a301859537d5f,

Hogbin GameObject ¢ MuHUManbHbIM MonoBehaviour
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CpaBHuTe ero ¢ nyctbiM ScriptableObject: cTpykTypa Takoro o6bekta 3aMeTHO KOMMaKTHee.

: : 11500000, : a2d85be56clae45d69604547c4544bas,
: PlayerID

ScriptableObject cokpallaeT HaknagHble pacxoAapl Ha XpaHeHWe AaHHbIX.

ScriptableObject ymeHblIaeT 06beM 3aHMMaeMOM NaMATH, MOCKOJIbKY 06XoanTcs 6e3
GameObject 1 Transform. B KpynHbIX KOMMEPYECKMX NPOEKTax 3TO MOXET UMeTb
CylecTBEHHOE 3HayeHne. Kpome Toro, faHHble XPaHSTCS Ha YPOBHE NPOEKTa, YTO OCOBEHHO
YO06HO, eCnNu K HUM TpebyeTcs o6pallaTbCs N3 HECKOMbKUX CLEH.

MoHavany gononHuTenbHble faHHble MonoBehaviour MOryT NoYTH He BAMATL Ha
NPON3BOANTENBHOCTb NPUIOXEHWS, HO N0 Mepe PoCcTa Urpbl 4O KOMMEPYECKOoro MacLutaéa 1
YBENMYEHNS YuCna OObEKTOB BAUSIHNE CTaHET 3aMETHbIM.
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0 [aHHble ScriptableObject n NnocTosHHbIE AaHHbIE

Korpa ScriptableObject Ha3blBatOT KOHTEMHEPAMU JAHHbIX, 06bIYHO UMELOT B BULY
CTaTUYECKYHO MNK O6LLYI0 KOHOUIYpaLMIO, KOTOPYHO He TpebyeTcsa CoXpaHaTb nocrne
N3MEHEHWUI BO BPEMS BbIMOSTHEHWS.

M3meHeHunsa gaHHbIX ScriptableObject coxpaHsitoTca B pegaktope Unity, nogo6Ho
N3MeHeHnsIM MaTepwuana unu npedabda, HO BO BpeMsi BbINOSIHEHMS COBPAHHOIO NPUIOXKEHMS
OHM He 3anucbiBaroTcA. M3ameHeHus ak3emnnspa ScriptableObject B xoge urpbl CyLLecTByoT
TONbKO B MaMATU U TEPSILOTCA MOCIe 3aBePLUEHMS CeaHca.

MoCTOsIHHbIE JaHHblE, KOTOPbIE HY)KHO COXPaHATb MeXay ceaHcamu, 06blYHO 3anuChbiBatoT B
apyrom dopmarte, Hanpumep JSON, XML, MessagePack nnu Protocol Buffers. Mogpo6Hee
CM. pa3gen «[1BonHas cepuanuaaumsa» Huxe.

B c6opke urpbl faHHble ScriptableObject MOXHO M3MEHATbL BO BPEMS BbIMOHEHWS,
Hanpumep ¢ NoMoLLbio NnepemMeHHbIx ScriptableObject n Runtime Set, Ho Takne nsmeHeHwus
BpeMeHHbI. [1pun 3anycke HOBOro ceaHca flaHHble BEPHYTCH K COCTOAHUIO, KOTOPOE 6blf1o
3apUKCMpPOBaHO BO BpeMs COOPKMU.

[ns 3agay NoCcTOsIHHOro XpaHeHus BOCNpUHMManTe aaHHble ScriptableObject kak
OOCTYMHblE TONbKO A/15 YTeHUS. VI3aMeHsieMble NOCTOSHHbIE AaHHble CneayeT XpaHUTb BO
BHELUHEM XpaHW/MLLE C NOAAEPXKKOM YTEHUS U 3aMuCH.

YcTpaHeHne Ay6nnpoBaHua
LaHHbIX

MpepcTaBbTe ThicAYy 06bekToB GameObject, KaXablin C NO/Ib30BaTENbCKUM KOMMOHEHTOM
MonoBehaviour, cogep>Xalum HECKONbKO Mosen.

Ecnu kaXxablh KOMMOHEHT XPaHUT COGCTBEHHYHO KOMUIO OOHMX M TEX XKe 3HAYEHWN, B NaMSTH
Ayo6nupyetca 60nblIoN 06bEM AaHHbIX. TO HEADPEKTUBHO, OCOBEHHO KOrAa AaHHbIe
OJMHaKOBbI 451 BCEX 3K3EMMNAPOB N HE MEHAIOTCA BO BPEMS BbIMOSTHEHUA.

06bEeKT 06beKT 06beKT 06bEeKT 06bEeKT

AaHHble AaHHble AaHHble AaHHble AaHHble

MHO>XeCTBO 06bEKTOB C OAVWHaKOBbIMU NOKasibHbIMU J@aHHbIMW MPUBOLAUT K NIUWIHEMY pacxony namaTn U CHUXEHUKO NPON3BOAMUTENbHOCTH.
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BmecTo fy6nmpoBaHns ctaTMYeckmx AaHHbIX nomecTuTe mux B ScriptableObject. Torga kaxabiv
U3 TbICAYM OGBEKTOB CMOXET CCbITaTbCA Ha 06NN acceT ¢ faHHbIMU. O6beKTbl ByAYyT XpaHUTb
TOMbKO CCbISIKY, @ He OTAENbHYO KOMUIO CaMUX AaHHbIX.

06beKT 06beKT 06beKT 06bEeKT 06bEeKT

&

o6uwme
AaHHble

CoBMeCTHOe UCnonb3oBaHne AaHHbIX
MHOXeCTBOM 06beKTOB Yepe3s ScriptableObject

B npoekTMpoBaHMM NporpaMMHOro o6ecrneyvyeHuns Takasi oNnTMMM3auma U3BeCTHa Kak naTTepH
Flyweight, unu «lNpucnoco6neHeu». NMogobHas pecTpyKTypu3saums Koga ycTpaHsaeT
MHO>XECTBO KOMWUM OHMX U TEX Xe 3HaUeHU U COKpaLLaeT pacxon namsTy.

o MaTTepHbI

NPOEKTUPOBaHUSA
MaTTepHbl NPOEKTUPOBAHUA MOMOratOT CO3faBaTb 60nee rMOKUN U yA06HbIN ANs
COMPOBOXAEHUS KOf, YTO OCOBEHHO BaXXHO B MOCTOSAHHO MEHSIIOLLMXCHA UFPOBbIX MPOeKTax.

Cka4alime 6ecniamHyro 31eKmpOoHHYH KHU2y «[Toseiwiaem yposeHb Ko0a ¢ hammepHamu
npoekmuposaHus u SOLID», ymobel nodpobHee y3Hame o npuHyunax SOLID u nammepHax
NpoeKmupo8aHus.

Ccblinka Ha ScriptableObject 3aHMMaeT ropa3go MeHblle MecTa, YeM NoJSIHasA Konust faHHbIX.
Mo Mmepe pocTa NpoekTa 3KOHOMUSI NaMATK Gnarogapsi yCTpaHeHUo gy6nnkaTtoB MOXeT cTaTb
3HaUUTENbHOW.
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Memory Usage

Managed Memory

YcTpaHeHue Ay6nMpoBaHUs faHHbIX
3KOHOMMT pecypchbl

Memory Profiler cpaBHMBaEeT pacxof NamMsTvi Npu Ay6nMpoBaHum AaHHbIX (A) U1 COBMECTHOM UCMONb30BaHUN AaHHbIX (B).

Taknm cnoco6oM MOXHO XpaHUTb 6onbluMe 06beMbI O6LLMX AaHHbIX. icnonbaynte
ScriptableObject ans cnegytowmx 3agay:

- CoxpaHeHue AaHHbIX B TeYeHue ceaHca paboThl B pegaktope Unity

- CoxpaHeHme AaHHbIX B BUAEe acceTa Ansd ncnosib3oBaHUA BO BpeMsA BbINMOJIHEHUA

B oTnnume ot komnoHeHTOB MonoBehaviour, 06bekThl ScriptableObject Henb3a NnpukpennaTb K
GameObject. BMeCTO 3TOro Ux COXpaHsaHoT Kak acCceTbl MpoekTa. 3To 0CO6EeHHO Y[06GHO, ecnu
npedabd Ucnonb3yeT HeM3MeHsieMble JaHHble B CBOMX KOMMOHeHTax MonoBehaviour.
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[Mpumep pedpakTopuHra

PaccmoTpum komnoHeHT MonoBehaviour, koTopbit ynpasnseT 3goposbem NPC. Ero knacc
MOXHO OnpeaenuTb ClegyroLwmm o6pa3om:

public class NPCHealthUnrefactored : MonoBehaviour
{

[Range (10, 100)]

public int MaxHealth;

[Range (10, 100)]

public int HealthThreshold;

public int CurrentHealth;
}

Takom Kop, paboTaeT, HO COAEPXUT AaHHbIe, KOTOPbIe HE AO/MKHbl MEHATLCA BO BPEMS
BbinonHeHus. Ecnn komnoHeHT NPCHealthUnrefactored npukpenneH KO MHOXeCTBY O6bEKTOB,
B MaMATN BO3HMKAET 60MbLIOE KOMMYECTBO HEHYXXHbIX KOMUA.

0 Inspector

|<-£3| + MNPCUnrefactored

-

Tag Untagged * Layer Default

i Transform

MPC Health Unrefactored (Script)

Health
alth Threshold
ood Health Ai

Low Health Ai

Current Health

MonoBehaviour NPCHealth go pedakropuHra
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[aHHble, KoTopble He TpebyeTcsa N3MEHSATb, MOXHO nepeHecTn B ScriptableObject:

[CreateAssetMenu(fileName="NPCConfig") ]
public class NPCConfigSO : ScriptableObject
{

[Range (10, 100)]

public int maxHealth;

[Range (10, 100)]

public int healthThreshold;
}

ATpnoyT CreateAssetMenu HacTpauBaeT KOMaHAy MeHH. [pu HeOBXOAUMOCTU B HEM MOXHO
yKkasaTtb ums panna no ymonydanuto yepes fileName 1 nopsgok nyHkTa MeHto yepes order.

o CornaweHust no opopMIIeHUIO Kofa B 3TOM PYKOBOACTBE

Onsa HarnagHoCcTU m NPOCTOTblI YTEHNA MHOIrMe npumMepbl Koga B 3TOM pyKoBOACTBE
ynpouweHbl, B HaCTHOCTU UCMNOJNIb3YKOTCA OTKPbITbIE MONA.

B pa6oyem Koge NpuMeHsinTe 3aKpbITble NOMS U OTKPbITbIE CBOMCTBA, YTOGLI Yy4ULIUTb
WHKancynsaumo u rubkoctb. ATpubyT SerializeField no3BonseT oTo6pa)kaTb 3aKpbITble NoNsA B
OKHe Inspector pegakTopa Unity.

CornaweHue 06 MMEHOBaHUN TakxXXe NoMoraeT oTan4YaTb CKpunTbl ScriptableObject ot
ckpuntoB MonoBehaviour. Hanpumep, K MMeHu Knacca MOXHo fo6asnsatb cyddukc Data
nnn SO. 3To HeobBA3aTeNbHO, HO NO3BONAET NyYLle OPraHN30BaThb NPOEKT U U36eXaTb
Heo4HO3Ha4YHOCTH.

Mo mepe pocTa KoAoBOW 6a3bl peKOMeHAYETCS CO3AaTb PYKOBOACTBO MO CTUIO U
rnocneposaTenbHO eMy cnefosaTb. MNoapobHee CM. 3M1EKTPOHHYIO KHUMY «PyKOBOACTBO No
ctunto C# gns Unity 6».

Mocne pedakTtopuHra komnoHeHT NPCHealth ynpolaetca o cnegyrowero suga:

public class NPCHealth: MonoBehaviour
{
// Ccbinka Ha Haw Scriptableobject
public NPCConfigSO Config;
public int CurrentHealth;
}
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Tenepb MonoBehaviour cogep>uTt ccbinky Ha HoBbIn ScriptableObject. Mocne pedakTopuHra
CofepXXMMOe OKHa Inspector BbIrNSAMT MNOYTM TaK Xe, HO JaHHble pasfeneHbl Mexay
o6beKTaMu.

© Inspector

@ v NPCHealth

g Untagged » Layer Default

P Transform

B}  NPC Health (Script)

>onfig (NPC Config)

Current Health

Ccbinka Ha ScriptableObject

© Inspector

=t
ScriptableObj¢ {}

Max Health
Health Threshold
Health Ai

Low Health Ai
NPCConfig

PedakTopuHr pasgenset gaHHble Mmexay MonoBehaviour u ScriptableObject

o Monb3oBaTenbckue

OKHa Inspector

lMpu nepeHoce gaHHbIX B ScriptableObject oHM okasbiBatloTCA B ABYX MecTax: B acceTe
ScriptableObject n B MonoBehaviour, KOTOpbI/ Ha HEro ccolnaeTcs.

YT06bI YyNPOCTUTL PaboTy C KOMMNOHeHTamMu MonoBehaviour, MOXHO co3gaTb
nonb3oBaTenbckun pegaktop Unity. Huxxe npuBegeH npumep gns NPCHealth.

NPCHealth
Untagged ¥ Layer Default

Transform

NPC Health (Script)

Current Health

Health

Monb3oBaTenbckoe okHO Inspector oTo6paxaeT nepemMeHHble ScriptableObject BHyTp MonoBehaviour.
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Tak MOXHO npocMaTpuBaTb NnepemeHHble NPCConfig BMecTe ¢ ocTanbHbIMYM CBOMCTBaMM
MonoBehaviour. Ecnu Bei6paTb ncxogHboin npepad NPCHealth, 3HaueHMs 060Mx 06 bEKTOB
Nerko UsSMeHUTb B O4HOM MecCTe.

[ns nonb3oBaTenbcKoro pegakrtopa Unity 4OCTaTOMHO HECKOMbKMX CTPOK KoAa:

- Co3pgaunte Knacc, npomssogHbiv oT Editor, n coxpaHuTe ero B nanke Editor. NpumeHuTe
aTpmnbyT CustomEditor, ykasas Tnn NPCHealth.

- MNopgrotoBbTe BpeMeHHbIN ak3emnnsp Editor ana ScriptableObject NPCConfig.
- B meToge OninspectorGUI cospavTe Editor gns komnoHeHTa NPCHealth.

- OTpucymnTe copepXXumMoe okHa Inspector 6a3o0Boro knacca u HOBOro NoJsib30BaTeIbCKOro
OKHa Inspector.

using UnityEditor;

[CustomEditor (typeof(NPCHealth))]
public class NPCHealthEditor : Editor
{

private Editor editorInstance;

private void OnEnable()

{

// CbpocuTb 3k3emnnap Editor

editorInstance = null;

public override void OnInspectorGUI()

{

// NpoBepsieMbli LLeNIeBON KOMMOHEHT

NPCHealth npcHealth = (NPCHealth)target;

if (editorInstance == null)

editorInstance = Editor.CreateEditor(npcHealth.config);

// Noka3aTb nepemeHHble MonoBehaviour

base.OnInspectorGUI();
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// OTpucoBaTb OKHO Inspector ans ScriptableObject

editorInstance.DrawDefaultInspector();

aTo0T npuMmep MO>XXHO Pa3BUTb C NMOMOLLbIO MOJIb30BaTESIbCKUX OTPUCOBLUMKOB CBOWCTB "
aTpMBYyTOB pefakTopa. TO NO3BOMUT caenatb paboTy ¢ o6bekTamu ScriptableObject ewe
yao6Hee.

ApPXUTEKTYpHbIE
npevMylLecTBa

ScriptableObject no3BonsieT 4eTKo pa3genuTb obLme U MHAMBUAYaNbHbIE faHHble. Bce
YHUKanbHble AMHAMUYeCKne gaHHble KOHKPETHOro ak3emnnsipa GameObject ocTatoTcs B
MonoBehaviour, a o6wme faHHble xpaHaTcsa B ScriptableObject. OgHako npenmyllecTsa
apXUTEKTYpbl Ha ocHoBe ScriptableObject He orpaHMuYMBalOTCA 3KOHOMUWEN NAMSTH.

Takas peopraHusaums APXUTEKTYpPbl KOAa AaeT HeCKOJIbKO NpenMyLecTB:

- [ln3anHepbl MOryT MeHbLUE 3aBUCETb OT Pa3paboTUYNKOB: €C/N AaHHbIE U NTIOTMKa XpaHATCA B
opgHoM MonoBehaviour, pa3apaGoTumku 1 renm-gusanHepbl PUCKYHOT MeLlaTb paboTe apyr
apyra. Korga aBa YyenoBeka M3MEHSIOT pasHble YacTu ofHoro npedabda nunm cLeHbl, BO3HUKaeT
KOH(MUKT CNNSHUSA, Ha YCTPaHEHWE KOTOPOro yXoauT Bpemsl. BoIHOC 06LWMX JaHHbIX B
HebonblUMe OoTAeNbHble Galsibl U aCCEeTbl CHUXAET PUCK TakMxX NpobneM. ApXuTekTypa Ha
ocHoBe ScriptableObject Tak)xe No3BonseT An3anHepam co3gaBaTb UFPOBOM NPOLIECC, He
obpalasicb NOCTOSAHHO K NPOrpaMMuUCTy.
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Mpu coBmecTHOM paboTe C AaHHBIMW 3apaHee ONnpefennTe NOHSTHLIN NpoLuecc
B3aMMOLENCTBMA MeX Ay KOMaHAaMu. YeTkne OroBOPEHHOCTU U FPaMOTHO
YCTaHOBJ/IEHHbIE FPaHNLbl OTBETCTBEHHOCTM MOMOTYT M36exaTtb Npobnem. Takxe MoryT
noTpe60oBaTbCA AOMNOMHUTENbHbIE MPOBEPKU OWNOOK UK BanMpauns faHHbIX, Hanpumep
aTpmnbyT Range nnu metopg OnValidate ansa orpaHnyeHnss 4ONYCTUMbIX 3HaYEHUN.

- O6LWwmMe gaHHble PegakTUPYHOTCA BLICTPee U C MeHbLMM PUCKOM OLWMBOK: Tenepb BCe
N3MeEHEeHUs BHOCATCA LieHTpanmM3oBaHHo. Hanpumep, 4To6bl usMeHUTb napameTp Bcex NPC,
[IOCTaTOYHO CKOPPEKTMPOBaTh ero B 0AHOM MecTe, Moc/ie Yero HOBoe 3HayeHne NPUMEHMUTCS
KO BCEM 3aTPOHYTbIM KOMMOHEHTaM BO BCEX CLIeHaX.

OTO yMeHbLUaeT BEePOATHOCTb OLIMBOK, BO3HUKAIOLWMX MPU PYYHOM MaccoBOM
pefakTMpoBaHUN MHOXeCTBa OTAe bHbIX 06bekToB GameObject. MNepeHoc faHHbIX B
ScriptableObject Takxe ynpoLiaeT KOHTPO/b BEPCUI 1 NOMOraeT nNpeaoTBpaLlaTh
KOHQNUKTbI CANAHNA, KOrAa YYaCTHUKM KOMaHAbl paboTatoT C OQHOM CLEHOWN Unn
npedabom.

- CoxpaHsinTe U3MeHeHUss UrPOBOro NpoLecca, CAenaHHble B pexunme Play: pexum Play B
pepakTope Unity no3BonsieT gusanHepam sKCNepuMeHTUPOBaTb C UFPOBLIM NMPOLECCOM U
HacTponkamu. OgHako nsameHeHns B MonoBehaviour TepstoTca nocne Bbixoga U3 pexxmma
Play, nockonbky Unity ygansaet BpeMeHHYH KOMUIO CLEHBI.

ScriptableObject aBnsieTca acceTom, MO3TOMY U3MEHEHNSI €ro 3HaYEHUIN COXPaHAIOTCS
He3aBMCKMMO OT Toro, Haxogutcs nu Unity B pexume Play. 3To yao6Ho, ecnv napameTpbl
TpebyeTcs HacTpanBaTb BO BPEMS BbIMONIHEHMUS.

OpfHaKo 3TO MOXET CTaTb HEAOCTaTKOM, ECNIN U3MEHEHUS NOHAA0OUTCS OTMEHUT.
Mcnonbaynte Unity Version Control nnm gpyryto cucteMy KOHTPONSA BEPCUA, YToBbl Mpu
HeO06X0AMMOCTM BCErAa MOXHO 6bl/I0 BOCCTAaHOBUTbL MPEeXHee COCTOsHME NPoeKTa.
MoppobHee cM. pyKOBOACTBO «PekoMeHaaLmm No KOHTPOMO BEPCUA U OpraHM3aLmm
npoekTa (n3gaHume gns Unity 6)».

- CokpallanTe Bpems 3arpy3Ku CLEH: MpU CoOXpaHeHunu cueHbl nnu npedaba Unity
cepuanunayeT BCe UX COAepXumMoe, BKNtoyas Kaxabin GameObject, Bce npukpensieHHble K
HeMY KOMMOHEHTbI U Kaxgoe oTKpbiToe none. Mpu atom Unity He npoBepseT AaHHble Ha
ayoénupoBaHue.

MepeHoc paHHbIX B ScriptableObject MoXeT yMeHbLUTb pa3mMep cLeH 1 npedabos u
3aMeTHO YCKOPUTb MX 3arpysKy U COXpaHeHue.
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o MepemeHHble ScriptableObject

O6Lwme KOHTEeNHepPbI AaHHbIX MOXHO cAenathb elle 6onee cneunann3vpoBaHHbIMU: OAWH
ScriptableObject 6yaeT npeacTaBnsaTb BCEro 0gHO 3Ha4YeHne. Hanpumep, MOXHO co3aaTb
knacc ScriptableObject ¢ meHewMm IntVariable n eQUHCTBEHHBLIM OTKPLITLIM NofieM value:

using UnityEngine;

[CreateAssetMenu(menuName = "Variables/Int", order = 1)]
public class IntVariableSO : ScriptableObject

{

public int value;

3aTtem IntVariable moxHo ncnonb3osatb B MonoBehaviour. Hanpumep, knacc PlayerHealth
6yaeT BbIrAgeTb Tak:

public class PlayerHealth : MonoBehaviour

{
public IntVariableSO health;

O6bIvHO ScriptableObject BocnpuHMMaeTcs Kak XpaHUNNLLE HEM3MEHSAEMbIX 3HaYeHUN,
OfHAKO B HEro MOXHO 406aBUTb METOAbI, KOTOPble OBGHOBASIOT AaHHbIE BO BpeEMS
BbINOIHEHUA M BOCCTaHaBNMBAOT HayanbHOE 3HaYeHWe nocne Bbixoda 13 pexuma Play.
Takum o6pasom, ScriptableObject MoXeT paKTMUEeCKM BbINOHATb POSib NEPEMEHHON 1
XPaHWTb Lenble YACna, Yucna C nnaBatoLen TOUKON, MOrnyeckme 3HauYeHns u gpyrue
OaHHble.

Mocne aToro ansanHepbl CMOryT CaMOCTONATENbHO 3a4aBaTh JaHHbIE A1 UTPOBOW JIOTUKK,
He obpallasiCb KaXabl pa3s K pa3paboTunky. Ho Takomn nogxopn TpebyeT npeaBapuTenbHOro
nnaHupoBaHus. BmecTe ¢ agn3anHepamu onpepenute, Kak pacnpeaentb OTBETCTBEHHOCTb
3a CO3[aHune JaHHbIX UTPOBOro Npouecca.

naBHOE - yCTaHOBUTb YETKME rPaHULbl COBMECTHOM paboTbl. Hanpumep, komaHga
NpPOrpaMMMCTOB MOXET NOAroToBUTL 06beKThl ScriptableObject ans cuctemMbl UHBEHTapS, a
KOMaHAa fM3avHepOoB 3aTeM 3aMno/IHUT XapaKTePUCTUKN U NOBELEHNE KaXKA0ro UrpoBoro
npegmerTa.

JononHutensHble CKpUNTbI pegakTopa Unity MoryT coenaTb 3TOT NpoLecc noytu
6eCLIOBHbIM. Hanpumep, MOXHO AaTb NO/b30BaTes0 BO3MOXHOCTb NepekstoyaTb Nnoss B
OKHe Inspector mexay o6Wwmum 3HavyeHmem u3 ScriptableObject n koHcTaHTON. Torga
KOMaHZa reMm-gmsanHa nonyymT 60nblue CBOGOAbI U CMOXET Nepeonpeaenstb AaHHble
ScriptableObject ons oTaenbHbIX 3K3eMMIAPOB.
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Mpumep IntVariable Ha ocHoBe ScriptableObject n3 npoekTa Unity Atoms ¢ OTKpPbITbIM UCXOAHBIM KOAOM

O peanusaumm Takoro noBefeHnst B COGCTBEHHbIX MPOEKTax pacCcKa3biBaeTcs B foknage
«MrpoBas apxutekTypa c ScriptableObject» ¢ koHdpepeHunn Unite Austin. Takxke MOXHO
ckaydaTb npoekT Unity Atoms C OTKPbITbIM UCXOAHbIM KOAOM U N3y4nTb paboyyro
peanusaunio nepemeHHbIx ScriptableObject.

[BonHas
cepunanmsaums

B Unity MOXHO coyeTaTb pasHble cnocobbl cepuanuiauumn. Hanpumep, pabotaTtb ¢ 06bekTamu
ScriptableObject B pegakTope Unity, a 3aTeM COXpaHaTb UX SaHHblE B 4PYrOM MecCTe,
Hanpumep B panne JSON unn XML. Takon nogxon no3BOASET UCMOSIb30BaTb CUJbHbIE
CTOPOHbI Kaxgoro ¢popmarta.

®opmaTbl JSON 1 XML nogxoasT ona NOCTOAHHbIX AaHHbIX, HAaNpUMep COXPaHEeHU Urpbl unu
HacTpoek. C HUMU He Bcerpa yaobHo paboTtaTb B pefgaktope Unity, 3aT0 UX NTErkKo N3MeHATb
BHe Unity B 1t060OM TeKCTOBOM pefakTope.

ScriptableObject, HanpoTuB, yoo6eH B pegaktope Unity 1 nerko 3ameHssieTcs 06bl4YHbIM
nepeTtackuBaHnem. OgHako n3MeHsiTb ero BHe Unity n pacnpocTpaHsTb cpeam coobLiecTsa
UIrPOKOB ClIOXHee.

CoueTaHne popmaToB Cepuanmsaumm oTKpbiBaeT AOMONHUTENbHbIE BO3MOXHOCTK, Hanpmumep
pefakTupoBaHue ypoBHen 1 nogaepxky mogndukaumi. Bo Bpems c60pKU CKpUNT MoXeT
npeobpasoBaTb BHelWHWe pannbl B 06beKTbl ScriptableObject, koTopble 3arpyXaroTcs 6bicTpee
06blYHOroO TEKCTA.

KOHd)Mp,eHLLMaﬂbeIe AaHHble, HanpuMep ceefeHna o BVIpTyaJ'IbHOVI BankoTe N YYETHbIX
3anncax, cnegyeTt Hage>XHoO XPpaHUTb Ha cepBepax. B 1O Xe Bpemsa gocTtyn coobuecTBa K
4YacTu UrPOBbIX JAaHHbIX MOXeET o6oraTuTb VIFpOBOPI npouecc U No3BO/INTb NONIb30BaTENAM
IKCNepumMeHTnpoBaTb C YPOBHAMU-NECOYHULAMU.
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MpepacTaBbTe ScriptableObject, KOTOPbIN ONUCBIBAET CTPYKTYPY UIPOBOro ypoBHS. OH MOXeT
copepxaTtb Ha6op 06bekToB Transform, 3agarownx pacnonoxeHune npepaboB, HavyanbHyO
KOHOUrypaumio n gpyrue napameTpbl. irpoBble CKpunTbl 6yAQyT MCNOMb30BaTh 3TW AaHHble AN1s
COOPKM KaXKAoro ypoBHS.

Hanpumep, CTeHbl U HavanbHble NO3ULUKN UFPbl MOXHO XpaHuUTb B ScriptableObject:

[CreateAssetMenu(fileName ="Levellayout")]

public class Levellayout : ScriptableObject

{
public Vector3[] wallPositions = new Vector3[2];
public Vector3[] playerPositions = new Vector3[2];
public Vector3[] goalPositions = new Vector3[2];
public Vector3 ballPosition;

}

OTKW gaHHble onpeaensitoT KOMMOHOBKY YPOBHS. CKPUMTbI yNpaBneHnst YDOBHEM CUMTbIBAIOT
cBefeHus n3 oobekTa LevelLayout, a 3aTem co3gatoT ak3eMnnspbl NnpedaboB B HYXXHbIX
MecTax.

Monb3oBaTeNbCKUM CKPUNT MOXKET 3KCNOPTUPOBATL T XKe AaHHble Ha AUCK C NMOMOLLbIO
JsonUtility. B pesynbTaTe 3a npegenamu pegaktopa Unity co3gaeTcs TEKCTOBbIN Gpann,
KOTOpPbIV NOb30BaTENMN CMOMYT U3MEHATb CTOPOHHUMU UHCTPYMEHTaMM.

YT06bI 3arpy3nTb M3MEHEHHbIA NOMIb30BaTEIeM YPOBEHb, METOS,
ScriptableObject.Createlnstance moxeT co3paTtb ScriptableObject BO Bpemsi BbINONMHEHUS.
3aTem gaHHble 13 danna JSON cumTbiBalOTCS B 9TOT 06beKT. He nokasaH npumep meTtoga
LoadLevelFromdJson:

using System.IO;

public class LevelManager : MonoBehaviour

{
public ScriptableObject levellayout;

public void LoadlLevelFromJson(string jsonFile)
{

if (levellLayout == null)

{

levellayout = ScriptableObject.
CreateInstance<Levellayout>();

}

var importedFile = File.ReadAllText(jsonFile);

JsonUtility.FromJsonOverwrite(importedFile, levellayout);
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Monb3oBaTenbckne faHHble 3aMeHsOT coaepxnmoe ScriptableObject, nocne yero
N3MEHEHHbIN U3BHE YPOBEHb MOXHO UCMONb30BaTb B Urpe Kak ntobon apyron. ns camoro
NPWIOXEHNSA PasHULbI HET.

0O653aTenbHO NpoBepbTe 3TOT MEXaHU3M B NpuMepe npoekTa. pun 3arpy3ke U3MEHEHHOIo
danna JSON nonb3oBaTeNbCKMI YPOBEHb NepeonpegenseT CTaHAapTHbIE AaHHbIe YPOBHS B
ScriptableObject.

HacTtpoiiku no
YMOYaHUIO

l
e

Urpoesoin
npouecc

»
A
S <« m

Sk3emnns HacTtpoiku unn mopgbi &
R P 8 JSON-daiin

BbIMNOJIHEHUSA

Couetante GopmaTbl cepuanmsalmmn gns
6onbluen rméKocTn

MpumeyaHue. MNpu gecepuanuzauun JSON B 06bekThl ScriptableObject ¢ nomouybto JsonUtility
Heo6xo0aMMo ncnonb3oBaTb MeTod FromJsonOverwrite.

JsonUtility He co3gaeT HOBbIN 0GbEKT Ans 3arpy3ku aaHHbIx JSON, a 3anucbiBaeT Ux B yxe
CYLLECTBYOLWMIA 06bEKT. 3HAYEHUSA B Klaccax U 06bekTax OGHOBNAOTCS 6€3 [OMOMHUTENbHbIX
BblAeNeHUN NaMATy.
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o 3awuTa gaHHbIX

MpocTon npumep MoaMdUKaLIMK BbiLle NOKa3biBaeT OAUH U3 BapMaHTOB MPUMEHEHUS
ScriptableObject. OgHako, OTKpbIBasi UrPOBbIE JAHHbIE AN U3MEHEHU, COBNopanTe
OCTOPOXHOCTb, YTOBbI UTPOKM HE MOINIM BMELLATbCH B paboTy OCTasbHbIX YacTewn
NPUNOXEHUS.

PacnpocTpaHeHHble cnoco6hbl 3aluThl AaHHbIX, KOTOPbIE HE A0/IKHbI U3MEHATbCSH
MoanpUKaunaMm:

- lndpposaHue: 3awmppynte dpansbl AaHHbIX, YTOObI UX GbINO CMOXHEE NPOYUTaTb UK
N3MEHUTb. DTO 3aTPYAHUT BMELLATENbCTBO NOSIb30BaTeNen B KPUTUYECKM BaXHblE AaHHbIE.

- LlVI(DpOBbIe nognucu: anroputM Bbl4UCNEeHUA LLVI(prBOFO oTneYyaTKa Nno3BondeT NpoOBEPUTD,
He 6blnun Nn (Daﬁﬂbl OaHHbIX MOAMeEHEHbI U N3BMEHEHbI.

- lMpoBepka Ha CTOpOHEe cepBepa: ecnu urpa ncnosib3yet AaHHble, XpaHALWmneca Ha cepBepe,
ﬂpOBepHVITe MX Ha cepBepe 0 nepenaydn B Urpy n OTKNOHSINTE NMtobble CBEAEHUSA C
Nnpu3HakaMu BMeLlaTenbCTBa.

Hn oanH meToa He o6ecrneymBaeT aGCONOTHOM 3aLUTbl, NO3TOMY OBbIYHO CTOUT COYEeTaTb
HECKO/bKO NoAX040B. OTO MOMOXET He A0MNYCTUTb, YTOGbI U3BMEHEHUS UTPOKOB NPUBENYU K
oLMbKamM Unu ya3BuMOCTAM B Urpe.

© 2025 Unity Technologies 331375 | unity.com


https://unity.com/releases/lts
https://en.wikipedia.org/wiki/Public-key_cryptography
https://en.wikipedia.org/wiki/Fingerprint_(computing)

[TaTTepH

pacLUnpAEMbIX
nepeyncneHnmn

[Mpn pa3paboTKe Urp YacTo NPUXOAMUTCH peLlaTb NOBTOPSAIOLMECH UK MOXoXKe 3agaun. K
CYaCTblO, MOXHO OMNePeTbCA Ha KOMNEKTUBHbIN OMbIT MHXEHEePOB-NPOrpaMMUCTOB, KOTOpble
y>Xe CTankmBanucb ¢ TakKMMu 3ajavyamMun 1 BOMNJOTUIM CBOU 3HAHWUA B NaTTepHax
NPOEKTUPOBAHWUS.

MaTTepHbl NPOEKTUPOBaHUA NpeanaratT yHUBEpCcabHble PelleHna Ana Co3naHus KPYMHbIX
MacLITabupyemblix NPUNoXeHUA. OHU NOBLILIAKT YATAEMOCTb KOJa, AenatoT KOAoBYHo 6a3y
ymLLe 1 COKpaLLatoT 06beM pedakTopuHra u BpeMsl TeCTUPOBaHUS.

MaTTepH NPOEKTUPOBaHUA MOXHO pacCcMaTpMBaTb Kak WaGMoH AN1A peLleHns
pacnpocTpaHeHHbIX 3a4ay, Hanpumep:

- apPpeKTUBHOE XpaHeHNE BOMbLUNX 06BHEMOB AAHHbIX;
- O6MEH JaHHbIMU MeXay 06beKTaMu U3 pa3HbIX UFPOBbIX CUCTEM;

- AMHaMn4yeckaa 3aMeHa nosegeHus Bo BpeMs BbIMOJIHEHUA.

ScriptableObject nomoraet peanv3oBaTb HEKOTOPbIE U3 3TUX NATTEPHOB. Bbl yXXe Bnaenu, kak
OH paboTaeT B PO/ KOHTENHepPa AaHHbIX, HO ero BO3MOXHOCTU He OrpaHUyYnMBatoTCs
XpaHeHneM 3Ha4yeHUn 1 HacTpoek. B cnegyrolwmx pasgenax paccMmatpuBatoTcs 6onee CrnoxHble
BapuaHTbl NpuMeHeHus ScriptableObject.

Kateropuu, nogo6Hble enum

YT106bI NPUHOCKUTE NoNb3y, ScriptableObject BoBce He 0653aH cogep>kaTb AaHHble. [Jaxe
nycTton ScriptableObject MOXHO NpUMeHsITb, HanNpuMep, 411 CPaBHEHUSI C APYTMMU OGbeKTaMu
ScriptableObject.
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Mpeanonoxmum, B Urpe co3gaeTcs HECKObKO acCeToB Ha ocHoBe nycTtoro ScriptableObject
GameltemSO:

using UnityEngine;

[CreateAssetMenu(fileName="GameItem") ]
public class GameItemSO : ScriptableObject
{

ExtendableEnums

Gameltem

MycTble 06bekTbl ScriptableObject
paboTaloT Kak 3HayeHust enum.

Tak MOXHO co3faTb B NpoekTe ntoboe KonmyecTso acceToB. Jaxe ecnu ScriptableObject He
COEeP>XUT JaHHbIX, CaM 06bEKT CNOCO6eH 0603HavYaTb KaTeropuio Unu TN npegmeTta nogo6Ho
3HaYEeHUo enum.

Ecnu pBe nepemMeHHble cchinatoTcs Ha oanH ScriptableObject, oHM 0603HavYarOT OAMH U TOT Xe
TMN NpegMeTa. Ecnu ccbinky pasnuMyaroTcs, pasnnyatoTcs U TUMbI.

Hanpwumep, ScriptableObject moxeT 0603Ha4aTb 0co6bIv ahHEKT ypoHa, TaKoM Kak xonoa,
Xap, aNeKTPUYeCcTBO UK Marus, NM60 OQuH U3 BapuUaHTOB ANSl UTPbl C HYJIEBON CYMMOW
«KaMeHb, HOXHULbI, ByMmara».

KameHb Bymara HoXHuubl

CpaBHeHWe 06beKkToB
ScriptableObject
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Ecnm npunoxeHuto Hy>KHa cMcTeMa MHBEHTaps AN SKMMMPOBKK UIPOBbIX NPeaMETOB,
06beKTbl ScriptableObject MmoryT npegcTtaBnaTe TMMNbl NPEAMETOB UK CNOTbl OpYXus. MNMons B
OKHe Inspector npu aToM 06pa3yoT MHTEPdENC HAaCTPOMKKN C NepeTackMBaHMEM 3N1EMEHTOB.

@ i @ Inspector
2 e e 922

Assets > Scripts > ExtendableEnums > Inventc X -

v Inventory

Tag Untagged ¥ Layer Default

Transform

X 0
@ E o

Inventory (Script)

= fluekn MHBEHTaps

) pacnpepeneHbl No
= - KaTeropusm
,{ } ScriptableObject

Add Component

KaTteropwuu Ha ocHoBe ScriptableObject MOXHO HazHauaTb NepeTackuBaHnem

TaKoi yao6HbIN 418 XYA0XHUKOB MHTepdeic No3BoiseT AnsanHepam U3MEHATb U paclumMpaTb
UrpoBble AaHHble 6e3 JOMONHUTENbHOM NOMOLLM pa3paboTurka. ECnv KoMaHaa An3anHepoB
noslyyaeT UHCTPYMEHTbI U OTBETCTBEHHOCTb 3a NOAAEPXKKY 3TUX AaHHbIX, KaXabl y4acTHUK
NpoeKTa MOXeT COCPeAoTOUNTLCS Ha CBOEN crieumanmsasmn.

PaCLIJl/IpeHI/Ie noeegeHnd

MpumeHeHwne ScriptableObject B ponn enum cTaHOBUTCS ellle MHTepecHee, ecnn paclunpuTb
06beKT AOMNONHUTENbHBIMU AaHHbIMWU. B oTnnumne ot o6bi4HOro enum, ScriptableObject moxeT
cofepXaTb AOMOSHUTENbHbIE NMOMA U METOAbI.

Hwxxe nokasaHa agantupoBaHHas Bepcua Gameltem gnga nrpbl KKaMeHb, HOXHWULbBI, ByMmara».
Accert ScriptableObject no-npexHemy 3agaeT KaTeroputo, NoJoGHYH enum, HO TENEPb OH YXe
He nycT.
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public class GameItem : ScriptableObject
{

public GameItem weakness;

public bool IsWinner(GameItem other)

{

return other.weakness == this;

}

}

Tenepb ScriptableObject cogepxut none weakness, KOTopoe onpegensieT, Kakon opyron
npegMeT No6eanT Npu B3auMoaencTamu. NMomMuMo gaHHbIX, Kaxapln ScriptableObject xpaHuT
NPOCTYO NOTNKY cpaBHeHUA B MeToae IsWinner.

Kaxpomy urposomy npeamety Tpebyetcs MonoBehaviour co cchifiko Ha onpeaeneHHbINn
accert ScriptableObject. B aToMm npuMepe ponb KOHTPOJINIepa BbIMOSHAET Clefy WM CKPUNT:

public class GameItemController : MonoBehaviour
{
// KaMeHb, HOXHWLbI, bymara
public GameItem gameIltem;
private void OnTriggerEnter(Collider other)
{
GameItemController otherController =
other.GetComponent<GameItemController>();
GameItem otherGameItem = othercController.gameItem;
if (gameItem.IsWinner(otherGameItem))
{
Debug.Log(gameItem.name + " nobexpaet " + otherGameItem.name);
}
}
}
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CKpuNT XpaHUT cCbinKy Ha ScriptableObject B none. B OnTriggerEnter meTog IsWinner
Nno3BoNsieT onpenenvTb No6egunTens, Korga gameltem conpukacaeTcs ¢ Apyrum npegmeTom.
Tak co3gaeTcs OCHOBa AN151 CTONIKHOBEHUSA B AiyXe UrPbl KKaMeHb, HOXHULbI, Bymara».

B otnnume ot enum, ScriptableObject nerko pacwmnpsaTb. He Hy>XHO co3gaBaTb OTAENbHYHO
Tabnmuy NoMcKa Unu CBs3blBaTb NepeyYncrieHne C HOBbIM MacCMBOM AaHHbIX. [JoCTaTOYHO
[06aBuUTb none u (unm) meton, ¢ Heo6XOANUMOWM NTOFUKOW.

Yy

KameHb Ho>XHuULbI

GameltemController GameltemController
IsWinner

+weakness +weakness

“

O6bekThbl ScriptableObject ¢ norukon
cpaBHeHus. VicTounuk: Flaticon

CpaBHUTEe 3TO C I'IO,EI,,D,ep)KKOVI TpaanunoHHoro enum. Ecnu OSVHHBIA CMIMCOK €ro 3Ha4YeHum He
UMeeT SIBHOWM HyMepauuun, BCTaBKa UNN yaaneHne aneMeHTa MoXeT USMEHUTb NOPAL0K
ocCTasnbHbIX. Takas nepeHymepaumsa cnocobHa Bbi3BaTb TPYAHOYTOBUMbIE OLLIMGKN UK
HenpeaBnaeHHoOe noBeaeHue.

Y nepeuncneHnn Ha ocHoBe ScriptableObject sTon npo6nemsbl HeT. [Jo6aBnanTe B NPOEKT
HOBbIE€ acCeTbl NN yaansinTe CyLLEeCTBYIOLWME - OCTaNlbHble 3N1EMEHTbI NpoJomkaT paboTaThb.

MpeanonoXxum, NnpeameT HYXXHO caenaTtb akunupyemsiM B RPG. ns storo B ScriptableObject
[OCTaTOYHO 06aBUTb SlorMyeckoe none. Hy>kHO 3anpeTuTb HEKOTOPbIM NepcoHaXxam 6paTb
onpegeneHHble npeameTbl? [106aBUTb Marnyeckme CBOMCTBa WK 0cobble CMOCOBHOCTU?
MepeuncneHns Ha ocHoBe ScriptableObject nopgaep>XxunBatoT 1 Takne CLeHapuu.

MrpoBble AaHHble MOTYT pa3BMBaTbLCS MO Mepe peanusauun gusanHa urpbl. KomaHge
noTpe6yeTcs CornacoBaTb NepBOHAYanbHY CTPYKTYPY MNoJen, Ho 3aTeM Au3aiHepbl CMOryT
CaMOCTOATENbHO 3aMnoJHATL AeTasu.
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[ laTTepH:

OOBbEKTbI-AesieraThl

B Unity o6bekTbl ScriptableObject npegHa3sHauyeHbl He TONMbKO A/1 XpaHeHUs AaHHbIX. OHK
MOryT cofepXXaTb METOAbI, @ 3HAaYUT, OObEANHATL CBEAEHUSI O TOM, UYTO HYXKHO cAenaTb
(noruky), n o Tom, ¢ Yem paboTaTb (AaHHbIE).

0 JAdeneratbl n co6bITUA

Leneratbl n cobbITUA B CH TECHO CBA3aHbl, HO peLlatoT pa3Hble 3agaun. enerat
npeacTasnseT cobon TUM, ONpeaensoWmn curHatypy metoga. bnarogaps aTomy MeTofbl
MOXXHO nepegasaTb ApYyrMM MeTofaM B KayecTBe apryMeHToB. [leneraTt MoXHo
npencTaBUTb Kak NepeMeHHYH, KOTopasd BMECTO 3HaUEHUSA XPaHUT CChIIKY Ha MeTof,.

Co6biTHe, B CBOKO 0Uepefb, NpeacTaBsaeT Co60M 0COoBbIN BU, feferaTta, KOTOPbIi
MO3BONAET KNaccaM B3aMMo/ieiCcTBOBaTh Npu Cnabom cBsA3aHHOCTU. Moapo6Hee CoBbITUSA
paccmaTpuBaloTca B raBe 0 natrepHe «Habnogatens».

O6LuMe cBefeHUs CM. B MaTepuane «Pasnnmuma mexay generatamu n cobbituamm B C#».

CyTb Nofxopaa B TOM, YTO6bl MHKAMNCyNMpoBaTb anropuUTMbl BbINOMHEHUS OTAENbHbBIX 33434 B
camMocCTosTeNbHbIX 06beKTax. ABTOPbl KHUMM «BaHaa yeTbipex» HasblBaloT Takoe obllee
pelueHne naTTepHoM «CTpaTerus».

Mpeanonoxum, 06beKT NOMCKa NyTH A0MKEH NOCTPOUTL MapLIPYT Yepes NabupuHT. Cam
0GBEKT He COAEPXUT airopuTMa MOWUCKa, a NnLLb XPaHUT CCbINKY Ha APYroi 06beKT, KOTOPbIN
BbIMOSHAET BblYMCEHUS.
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YTO6bI peLNTb TaBUPUHT KOHKPETHbLIM anropuTMoM NoUcKa nyTu, Hanpumep A* nnu
anropuTMom [enkcTpbl, peanusymnTe aTo pelleHne B OTAENbHOM 00beKTe-cTpaTermm. Bo
BPEMS BbIMOSTHEHWUSI aNrOPUTM MOXHO 3aMeHUTb, MPOCTO Ha3HauYUB APYron 06bEKT.

MeToabl ScriptableObject

B Unity aTOT naTTepH MOXHO peann3oBaTb C Nomolubio MonoBehaviour, KOTOpbIN cCbiaeTcs
Ha ScriptableObject ¢ Heo6xoanmon nornkon. BeinonHsas 3agayvy, MonoBehaviour Bbi3biBaeT
BHelLHMe meToapl ScriptableObject BMecTo cO6CTBEHHbIX.

OpHaKo y Takoro nogxopa eCTb HECKOJTbKO OrpaHMyYeHuni:

- MeTtogpl ScriptableObject He BbI3biBatoTCA aBTOMaTM4YeCKM M3 LUMkna PlayerLoop KOMMNOHeHTa
MonoBehaviour, kak Start(), Update() u OnCollisionEnter(). ix Heo6x04MMO BbI3blBaTb
CaMOCTOSITENbHO.

- Kak 1 npedabbl, 06bekThl ScriptableObject He MOryT HanpsIMyto ccblnaTbCs Ha 06BHEKTDI
cueHbl. Ecnu ScriptableObject gonxeH pabotaTb C 06bEKTOM CLEHbI, 3TOT 0ObEKT
Heo6XxoaMMOo nepefaTb B Ka4yecTBe NapameTpa.

Mpw BbIzoBe MeToaa ScriptableObject komnoHeHT MonoBehaviour YacTo MOXeT nepeaaTb
B KayecTBe aprymeHTa camoro cebsa unu gpyrme 3aBUCMMOCTU. 3TO NO3BONSET
BbINOJIHATL JIOMUKY, 3anyCcKaTb KOPYTUHbI U pellaTb gpyrue 3agayum, xotsa ScriptableObject
CyLlecTByeT Ha YpOBHe MpoeKTa.
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MonoBehaviour ccbinaercs Ha
ScriptableObject

EnemyAl

ScriptableObject cogepxuT
MeToAbl U TOTUKY

+MoveUnit
+SetTarget

ScriptableObject moxeT cofiep>aTb B3arMo3aMeHsieMble peannsauuv noBeaeHUst Unu TIOrUKK.

Hanpumep, B Urpe MOXHO C034aTb HECKOJIbKO TUMOB NMPOTUBHMKOB C Pa3HbIM NOBEAEHNEM
npv nepemeLleHnn. OgHu 6yayT NaTpynMpoBaTh TEPPUTOPUIO, APYTMe CTOSTb Ha MecCTe, a
TpeTbM y6eraTb OT UrPoKa.

OpauH MonoBehaviour EnemyUnit MoXeT ccbinaTbes Ha ScriptableObject EnemyAl ¢ meTogom
MoveUnit. Cam ckpunT EnemyUnit He COQEPXMUT NOrMKM NEPEMELLEHUS U NOBEAEHMS, a
nvuwb Bbi3biBaeT MoveUnit o6bekTa ScriptableObject B noaxoaawmn MOMEHT.

Ecnn meToay HY>Hbl AaHHble cLeHbl, EnemyUnit MoXeT nepefaTb CChIIKY Ha CaMoro ce6s B
KauyecTBe NapamMeTpa. TakuM Xe 06pa3oM nepegaroTcs v Apyrue Heo6Xoanmble 3aBUCUMOCTU
U3 CLEHbI.

o N3meHeHUe paHHbIX ScriptableObject

[aHHble ScriptableObject MOXXHO N3MeHSITb BO BPEMS BbIMOSIHEHUS, HO AenaTtb 3TO cregyeT
OCTOPOXHO. Ecnn Heckonbko KoMnoHeHToB MonoBehaviour COBMECTHO MCNONb3YHOT OAUH
ScriptableObject 1 U3MeHSOT O4HU U Te Xe AaHHble, MOTYT BO3HUKHYTb NPOGAEMbI.

YTo6bl n3Gexatb 3TON CUTyaumMu, BO BPeMs BbINMOMHEHNS MOXHO CO3AaTb OTAESbHbIN
ak3emnnsap ScriptableObject. cxogHbin ScriptableObject nocnyxut wabnoHom co Bcen
NIOFMKON U AaHHbIMK, @ Kaxkabin MonoBehaviour co3aacT CO6CTBEHHbIN 3K3eMMNSP,
KOTOPbIA MOXHO CBOGOLHO U3MEHSTb.
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[Noakntovyaemoe
noBegeHne

OTOT naTTepH CTaHeT nonesHee, ecnu onpeaenutb ScriptableObject EnemyAl kak aGCTpaKTHbIN
Knacc. Torga oH Nocny>uT WwaboHOM Ans pa3Hbix 06bekToB ScriptableObject, coBMecTUMbIX
¢ MonoBehaviour EnemyUnit, a ogmnH a6cTpakTHbIn ScriptableObject cmoxeT npefcTasnaTb
HECKONIbKO afiropuTMOB.

MonoBehaviour ccbinaeTcs Ha
ScriptableObject

EnemyAl

BbasoBbii ScriptableObject
(a6cTpakTHBbIN)

+MoveUnit
+SetTarget

Mpoun3BopaHbIe KNaccbl
ScriptableObject
(KOHKpeTHble)

3ameHa BO
Bpems
+MoveUnit +MoveUnit BbINOJSIHEHUS

+SetTarget +SetTarget

HO/:LKI'I}OLIHEMOE nosefeHne MOXHO MeHATb BO BpeMs BbIMNOJSIHEHUA UK B pefaKkTope Uﬂily,

Hanpumep, ot 6a3oBoro EnemyAl MOXHO yHacnenoBaTb KOHKpPETHbIe kKnacchl ScriptableObject
¢ nosefgeHunem Patrol, Idle n Flee. Bce oHu peanusytoT oguH metog MoveUnit, HO pe3ynbTaThl
ero paboTbl MOTYT CYLLECTBEHHO pasnnyaTbCs.

B pepakTope Unity KaXxabl TaKOM acCeT MOXHO 3aMeHUTb ApyruMm. [JoCTaTOYHO nepeTawmTb
HY>XHbIN ScriptableObject B none EnemyAl. Jlto6on coBMecTumbin ScriptableObject
NoaK/IYaeTCs TaKMM COCOBOM.

© 2025 Unity Technologies 421375 unity.com


https://unity.com/releases/lts

@ | MaTTepH pacwupsaemMblx NepedncneHmin | MaTTepH: 06bekTbl-aeneratsl | MatTepH «Habntogatenn»

EnemyUnit unu gpyron KOMMNOHEHT MOXET UrpaTb POJib «KMO3ra»: OTC/IeXXMBATb MOMEHT CMEHbI
ScriptableObject n 3ameHATb NoBegeHMe BO BpeMs BbiNoNHeHUs. Tak EnemyUnit cnoco6eH
pearnpoBaTb Ha UrPoOBble COBLITUS, HAaNPUMeEpP NePEXOAUTb OT NaTPYIMPOBaHKA K 6ercTay. MNpu
KaXaoN CMeHe COCTOSIHUS A0CTaTOUYHO Ha3HauuTb Aapyroun ScriptableObject EnemyAl.

B pa6oyem npoekTe BTOPON pas3paboTumK UK gu3anHep MOXEeT peanv3oBaTb NepemMeLleHne
unu noruky N HenocpepcTBeHHO B ScriptableObject. MNpu no6aBneHnn HOBbIX BapnaHTOB
nepemelleHns n nosepeHusi, Hanpumep DuckAndCover unu Chase, UICXOLHbIN CKPUMT
EnemyUnit ocTaHeTcs 6€3 nameHeHun. Takow NaTTepH NOBbILWAET PacLUMPAEMOCTb KO4OBOM
6a3bl U COOTBETCTBYET NPUHLMMY OTKPbITOCTW/3aKkpbiTocTh M3 SOLID. lMockonbKy cuctema yxe
pasgeneHa Ha He6onblune 06bEKTbI, MPOEKT flerye MaclTabrupoBaTh NpU pacnpeHnm
KOMaHZAbl v U3MEHEeHUN gu3aniHa urpbl.

o Nrposon NN Ha ocHoBe ScriptableObject

Bonee noapo6HbIN NpyMep ynpaBneHus noBefeHnem ¢ nomolubio ScriptableObject
npeacTasneH B cepun Bngeo «lMogkntoyaemoinn MM ¢ ScriptableObject». B aTux 3anmcax
npsiMbiX 3GUpPoB NokasaHa cuctema NN Ha ocHoBe KOHEYHOro aBToMaTa, rae COCTOSHUSA,
OenCTBMA 1 nepexodbl Mexay COCTOSHUAMW HacTpanBatoTCs C MOMOLLbIO 06 bEKTOB
ScriptableObject.

[Mpnumep: aygunoaenerarbl

MoBepaeHwne B ScriptableObject He 06513aTeNbHO AOIKHO ObITb CMIOXHbIM. OTO MOXET OblTb
Jake 06bl4HOE BOCMNPOU3BEAEHNE HACTPOEHHOIO 3BYKa.

Hanpumep, ScriptableObject B ponu «3ByKOBOro generata» no3posseT pasHoo6pasnTb
3ByYaHue o6bekToB AudioClip. AudioDelegateSO onpepensieT abCTpaKTHbIA Kacc C MeTOA40M
Play, koTopbi npuHnmaeT AudioSource B KayecTBe napameTpa.

using UnityEngine;
using Random = UnityEngine.Random;

using System;

[Serializable]
public struct RangedFloat

{
public float MinValue;

public float MaxValue;

public abstract class AudioDelegateSO: ScriptableObject
{

public abstract void Play(AudioSource source);
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KoHkpeTHbIn ScriptableObject SimpleAudioDelegate MmoxeT BbIGMpaTh CyYanHbIA KAvmn u3s
JOCTYMHbIX BapMaHTOB N U3MEHSITb MPU BOCMPOU3BELEHNM €r0 TPOMKOCTb M BbICOTY TOHa. 3T0
JenaeT NOBTOPAIOLLMECS 3BYKM MeHee 0QHO06pasHbIMM.

{
public
public
public

public
{

[CreateAssetMenu(fileName ="AudioDelegate")]

public class SimpleAudioDelegateSO : AudioDelegateSO

AudioClip[] Clips;

RangedFloat Volume;

RangedFloat Pitch;

void Play(AudioSource source)

if (clips.Length == || source == null)

return;

source.clip = clips[Random.Range(@, Clips.Length)];
source.volume = Random.Range(Volume.minValue, Volume.maxValue);
source.pitch = Random.Range(Pitch.minValue, Pitch.maxValue);

source.Play();

Mocne aToro nto6on MonoBehaviour cmoXeT ncnosb3oBaTb ak3emnnsp ScriptableObject,
yHacneposaHHbI oT AudioDelegateSO. [1ns pa3HbiX 3ByKOBbIX 3QHEKTOB MOXHO CO3[aBaTh U
Apyrue BapuaHTtbl AudioDelegate.

MeTopgp! ScriptableObject oTKpbIBalOT MHOXECTBO BO3MOXHOCTEN. OHW MOTYT HE TOMbKO
BbIMNONHATbL OENCTBUS, HO U OTNPABAATbL COOBLLEHUS NIOGOMY OGBHEKTY CLEHbI.

Tenepb pacCMOTPUM CUCTEMY COObITUM Ha ocHoBe ScriptableObject n natTepHa
«HabntopaTtenb».

0 CnaBHasa pesontouuns ScriptableObject

[oknap Pnuyapga ®anHa «CeepykeHne TupaHum MonoBehaviour B cnaBHOM peBooLmun
ScriptableObject» Ha Unite 2016 3an0>XX1n 0CHOBY 3HaUYUTENbHOM YaCcTN STON SNEKTPOHHOWM
KHUMU. @parmMeHT 4EMOHCTPALMOHHOIO NPOEKTa, KOTOPbIA B OpUrnHane HasbiBasncs
AudioEvent, 6bln1 U3MeHeH A1 AaHHOro npumepa.

Moapo6HOCTU peanusaunmn n Nnpumep npumeHeHus ScriptableObject cm. B npumepe

npoekTa.
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[TaTTepH
«HabntooaTenb»

Mpw paspaboTke Urpbl HeCKONbKUM o6bekTam GameObject yacTo TpebyeTcsi 06MeHMBaTbLCA
OaHHBbIMW UM COCTOSIHMAMMW. B HeGONbLLON Nrpe MeX Ay HUMU MOXHO co3faTb NpsiMble
CCbISIKKU, HO NPU MacLITabupoBaHMM 3TOT NOAX0A BbICTPO CTAHOBUTCS HEYAOOHbIM.
YnpaBneHvue TakKnmMu 3aBUCUMOCTSIMU TPeBYET 3HAYUTESbHbIX YCUIINIA U HEPELKO NPUBOANT K
oLmbKam.

Mo mepe pocTa npunoxeHusa noTpebyeTtca 6onee appeKTUBHOE peLLeHue.

OTKa3s OT CUHINTOHOB

MHorune pa3paboTuynkun BbIGUPAKOT CUHINTOH, TO eCTb €[0MHCTBEHHbIN rNo6anbHbIN aKseMnnap
Knacca, KOTOprVI coxpaHsieTcs nNpu 3arpyske cueH. OgHaKo CUHIITOHbI CO34ak0T rnobdanbHoe
COCTOAHUE U 3aTPYOAHAKT MOAY/IbHOE TeCTUPOBaHUeE.

Ecnu npedab ccbinaeTcs Ha CUHITOH, A5 NPOBEPKM O4HON N30/IMPOBAHHOM GYHKLUUN

npugeTca NoAKNHOYNTbL BCe 3aBUCUMOCTU 3TOIO CUHIJITOHA. OTO CHMXKaeT MOAYNbHOCTb, a
OoTnajgka Kofa YCJIoXXHAeTCA.

B kauecTBe anbTepHaTMBbI 411 0GMEHa faHHbIMK MeXAy 06beKTaMn MOXHO MCMNONb30BaTb
cobbITMs Ha ocHoBe ScriptableObject.
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MopgpobHee o
CUHINTOHAaX

CUHINTOHbI B pa3paboTke urp Ha Unity 4acTo Bbi3biBatoT Criopbl. OHWM MOTYT 6bITb
NOAXOAALLMM peLleHneM A1t He60bLMX NPOEKTOB UM NPOTOTUMNOB, HO B KPYMHbIX
MPUNOXEHUAX HeAOCTaTKN 06bIYHO NEpEeBeLlMBaOT NpenmMyLlecTBa. MNosToMy MHorue
Pa3paBOTUYUKM CUYUTAIOT CUHIITOH aHTUMaTTEPHOM.

CWHINTOHBI Nerko N3Yy4YnUTb U NOHATb, OA4HAKO Npu HenpaBUJIbHOM NMPUMEHEHNN OHN CO34al0T
Npo6nemMbl. BONbLWMHCTBO OMUCaHHbIX 34eCb NATTEPHOB MOMOraeT 06Xo4UTbCs 6€3
CUHINITOHOB.

Ecnu Hy>xeH NpocTon AoCTyn K 06LWMM AaHHbIM, paccMoTpute Runtime Set Ha ocHoBe
ScriptableObject, onncaHHbi ganee. [1ns o6MeHa COOBLLEHNAMN MEXAY OObeKTamMu
noaonaeT KaHan cobbiTuM Ha ocHoBe ScriptableObject. Mepexoa 0T CUHIATOHOB K Takon
apXMTEKTYpPe MOXET NOBbICUTb MacLITaBMpyeMOCTb U TECTUPYEMOCTb MPOEKTa.

[NodpobHee o npeumyujecmeax u HEAOCMAMKAX CUH2/IMOHOB CM. 8 31IeKMPOHHOU KHU2e
«[osbiwaem yposeHb k0o0a c nammepHamu npoekmuposaHus u SOLID».
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CobbiTna Ha ocHoBe ScriptableObject

Kak Bbl y>e Bugenu, ScriptableObject npegHasHauyeH He TONbKO s paboThbl ¢ AaHHbIMKU. Kak n
NOBON APYron CKPUMT, OH MOXET CogepKaTb MeTOAbl, Yepe3 KOTopble 06beKTbl 6yayT
0B6MEHNBATLCS COOBLLEHUSMMN.

B nattepHe «Habntogatenb» Cy6bekT nepefaeT coobLieHmne 0gHOMY UM HECKONbKUM cnabo
cBsA3aHHbIM Habnogatensam. Kaxabin Habnogatenb pearmpyet He3aBUCUMO OT cybbekTa U
HWYero He 3HaeT 06 ocTasnbHbIX HabnopaTensax. CyeGbekT TakXKe HasblBatOT nsgatenem unm
oTnpasuTeneM, a Habnogartenen - NOANMCYMKaMM UK cnywaTensiMmu.

ApPXUTEKTYpa Ha OCHOBE COBbITUI BbINOMHSAET KOA TOMIbKO NPW HEOBXOAMMOCTH, a HE B KaXA0M
Kagpe. NoaTomMy oHa 4acTo apPeKkTUBHEE NOrNKKN, OOABNEHHON B METOAbI OOHOBNEHUS
MonoBehaviour.

Mognucuukm

Haé6niogartennb

Cob6biTHe

UN3patenb

Cy6beKT
Haé6niogartennb

®)

Haé6niogartennb

@~
=

Ba3oBblii NaTTepH
«Habntogatenb»

MaTTepH «HabnopgaTenb» MOXHO peann3osaTb ¢ Nomolbio MonoBehaviour unu o6bektos C#.
Takon noaxop WMpoKo nNpumMmeHsieTca B Unity, HO NpY UCNONb30BaHUKU OGHUX CKPUNTOB
Au3aniHepbl 6yayT o6pallaTtbCs K TporpaMMmUCTamM Ans Co34aHUs KaXaoro cobbiTUs UTPOBOro
npouecca.

AnbTepHaTMBOWM cry>XaT cobbiTuss Ha ocHoBe ScriptableObject. 9To yao6HbIN Ana ou3alnHepoB
cnoco6 HacTpouTb NaTTepH «Habnrogatenb»: ScriptableObject BeicTynaeT nocpegHMKom
Mexay cy6bekToM 1 Habnogatenem u npegocTaBnsaeT rpapuyeckmi uHTepdenc B pegakrope
Unity.
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Moanucumnku

Haé6nopatennb

KaHan co6biTumn
W3paTtenb

Cy6beKkT Co6biTne Co6biTHe

ScriptableObject

Haé6nopartennb

KaHan co6bITuit Ha ocHoBe
ScriptableObject

Ha nepBhblit B3rNsg KaxeTcs, YTo B NaTTepHe «Ha6nogaTtenb» nosBuICA NULb
LOMOJSTHUTENbHBIN CNYXEBHbIN CIION, 0fHAKO Takas CTPYKTypa AaeT pag NpenMyLLecTs.
ScriptableObject aBnaeTcs acceToM, NO3TOMY AOCTYNEH BCEM 0GbEKTaM B UepapXmm CLEHbI U
He McYesaeT Npu 3arpysKe APYron CUeHbl.

MIMeHHO pagm NpoCcTOro MOCTOSIHHOrO AOCTYMa K onpeAeneHHbIM pecypcam pa3paboTynku
4YacTo MCNONb3YHOT CUHIITOHBI. ScriptableObject Hepeako faeT Te e NpPeMMyLecTBa, He
co3gaBasi CTONbKO JIMLHUX 3aBUCUMOCTEN.

B co6biTusaAx Ha ocHoBe ScriptableObject nspartenem, KoTopbi OTNPaBNsAeT COObLITUE, U
NOAMUCYMKOM, KOTOPLIN ero NpMHUMaeT, MOXeT 6biTb Nto601M 06beKT. ScriptableObject
HaxoguTCsa MeXay HUMM, nepenaeT CUrHan u BblCTynaeT eguHbIM NOCPegHMKOM.

Takyto CTPYKTYpY YO06HO NpeacTaBuTb Kak KaHan cobbltun. ScriptableObject nopo6eH
pPagMoBbILLKE, CUrHasbl KOTOPOW NPUHUMAET No60e KOMMYECTBO OO BEKTOB.
3auHTepecoBaHHbIM MonoBehaviour nognucbiBaeTcst Ha KaHan COGbITUN U pearupyeT, Korga
4YTO-IM60 NPOUCXOANT.
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[TpuMep: KaHabl COBbLITUM

Jto6owm ScriptableObject co cnepyowmMmMn anemMeHTaMm MOXET paboTaTb Kak KaHan cobbITui:

- Oenerat UnityAction nnu System.Action: oH yBegomMnseT NognMCUYnKOB U NepeaaeT HYXHble
JaHHble B napameTpax. UnityAction ygo6Hee ans XyA0XXHUKOB U AU3aWHEPOB; B OCTalbHbIX
cny4daax xopowo nogxogut System.Action.

KntoyeBoe cnoBo event orpaHnYMBaeT generar: Bbi3aBaTb €r0 MOXHO TOJIbKO M3 Kacca
ScriptableObject, B KOTOpOM OH 06bSIBMEH, NN U3 MPOU3BOAHOIO Kfacca.

- MeTop oTnpaBKu COBLITUSA: 3TOT OTKPbLITLIM METOZ, Bbl3blBaeT Aenerar.
BoT u BCe.

Mo>Ho co3gaTb Nto60e KOMMYECTBO KaHaloB COBbITUIA ANS yrpaBieHUs pasHbIMU acnekTamMm
urposoro npouecca. O6bekTbl ScriptableObject cywecTByOT Ha ypOBHE NMPOeEKTa, MO3TOMY
MOryT OTNPaBAsTb rNo6anbHO [OCTYMNHbIE COBbLITUSA. Tak MOXHO CBA3bIBaTb AaXKe He
CBsi3aHHble HaNPsMY 06beKTbl CLEHbl 6e3 yuep6a a5 MaclwTabupyemMocTy.

o System.Action nnu UnityAction

System.Action - yHuBepcanbHbIV TUN generaTa, onpeneneHHbi B NPOCTPaHCTBE MMEH
System nnatdopmbl .NET Framework. EFro MoXHO ncnonb3oBaTtb B NpoekTax Unity 6e3
06bABNEHNSA COGCTBEHHOrO Aenerata. Knoyesoe cnoBo event genaet generat OCTYMNHbIM
TONbKO OJ151 YTEHUS: Apyrne 06beKTbl MOTYT NOAMNUCBLIBATLCS Ha HEro, PerMcTpupys CBOu
MeTOAbl, HO HE MOTYT BbI3blBaTb Aenerat Hanpsimyto.

UnityAction - Tun generata, onpegeneHHbl cneumanbHO B NPOCTPaHCTBE NMEH
UnityEngine.Events. O6bI4HO OH NpMMeHsieTca BMecTe ¢ knaccom UnityEvent, koTopbiv
npeaocTaBnseT ele oaMH crnocob co3gaBaTtb cobbiTua B Unity. UnityEvent n UnityAction
oTO6pakatoTcs B OKHe Inspector, No3aToMy € MX MOMOLLbO YacTo yao6Hee peanv3oBbiBaThb
natTepH «HaénogaTenb» Ana nonb3oBaTenen, XygoXXHUKOB U AN3aNHEPOB.

B 3aBMCUMMOCTHM OT 3aga4n MOXHO 1cnonb3oBaTtb System.Action, UnityAction nnm o6a Tnuna B
OLHOM MpOEKTe.

Ecnun TpebyeTcs yHMBepCanbHbIN generaT, He NPUBSI3aHHbIN K UTPOBOMY ABMXKY Unity,
ncnonb3ymnTe System.Action. Ecnu generaT npegHasHayeH crneuunanbHo ana UnityEvent,
BblI6epuTe UnityAction.
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B aTtom npumepe VoidEventChannelSO oTnpaenseT cobblTue 6e3 napameTpoB. OH cogepXuT
UnityAction ¢ umeHem OnEventRaised.

[CreateAssetMenu(menuName = "Events/Void Event Channel")]
public class VoidEventChannelSO : ScriptableObject
{

public event UnityAction OnEventRaised;

public void RaiseEvent()

{

if (OnEventRaised != null)
OnEventRaised.Invoke();

}

}

Mocne co3paHua ScriptableObject Tuna VoidEventChannelSO nro6on MonoBehaviour cmoxeT
nognucaTbcs Ha OnEventRaised. Hanpumep, MoxHo co3gaTth ScriptableObject StartNewGame
Tuna VoidEventChannelSO.

[pyron o6beKT MOXET Bbi3BaTb OTKPbITbIN MeToZ RaiseEvent n Tem camblM oTNpaBuTb
cobbITue.

I Project & Console
+ v Q
e

i Assets > ScriptableObjects ventCha 5 i
e Dialogue t ScriptableObjects > EventChannels > MainMenu

I Gameplay
m Health
m Interaction
= Inventory
m MainMenu
I Questlines
B QuestSystem
e SceneManagement
e Settings
i Ui

s Gameplay

StartNewGame

Co6bITve Ha ocHoBe ScriptableObject: npumep kaHana cobbITuit

LOpyron MonoBehaviour moxeT cocnatbcs Ha ScriptableObject kaHana cobbITMI B OKHE
Inspector, a 3atem nognuncatbcst Ha OnEventRaised nnu oTMeHUTbL NOANKCKY.
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Korpa kaHan co6biTui Bbi3biBaeT OnEventRaised, B oTBeT BbiNonHsAeTca StartNewGame:

public class StartGame : MonoBehaviour

{

[SerializeField] private VoidEventChannelSO m_onNewGameButton =
default;

private void Start()

{

m_onNewGameButton.OnEventRaised += StartNewGame;

private void OnDestroy()

{

m_onNewGameButton.OnEventRaised -= StartNewGame;

private void StartNewGame()

{

// 34eCb pa3MelaeTcs JIOrMKa 3arpy3KW YpPOBHSA. ..

}

YT06bI CAenatb KOMMOHEHTbI-CAyWaTenn yaobHee st XyA0XKHUKOB U AN3alHEPOB, MOXHO
co3pgatb MonoBehaviour, He TpebyowWwmin [ONONHUTENIBHON HAaCTPONKK ckpunTom. Knacc
VoidEventListener He go6aBnsieT HOBbIX GYyHKLMIA, HO NPeAOCTaBNAET NOMSA, 4OCTYMNHbIE B OKHE
Inspector:

public class VoidEventlListener : MonoBehaviour

{

[SerializeField] private VoidEventChannelSO m_channel = default;

public UnityEvent OnEventRaised;

private void OnEnable()

{
if (m_channel !'= null)

m_channel.OnEventRaised += Respond;
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private void OnDisable()

{
if (m_channel !'= null)

m_channel.OnEventRaised -= Respond;

private void Respond()

{
if (OnEventRaised != null)

OnEventRaised.Invoke();

[o6asbTe VoidEventListener Ha GameObject, 3atem nepetawmte ScriptableObject kaHana
cobbiTuin B none _channel okHa Inspector. YTo6bl pearnpoBaTtb Ha cobblThe, fo6aBbTe B
OnRaisedEvent Hy>Hble o6paboTumku UnityAction.

+ Void Event Channel Listener (Script)

to Event Channels

Channel 7 id Event Channel

Audio!

CﬂyLLIaTe}'Ib COObITUIN MO3BONAET cneuuanucty 6e3 HaBbIKOB nporpaMmMmnpoBaHnAa HacTpaneaTb [J,EI;ICTBI/IH, 3anyckaemble COBbITUAMW.

He3aBMCUMO OT TOro, Kakom KOMIMOHEHT BbIGpaH B KaYecTBe CnyluaTens, KaHanbl COGbITUI
o6ecrneynBatoT B3aMMOAENCTBME MEXAY OGbEKTaMM BO BPEMS BbINONHEHUSA. TpOoK BbINOAHNUA
3agaHune unu 3apaboTtan o4ko? Urpa 3aBepwmnacb? CobbITMe MOXET YBEAOMUTL NHOGOMN
GameObject B cLieHe, KOTOPOMY HY>XHa 3Ta MHPopMauus.

lMockonbKy Takue cobbiTus Ha ocHoBe ScriptableObject ABNsAOTCS acceTaMmn YpOBHS MPOEKTa,
OHM MOTYT YNPaBAsaTb 3HAYUTENBHON YaCTbio MHOPACTPYKTYPbLI MPUNIOXKEHUSA. ITO OCOBEHHO
YyA06HO AN o6MeHa COOBLEeHUAMMU MeXay CUCTEMaMMU, fieXalnmMmn B OCHOBE apXUTEKTYpbI
Urpbl.
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PacnpocTtpaHeHHble cucTemMsbl ynpasneHua:

- YnpaBneHue 3BYKOM: CaMble pa3Hble COObITUSI B Urpe MOryT 3anyckaTb 3ByKU. 3Ta CUCTEMa MOXET
BOCNpou3BoanTb 06bekTbl AudioClip nnm nameHsats napametpbl AudioMixer B 0OTBET Ha cO6bITUA
NPUNOXeHUS.

- YnpaBneHue cueHamu: aTa CUCTEMa OTBEYAET 3a 3arpy3Ky M BbIrpy3Ky cueH Unity u urpoBbix
YPOBHeW.

- ynpaBneHme Ul: aTa cuctema oTBevaerT 3a 3KpaHbl MEHIKO A0 Ha4dana urpbl, BO BpemMAa Hee U
nocne 3aBepLieHua.

- YnpaBfieHne cCoxpaHeHUsIMU: 3Ta CUCTeMa OTBEYaET 3a COXPaHEHUE UrPOBbIX AaHHbIX U
HacTpoek B GpannoBon cUCTEME, a TaKXe 3a X 3arpysky.

Bce aTn cuctembl pelatoT pasHble 3a4avu, HO UM HE06X0AMMO B3anmmopgencTeoBaTb. CobbITUS
cny>Xat CBA3YHLWMUM 3BEHOM MeXAy HUMN.

[ononHutensHble NpMMepbl peanusauum Co6CTBEHHbLIX COObITUM Ha ocHoBe ScriptableObject
npvBegeHbl B CONYTCTBYOLEM NPpUMepe NpoekTa.

+~ GameManage
eData > EventChannels

Untagged

Open
Transform
Position X 0 Y 0.4861715
Rotation ) il O
i Y 1

v Game Manager (Script)

Auto Start

ScriptableObjects

nt Channel !«

nel

GameManager U3 npumepa nNpoekTa UCnonb3yeT KaHambl COBbITUN.

Co06bITHSA C pa3HOW MOIE3HOWM Harpy3Kom NO3BONAT NepeaaBaTbh AaHHble Pa3HbIX TUMOB.
Hanpumep, cpeau cobbiTuin Ha ocHoBe ScriptableObject ecTb IntEventChannelSO,
Vector2EventChannelSO, VoidEventChannelsSO n gpyrue. Boi6op co6bITUSA 3aBUCUT OT
KOHTEKCTa.

CospgaBaunTe AOMNOMHUTENbHbBIE TUMbl COBLITUN C YYEeTOM UIFPOBOM NOTMKWU. Hanpumep, co6bITUIO
HaHeceHWs ypoHa MOryT NoHag06UTbCA CBEAEHNS O TOM, KTO HAaHeC YPOH 1 KakoBa ero
BeNn4YnHa.
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BapuaHTbl NpUMEHEeHMa KaHanoB CoBbITUI orpaHuMyYeHbl TOMIbKO Ballen daHTasuei. NMomumo
nepeyYncneHHbIX OCHOBHbIX CUCTEM, COBbITUA HEPEAKO NOMOraoT CBA3aTh COBEPLUEHHO
pa3Hble UrPoBble NOACUCTEMbI U HaNaauTb UX B3aUMOLeNCTBUE:

- Kamepbl: NO3BONSIOT CO3[4aBaTh BbipasuTesibHble 1 KUHEMaTorpaduyHble apheKTs,
Harnpumep TPSICKY KaMepbl UMK Nepexos K ApyroMy pakypcy.

- 3afaHuna: 3agaun UNK Lenu, KoTopble UrPOK AOMKEH BbIMOSHATL, YTO6bI MPOABUHYTLCS MO
Urpe Unm NonyunTb Harpagy. 3afaHua 4acTo 06bedMHAIT pasHble afeMeHTbl UrPOBOro
npolecca, Hanpumep c60p NpeaMeToB, No6edy Haf NPOTUBHUKAMU NN peLieHne
rONOBOMOMOK.

- 30,0pOBbE: 3TOT BaXHbIA 3/IEMEHT MHOMMX UIP CBA3bIBAET UIPOKaA, MPOTUBHMKOB, @ TakXe
nto6ble 06beKTbI U AENCTBUSA, CNOCOGHbIE HAHECTU UFPOKY YPOH.

- JloCTUXEHUSA: KaK M 3afaHUs, 3TO 0COBble Harpagpbl, KOTOpble UFPOKU OTKPbIBAIOT 3a
BbINOJIHEHWE OonpeneneHHbIX 3aaa4y nnm uenen. locTmxeHus MOTyT OXBaTbiBaTb pa3Hble
ANeMeHTbl UFPpoBOro npouecca, HanpuMep AOCTUXXeHne 3aaHHOro ypoBHA UMK HakonneHne
onpeneneHHoro Konn4yecrtesa O4YKOB.

B cBoto ouepedb, 3TW 3/1IEMEHTbI UTPOBOro NpoLecca B3aMMOAENCTBYIOT Yepes COBbITUSA C
ApyrMMu cucteMamu ynpasneHusi, Bkntovas 3ByK, Ul u coxpaHeHus. Takon Nnogxoq
obecreymBaeT MOAY/bHOCTb U HE3aBUCUMOCTb KOMIMOHEHTOB apXUTEKTYPbl, COXPaHASA Npu
3TOM BO3MOXHOCTb 0OMEHMBATLCA JAHHBIMUM C APYTMMU CUCTEMAMMU.

o OTnagka KaHanoB COB6bITUM

Monb3oBaTenbckun Editor nnmn PropertyDrawer MmoxeT [06aBUTb B OKHO Inspector KHOMKyY
«BbI3BaTb CO6bITHE». C €€ MOMOLLbK COBBLITUE MOXHO 3anycKaTb BPYYHYHO Npu oTnagke.

Hwxe npusepeH npocton ckpunT Editor, KoTopbi f06aBNSET B OKHO Inspector
cneuunanbHyto kHonky ans VoidEventChannelSO:

[CustomEditor (typeof(VoidEventChannelS0))]
public class VoidEventChannelSOEditor : Editor

{
public override void OnInspectorGUI()
{
DrawDefaultInspector();
VoidEventChannelSO eventChannel = (VoidEventChannelSO)target;
if (GUILayout.Button("Raise Event"))
{
eventChannel.RaiseEvent();
}
}
}
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B pe3ynbtate NoABNAE€TCA KHOMKa, C NOMOLbIO KOTOpOVI COGbITUE MOXHO Bbl3BaTb B JIFO60M
MOMEHT, 4YTO ynpoLlaeT NonckK npo6neM BO BpeM4A BbIMOJIHEHUA.

KHonka, fo6aBneHHas nonb3oBaTenbckum Editor, nomMmoraeT TecTupoBaTb KaHanbl COGbITUN.

[o6aBnB HEMHOIO KOga, MOXHO CO3aTb KHOMKWU W AN KAaHanoB COObITUN, MepeaaroLLmnx
faHHble. [pegycMoTpuTe B CaMOM KaHarne none N oT1afovyHoro 3HayeHus, a 3atem
nepepavTe ero B ckpunt Editor. Mprmepbl Takon peanusauun ectb B npoektax SOAP un Unity
Atoms.

Mo mepe ncnonb3oBaHUs KaHanoBs CoObITUI Ana pasgenexHuna 3aBMCUMOCTEN Mexny
06beKkTaMn CTOUT pa3BunBaTb CpeacTBa OT/IaAKWU, HanpumMep BeCTU CNUCOK BCeX cnymaTeneﬁ
KaXkgoro cobbiTus. B knacc kaHana cobblTUii MOXHO 0006aBUTb METOAbI perncTpauun n
OTMEHbI perncTpaunmn o6beKkToB, YTOObLI BO BPEMS BbINOMHEHUS ObINO NPOoLLe onpeaenuThb,
Kakune cobblTUS BbI3bIBatOT KOHKPETHOE NoBefeHue.

[Mpnumep: InputReader

O61bekTam, KoTopble 06pabaTbiBatoT NONb30BaTENbCKUA BBOSA, HYXKEH CNeLMann3vpoBaHHbIA TUN
KaHana coobiTuit. Input System B Unity ncnonb3syet InputAction, yToGbl NpeacTaBnaTb
Heo6paboTaHHble BXOAHbIE AaHHble B BUAE NIOTMYECKUX AENCTBUN, HaNnpUmep npbikka Uin Xoabobl.

Kaxxabin InputAction, B CBOIO oyepefb, COLEPXUT COGCTBEHHbIE COBbITUSA started, performed u
canceled.
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PlayerinputActions (Input Actions)

Action Properties
GamePla

Mei

HacTtpoika gencteui (Actions) u kapT gevicteuii (Action Maps) B pegaktope Input System

[ns 06paboTkm npuesA3ok InputAction MoXHO co3gaTb cneumanbHbli ScriptableObject
InputReader. OH cHoBa BbICTynaeT NOCPEeAHUKOM MeXay Cy6beKToM U Habntogatensmu.
OpHako B 3TOM cflyyae KoMnoHeHTbl MonoBehaviour He BbI3biBatOT COObITUA HanpPsMYyHo.

BmecTo aTOro ponb cy6bekTa, TO €CTb OTNPaBUTENS COObITUN, BbIMOMHSAET Input System:

Ha6nopatennb

Pecypc Game Input —— /

AeictBue Move Input Reader CoBbiTne Ha6nopatennb
OnMove

_—

> T
ScriptableObject
3 Ha6niopartennb
Unity Input System ‘

MonoBehaviour

ScriptableObject InputReader peTpaHcnnpyeT cobbITUs OT 06beKTOB InputAction.

3pecb B Input System HacTpaueatoTca gencTems (Actions) u kapTel genctenn (Action Maps).
Kaxabin InputAction onucbiBaeT oTAeNbHYO OCb BBOAA U CBA3bIBAETCSH C KNaBMaTypown,
renmnagom unv nobbiM pyrum yCTPOMCTBOM BBOAA.
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BmecTo npsmoi nognucku Ha InputAction KOHTponnepbl pakeTok NOANUCHLIBAOTCA
COOTBETCTBEHHO Ha cobbiTua OnMoveP1.performed n OnMoveP2.performed.

Paddile1

Fenmnap, Co6biTHe 1
OnMoveP1
Pecypc Game Input — /

Input Actions Input Reader Co6biTHe
P = / OnMoveP2 Paddle2

Cegﬁgg:bm e — — ?
Q@ NN

ScriptabléOb]ect Co6biTue OnMove

Unity Input System

Knasuatypa \ ?

MonoBehaviour

InputReader nsonupyet 06bEKTbI OT NPSIMON 3aBUCUMOCTH OT CUCTEMbI BBOAA.

B pesynbTate InputReader 3agaeT eanHbI cnoco6 06paboTKu AeNCTBUM C renmMmnaga u
knasuaTypbl. Kaxgpin GameObject, KOTOPOMY Hy>X€H BBOA;:

- XpaHUT ccbliKy Ha ScriptableObject InputReader;

- NoANnncCbiBaeTCA Ha HY>XXHble COObITUS U NPUBA3LIBAET K HUM CBOU METOAbI-006paboTUMKMU.

[ns HeGonbLuon nrpbl Takomn naTTepH MOXET NoKa3aTbCH N36bITOYHbIM, HO 3TOT NpUMep
NnoMoOraeT nyJule NoHATb NPUHLUKUN ero paboTbl.

MpenMyLLeCcTBa CTaHyT OUYEBUAHbI, KOrAa NPOEKT pa3pacTercs U B HeM MOSIBUTCH ropasao
6onblie KomrnoHeHToB. OTAeneHne BBoda OT ucrnonb3yowmx ero GameObject genaet cuctemy
rméye u ynpoluaeT NOBTOPHOE UCMOMb30BaHNE KOMMOHEHTOB.

Ecnu Bo BpeMms pa3paboTku noTpebyeTcs nsmeHuTb InputAction, gocTaTouyHO conpoBoOXaaTb
TonbKo InputReader. Ecnu camu cobbITUS MEHATb He TpebyeTcs, O6beKThbl-cryLaTenu He
3aTparusatoTcd. [loaToMy noaaepKmMBaTb CBA3b MeXAY BBOAOM M HabnofatenaMmm
CTaHOBWTCSA MpoLle, 0CO6EHHO ecnn HabntogaTenen MHoro.

© 2025 Unity Technologies 571375 | unity.com


https://unity.com/releases/lts

o CTaTnyeckme 1 HectaTmyeckme cobbiTus

MO>XHO ncnonb3oBaTb CTaTUYECKUE COObITUS, YTOObI ClyLIAtOLWLMM O6beKTaM He
npuxoaunock uckatb ScriptableObject.

Hanpumep, B meToge OnEnable komnoHeHT MonoBehaviour MoXxeT nognucaTtbca Ha
cTaTnyeckmne cobbltuss MoveP1Event 1 MoveP2Event knacca InputReader:

InputReader .MoveP1Event += OnMoveP1;

InputReader .MoveP2Event += OnMoveP2;

Mpu paboTe co cTaTUYECKUMU COBLITUSIMU OCOBEHHO TLWATENbHO YNpaBnsanTe nognMckamu.
He 3a6ypabTe otnucatbcsa B OnDisable:

InputReader .MoveP1Event -= OnMoveP1;

InputReader .MoveP2Event -= OnMoveP2;

CTaTuyeckue CobbiTUA BCEraa oCTatoTCs LOCTYMNHLIMM U MPU HAIMUYMU aKTUBHbIX
MOAMNMUCUYMKOB He OCBOBOXAATCA CO0PLUMKOM Mycopa. 3abbiTble NOAMUCYNKM BYaYT
NPenATCTBOBaTb OUMCTKE A0 3aBepLUEHNUs PaBoThl MPUIOXEHNS.

OfHaKo cTaTuyeckune CobbITUS He cepuanmayoTcs. ECnmn Hy>XHa MHTepakTUBHas paboTa B
pegakTope Unity, ucnonb3yinTe HecTaTUYeCKmne COBbITUSI U YKaXnUTe B OKHe Inspector
CCbINIKY Ha cooTBeTCcTBYtoWMI ScriptableObject.
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aTTepH «KoMaHaa»

BmecTo npamoro BbizoBa MeTofa natrepH «KomaHga» no3sofnseT MHKancynmpoBsaTb O4UH UK
HEeCKONbKO BbI30BOB METOAOB B «OObEKTE KOMaHAbI».
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3aTeM 06beKTbl KOMaH[, COXPaHAKTCA B KOMIEKLMU, HAaNpUMep B o4epeam Unu cteke, Kotopas
CNYyXut HeB60oNbLWNUM 6y¢ep0M. 370 paeT [ONoNHUTENbHbIN KOHTPOJIb Hapf BbIMOJIHEHNEM
KaXkgomn KomaHabl. TUnnyHble CUueHapun BKNHOYaT BOCnpouseseneHne nocnenoBaTtes/ibHOCTU
JeNCTBUIM C 3afaHHbIMU MHTEpBanamMn n nogaep>XkKy nx oTMeHbl.

BepoATHO, Bbl y)Ke BCTpeyanu aToT NpueM B JIIOOUMbIX UFPOBbIX XXaHpax:

- B cTpaTeruu B peanbHOM BpeMeHu naTrepH «KomMaHaa» MOXHO UCMOMb30BaTh, YTOGLI
rnomelLaTb B o4Yepeb A4eNCTBUA IOHUTOB U 3aaHuin. rpa 6yaeT BbINOMHATL KOMaHAb! 415
30aHuI Mo Mepe MosBIEHNA PECYPCOB, a NS FOHUTOB - MOCNEA0BaTeIbHOCTU NepeMeLLeHni.

- B nowaroBoW cTpaTernm Urpok MoxXeT BblGpaTb FOHUTA, a 3aTeM COXPaHUTb ero
nepemMeLLeHnss Uu OencTeus B odepeamn nméo Apyroin Konnekuun. B KoHue xoga urpa
BbIMNOMHUT BCE KOMaHAbl U3 oYepeam Urpoka.

- B ronosonomke natrepH «KomaHga» no3BonseT UrPOKY OTMEHATb U MOBTOPHO BbIMOMHATb nencreus.

-B (])aVITMHFe onpepneneHHaa nocsieqoBaTe/ibHOCTb HaXaTU KHOMOK WK ABUXEHUN CTUKA
remMmnaga MoXxeT 3anyckaTb KOM60 U creunanbHble Npuemsbl.

[ns peanusauun natrepHa «KomaHga» MoXHO ncnonb3oBaTtb ScriptableObject.

Hanpumep, MOXHO co3aaTth KOMaHay, 3afdatoLlyto nepemMelleHne Transform. Ecnv kaxgoe
[eiCTBMe 06epHYTb B OTAEMNbHbIN 06BEKT, YNPaBiATb UM CTAHOBUTCSA MpoLLe.

CHavana onpegenute nHtepdenc ICommand ¢ metogamu Execute n Undo. BmecTo
nHTepdenca Takxxe MOXHO UCMOMb30BaTb abCTPaKTHbIN Knacc:

public interface ICommand

{
public abstract void Execute();
public abstract void Undo();

}
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3aTem peanuayinte uHtepdenc ICommand B ScriptableObject. Kaxxapin 06beKT KoMaHabl
nony4aeT cob6CTBEHHbIE peanu3aumm metogos Execute n Undo.

<<uHTeppenc>>

+Execute()
+Undo()

peanusyet

MoveCommandSO

+Execute()
+Undo()

Peanusauus natrepHa «KomaHpga» ¢ nomolusto ScriptableObject

Mocne atoro MonoBehaviour nnu ScriptableObject moxeT onpegenuTb 6ydep KomaHg,
copepXawmn o6bekTbl KOMaHgA. B kayecTBe 6ydepa nogonaeTt KOnneKkums: CMcok, CTek,
MaccvB uUnn ovepegb.

<<uHTepdenc>>

m Comm; WELET[ R ICommand

+CommandBuffer:
List<ICommand>

+0OnExecute() +Execute()

+0nUndo() +Undo()

OGbeKT BepXHero ypoBHs

peanusyert

+Execute()
+Undo()

OG6GBEKT HUXKHETO YPOBHSA

CommandManager xpaHuT Konnekumo o6bekTos ICommand.
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Takasa npocTas CTPyKTypa No3BONASET BbIMOMHATbL KOMaHAbl MO odepeaun. MNpeactasbTe
06YyYaroLwmn ann3og, unu KaT-cueHy, B kotopon GameObject BbinoNHAET 3agaHHyHO
nocnepoBaTesibHOCTb AENCTBUN UNn aHnMaumi. MNatTtepH «KomaHga» oT/IMYHO NOAXOANT Ans
3TOM 3aJauu.

Kaxxpas komaHga siBnsieTcs oTAe/IbHbiIM 06bEKTOM, MO3TOMY UX JIErKO MEHSATb MecTaMMu.
[locTtaTouyHO BbIGpaTb cnocob opraHmsauum CommandBuffer:

- Ecnu ncnonb3oBaTb CTeEK, NPY BbINOAHEHWUM MOMELLaNTe KOMaHAbl B Hero. MNpu oTMeHe
n3BfieKanTe KOMaHAy M3 OCHOBHOMO CTeKa U NoMeLLanTe B OTAENbHbBIN CTEK MOBTOPHOMO
BbINONTHEHUA.

- Ecnu ncnonb3yeTtcsa cnvcok unm mMaccums, oTCNneXuBanuTe NHAEKC TEKyLIJ,eVI KomaHgbl. [Npu
OTMeHe yMeHbLLIaVITe MHOEKC, a NpPpX NOBTOPHOM BbINMOJIHEHUN yBeJ'IVILIMBal;ITe.

OpfuH 13 BapmnaHTOB peanu3aunmn OTMEHSEMOro NepemMeLLeHns nokasaH B Knaccax
MoveCommandSO n CommandManager 13 npumepa npoekTa. B npocton obyyvatowien cueHe
nogmnuncu K aneMeHTaM UrpoBOro Nosisi 06 bACHAKOT Npasuia Urpbl.

HaxmuTte kHonky Next («[anee»), 4ToGbl NepenTu K cnegytowemy nosicHeHuto. KHonka Back
(«Hazapg») no3BonaeT NpocMaTpmBaTh MHCTPYKLUMU B 06paTHOM MOpsiaKe.

Monapute MAYom 3a
PaKeTKy conepHuka u
Ha6epuTe 6osbllie 04YKoB!

KAKUTPATb

ABWMXEHUE PAKETOK

HA3AL [OAJIEE P1: Wunu S P2: BBEPX/BHU3

e

KHonku Hazap u Nanee

MpocTasa peanusauna nattepHa «KomaHga».

MoppobHee o natrepHe «KomaHga» MOXHO Y3HaTb U3 3NEKTPOHHOM KHUMM «[oBbILaem
ypOBeHb Kofa ¢ natTepHamu npoektuposaHusa U SOLID». Takxxe 03HaKOMbTeCh C
ny6énukaumnen coobliecTaa «MatrepH "KomaHpa" ¢ ScriptableObject», roe nokasaHa
peanusauus aToro natrepHa ¢ nomoubto ScriptableObject.
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o ScriptableObject nnn knaccel C#?

Bbi6Mpasa apxuTekTypy Kofa Af1s NPoeKTa, BaXKHO YUYNTbIBATb HABbIKW U MPeAnoyYTeHNs
KOMaHfbl, @ TakXXe Tpeb6oBaHUA Urpbl K Npon3soauTenbHoCcTn. OgHUM ansanHepam ygobHee
paboTaTb MHTEPaKTUBHO B pedaktope Unity, a opyrum NonHocTbio B Koge CH#.

YuunTbiBanTe 3T GaKToOpbl, YTOOLI C KOL0BOW 6a3oi 6bl10 YA06HO paboTaTb BCEM
yyaCTHWKaM KoMaHfApbl. HM oguH naTTepH He NoaXoAmMT abCoOTHO ANA BCeX 3a4ay, NosToMy
nepep BHegpeHWeM TWATeNbHO OLEHUTE ero NpenMyLLecTsa n HeJoCTaTKW.

MoMHUTE: «NpaBubHag» apXUTEKTYpa Kofda NpOCTOo Ta, KOTopas Nydlle BCero Nnogxoant
BalLen KoMaHge 1 NPOEKTY.
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[TaTTepH

Runtime Set

Bo Bpems BbINOHEHMSA YaCcTO TPeBYyeTCs OTCNEXnBaTb CNNCOK 06bekToB GameObject nnm
KOMMOHEHTOB B cLUeHe. Hanpumep, MoXeT NoHagobUTbCA CIMCOK NPOTUBHMKOB unn NPC.

Ok3emnnsap ScriptableObject cyuiecTByeT Ha ypoOBHe NMPoeKTa, MO3TOMY MOXET XPaHUTb
JaHHble, [OCTYMNHblE NO6OMY 06bEKTY U3 NGO CLEHbI. ITO 06ecneynBaeT NOYTN TaKOM Xe
YA06HbIV rno6anbHbIM 4OCTYN, KaK CUHITOH, HO 6€3 M3BECTHbIX HE[OCTaTKOB 3TOr0 NaTTepHa.

YTeHune gaHHbIX Hanpamyto n3 ScriptableObject Takxxe apdpekTBHEE, YEM MOUCK B Mepapxum
cueHbl yepes Object.FindObjectOfType nnn GameObject.FindWithTag. B 3aBucumocTtu ot
3aayn u pasmepa nepapxmm 3T MeTofbl CPaBHUTENIbHO 3aTpaTHbl U He NOAXOAAT ANS Bbi30Ba
B KaXKloM Kapgpe.

BazoBbi Runtime Set

BmecTo 3TOro MoXHo xpaHuTb AaHHble B ScriptableObject kak Runtime Set. 310
Ccneunann3npoBaHHbIl KOHTENHEP AaHHbIX C 06LEef0CTYNHON KONEKUUEN STIEMEHTOB U
6a30BbIMM MeTofaMn 06aBNEHUS B KOMNEKUMIO U YAaneHns us Hee.
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@j RuntimeSetSO
XpaHUT KONEeKLUIO 0GbEKTOB
WU KOMIMOHEHTOB . .
+ltems: List<Object>

+Add
+Remove

MpenocTaBnseT KoNNeKLumio .
no60oM cLeHe MonoBehaviour

Runtime Set npegocTaBnseT rno6anbHbii AOCTYN K KOANEKLUU AaHHbIX.

Hwxe npusepneH 6a3oBbi Runtime Set, KoTopbI OTCnexueaeT cnMcok o6bekToB GameObject:

using System.Collections.Generic;

using UnityEngine;

fileName = "GORuntimeSet")]

{

public void Add(GameObject thingToAdd)
{
if (!items.Contains(thingToAdd))
items.Add(thingToAdd) ;

[CreateAssetMenu(menuName = "GameObject Runtime Set",

public class GameObjectRuntimeSetSO : ScriptableObject

private List<GameObject> items = new List<GameObject>();

public List<GameObject> Items => items;
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public void Remove(GameObject thingToRemove)

{
if (items.Contains(thingToRemove))

items.Remove(thingToRemove) ;

Bo Bpems BbinonHeHus nto6on MonoBehaviour MoXxeT 06paTUTbCs K 06LLEeA0CTYNMHOMY
CBOMCTBY Items 1 nonyynTb NonHbIN cnucok. 3a gobasneHne o6bekToB GameObject B aTOT
CMNCOK U yaaneHne n3 Hero AoNXeH oTBeYvaTb ApYron CKPUNT UM KOMMOHEHT.

WNepapxus

Ny
GameObject ’ .
Ccbuikn GameObject
.' po6Gaensaiorcs B Runtime Set
yepes co6bITUA
GameObject

GameObjectRuntimeSetSO

~~
e

+Items List<GameObject> GameObject

ltems
List<GameObject>

MonoBehaviour

Runtime Set gna
GameObject

[o6asbTe ccbinky Ha Runtime Set B MonoBehaviour. 3aTem B dpyHKUMAX cobblTuii OnEnable n
OnDisable po6aBnanTe 06bEKT B CNMCOK Items aToro Runtime Set u ygansanTe ero ottyga. B
KayecTBe afbTepHaTUBbLI UCNONb3YNTe KaHan cobbiTuin, nepepatowmm GameObject B kayecTse
NonesHomn Harpysku, Hanpumep GameObjectEventChannel.

© 2025 Unity Technologies 66 1375 | unity.com


https://unity.com/releases/lts

@ | MatrepH «KomaHaa» | MaTTepH Runtime Set | 3HakoMCTBO ¢ NPUMepOM npoekTa |

O6o6LleHHas Bepcua

MHorga Runtime Set TpeGyeTcsa gns KOHKpeTHoro Tuna MonoBehaviour. Hanpumep, Tak
MOXHO XpaHWUTb AOCTYMHbI BCEM 0ObEKTaM CLEHbl CIMCOK MPOTUBHMKOB MN Noa6upaemMblix
npegmMmeToB. B aToM cny4yae Ans KaXKgoro Tuna MoXHo co3gaTb oTAeNbHbIM Runtime Set,
Hanpumep EnemyRuntimeSet nnu PickupRuntimeSet.

YnpocTuTb co3gaHue [ononHuTenbHbiX Runtime Set MOXHO ¢ NOMOLLBbIO 0606LLEHHOIO
abCTPaKTHOro knacca:

public abstract class RuntimeSetSO<T> : ScriptableObject

{
[HideInInspector]

public List<T> Items = new List<T>();

public void Add(T thing)

{
if (!Items.Contains(thing))
Items.Add(thing);

public void Remove(T thing)

{
if (Items.Contains(thing))

Items.Remove(thing);

OH paboTaeT aHanormyHo ncxogHomy GameObjectRuntimeSet, HO faeT 60nbLue rMOKOCTH.
YT106bI co34aTb Runtime Set gns nonb3oBaTenbCKoro KOMNoHeHTa Foo, onpegenute
KOHKpeTHbIM FooRuntimeSetSO cnegytowum o6pasom:

[CreateAssetMenu(menuName = "Foo Runtime Set",
fileName = "FooRuntimeSet")]

public class FooRuntimeSetSO : RuntimeSetSO<Foo>
{
}
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Co3painTe CTONbKO KOHKPETHbIX KNTacCOB, CKOMIbKO TpebyeTca UrpoBon noruke. NpoTUBHUKMY,
NPC, npegmeTbl UHBEHTaps, 3agaHusa U apyrue cywHOCTU MOryT MUMeTb COB6CTBEHHbIE Runtime
Set. [1na 3TOro 4OCTaToOYHO OGBSABUTD HOBbIN MYCTOM KNACC C HY>XXHbIM TUMOM.

BmecTo cobbITUin KaXkabl KOMNOHEHT FOO MOXeT caMoCTosITeNIbHO [,06aBNATb U yAanaTh cebs
B meTogax OnEnable n OnDisable. Ecnv Ha3HaunTb ccbinky B none FooRuntimeSet okHa
Inspector, koMnoHeHT FOo 6yaeT aBToMaTU4ecku NosBnsATbCA B Runtime Set. 3170 0co6eHHO
yA06HO NpuU UCNoNb30BaHMM KOMMNOHeHTa Foo ¢ npedabamu.

public class Foo : MonoBehaviour

{
public FooRuntimeSetSO RuntimeSet;

private void OnEnable()

{
RuntimeSet.Add(this);

private void OnDisable()

{

RuntimeSet.Remove(this) ;

MpumeyaHme. Y aTOro npuema ecTb orpaHMyeHmne: ecnm npocmMatpmeaTh ScriptableObject Bo
BpeMs BbINOJSIHEHWS, COAepXUMoe cnncka Runtime Set He 6yaeT BugHO B okHe Inspector. Ecnun
caenaTb CNUCOK OBLLEefOoCTYNHbIM M BbIBECTU €ro B OKHO Inspector, pe3ynbTaTt 6yAeT TakuMm:

Runtime Set He oTo6paxaeT 06beKTbI U KOMMOHEHTbI CLIEHbI B OKHE Inspector.
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Mo ymonyaHuio B nosie KaXxaoro anemMeHTa otobpaxaetcs Type mismatch («HecooTBetcTBME
TMMOBY»), NOCKOJbKY acceT ScriptableObject He MOXeT cepnanm3oBaTb CCbINKY Ha 0GbEKT
cueHbl. CNNCcok Npu 3ToM paboTaeT HOPMasnbHO, HO ero CoaepPXMMoe oTobpaxkaeTcs
HEKOppPeKTHO. YTo6bl He BBOAMTL MONb30BaTeNs B 3a6NyXAEHWE U CKPbITb CMIMCOK U3 OKHa
Inspector, npegocTaBbTe K HEMY AOCTYN Yepes o6Lwef0CTyNHOE CBOMCTBO UM NPUMEHUTE
aTpmbyT Hidelninspector. Mpobnemy o0To6pa)KeHus Tak)Ke MOXHO peLlnTb C MOMOLLbIO
cKpunTa nonb3oBaTtenbckoro Editor, KoTopbii HacTpanBaeT oToBpaxXeHe B OKHe Inspector.
Xopowwui npumep npueegeH B SOAP (ScriptableObject Architectural Pattern) B Asset Store.

Scriptable Lists

Level: 1

| ’

WA‘SD / Arrow Keys to Move

>

l Custom Inspector

Count : 11

Monb3osatenbckui Editor B SOAP oToGpaxaeT cogepxxumoe Runtime Set.

o HTepecHble GakTbl 0 foo 1 bar

B nporpammupoBaHumn foo n bar 4yacto ncnonb3yroT Kak YCNoBHbIE UMeHa. BeposaTHO, nx
BbIGpanu NOToOMYy, YTO OHU KOPOTKME, Nerko 3anoMUHaOTCA U HEOObIYHO 3BYyYaT.

To4YHOEe NPOUCXOXAEHNE 3TUX TEPMUHOB HEN3BECTHO. [0 OOHOMN N3 BEPCUA, X HaYanu
Mcnonb3oBaTb OnepaTopbl PaAMoIOKaLMOHHBIX CTaHLUMI BO BpeMsi BTopo MUPOBOM BOMHbI.
BeccmbicneHHoe cnoso foo Tak)Ke cTano Kpbinaton ¢pason B Komukce 1930-x rogos.

B nporpammupoBaHun pacnpocTtpaHeHne foo n bar 06bl4HO CBSI3bIBAKOT C KITy6OM
XenesHogopoXxXHoro mogenmama Tech Model Railroad Club npu MIT npumepHo B 1960-x
rogax. B nomeleHnn knyba y ABepu Haxogunucb ABe YHUBepcanbHble KHOMKW C Hagnucamm
foo n bar. Xakepbl MIT yacTo 3aMMCcTBOBanM 3TN Ha3BaHUS AJ11 CBOUX UAEN, N CO BPEMEHEM
foo n bar ctanu o6WwMMN nMeHamMu nepemMeHHbIX. CErogHst UX UCMONb30BaHNE B KAYeCTBe
YCNOBHbIX MMEH LUMPOKO pacnpoCTpaHeHo cpeau NporpaMMncTOoB.
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HaKOMCTBO C
DVMEPOM
DOEKTA

1 31 W

K aToMy pyKOBOACTBY npunaraeTcs NnpumMep nNpoekTa, Ha KOTOPOM MOXHO U3YUuTb
ScriptableObject. NpoeKT 0CHOBaH Ha KNacCU4yeckon MexaHUKe Urpbl C MSIYOM W pakeTKamu u
HarnsgHo nokasblBaeT, Kak ScriptableObject MmoxeT ynyulwmnTb apxuTeKkTypy npoekTa Unity.

MpumeHsa npuHumnbl SOLID u nogxofbl, XapakTepHble O KPYMNHbIX NPOEKTOB, Bbl yBUAMUTE,
Kak ScriptableObject nomoraeTt nepecTtpanBaTb Koa.

Mpumep npoekTa

© 2025 Unity Technologies 70 n3 75 | unity.com



https://unity.com/releases/lts
http://http://https://unity.com/solutions/accelerate-solutions-games

@ | MatTepH Runtime Set | 3HaKOMCTBO C NPMMEPOM NPOEKTa \ 3akntoyeHne

34echb Bbl yBUANTE NpuMeHeHne ScriptableObject Ha npakTuke u nyylle NOMMETE, Kak C ero
NMOMOLLbIO MOBBLICUTb 3QPEKTUBHOCTb Pa3paboTKN U yNYYLIUTb OpraHM3aumnio NPOEKTOB.

B npumepe peanni3oBaHbl MHOIrnMe naTtrepHbl, paCCMOTPEHHbIE B 3TOM PYKOBOACTBE!

- KoHTelHepbl faHHbIX: 06LLMe HaCTPOMKKN BblHECEHBI B acceTbl ScriptableObject. MapameTpsbl
UIrpoBOro nNpoLecca 1 obLimMe COCTOSHNUS XPaHATCA B MPOEKTe KaK acceTbl. MICXogHyto
KOMMOHOBKY YPOBHS Tak)Ke MOXHO M3MEHUTb, 3aMEHNB COOTBETCTBYHOLLME acCeTbl
ScriptableObject.

- Pacwupsiemble nepeuncnenuns: nyctble acceTbl ScriptableObject BbinonHsOT ponb
nepeyncneHun gns knaccmdumkalmm nrpoKos.

- O6beKTbl-generartbl: MPOCTON ayguogeneraT nokasblBaeT, Kak paHAOMU3NPOBaTb 3BYKM
CTOJIKHOBEHMS Msidya Of4HOM N1b 3aMeHon ScriptableObject. Lienu Takxxe npencraBneHbl
acceTamMu ScriptableObject, KoTopble NOAKMOYAOTCS K CUCTEME YNPaBeHUs Urpon ans
onpegeneHns ycnosum nobeabl U NopaXKeHus.

- KaHanbl co6biTni: naTTepH «Habnogatenb» noMoraeT HaCTPOUTb UrpoBble cobbiTMsA gna Ul,
3BYyKa W nogcyeTa 04koB. PasHble 06bekTbl GameObject MoryT nognuceiBaTbCs Ha pasHble
KaHanbl COGbITUI, CTOBHO HAaCcTpamBasiCb Ha ONPEeAENEeHHYIO PaaANOCTaHLMIO.

- [1BoMiHaa cepuanusaums: HEKOTopble UrPoBble AaHHbIe, HaNpPUMep KOMMNOHOBKa YPOBHS,
XpaHsaTcsa B ScriptableObject ansa yno6ctea paboTbl B pegaktope Unity, HO npn HEO6X0ANMOCTU
coxpaHstoTcs B pannbl JSON. MognouumpoBaHHble BHe Unity gaHHble JSON 3aTemM MOXHO
ncnonb3oBaTh ANns Bocco3gaHus ScriptableObject, coBMecTUMOro ¢ UCXo4HbIM CKPUITOM
HaCTPOMNKMU.

PasymeeTcs, cama urpa He ABNsSieTCA rMaBHOM YacTbio nNpuMepa. ApKagHyto Urpy ¢ MS4om 1
pakeTKamMu MOXHO HanucaTb ropa3fo MeHblMM 06beMoM Koga. Llenb npumepa npoekTa B
OPYrom: nokasaTb, Kak ScriptableObject nomoraet cosgaBaTb TeCTUpyeMbIE U
MacLTabmpyemble KOMIMOHEHTbI, C KOTOPbIMU YA06HO paboTaTb An3anHepam.
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3aKkroyeHune

ScriptableObject MoXeT cTaTb YHMBEPCabHbIM AOMOSIHEHNEM K BalleMy Habopy
WMHCTPYMEHTOB. PaccmaTpuBanTe 3T NaTTepHbl NPOEKTUPOBAHMWS KakK AOMNONHUTESNbHbIE
cnocobbl opraHM3oBaTh pa3paboTky B Unity.

MHorme npuembl U3 3TOro PyKOBOACTBA MOXHO peann3oBaTtb C MOMOLLbIO KnaccoB C#, He
ucnonb3ys ScriptableObject, 1 B HEKOTOPbIX CUTYaUMsIX pa3paboTUnKM NPeanodTyT UMEHHO
Takoun nogxogd. OgHako pegakTop Unity no3sonsieT ygobHee npocMaTpuBaTb U pedakTnpoBaTtb
ScriptableObject. bnarogapsi aToMy Xy40XXHWKU U gu3alHepbl MOryT B3aUMOAENCTBOBATb C
NPOEKTOM, a He nonaratbCcsa BO BCEM Ha Kog.

XOTST N1 Bawn gM3anHepbl CaMOCTOSITENIbHO HAacTpanBaTb JaHHble UTPOBOro Npouecca, He
o6palascb NOCTOSIHHO K pa3paboTuynkam? Ecnu ga, ScriptableObject moxeT HanTK mecTo B
BalLeM MpoeKTe.

MHorpga oTkas oT naTTepHa He MeHee LieHeH, YeM ero npumMeHeHue. PellieHne, KoTopoe

€CTeCTBEHHO MOAXOAUT OLHOMY NMPUMNOXKEHMIO, MOXET He NofonTu apyromy. Mepepq,
BHeJpEHMEeM naTTepHa OLeHUTe ero NpeMMyLLecTsa U He[oCTaTKu.

CTporux npaeun opraHusauum npoekTa Unity He cywecteyeT. Cornacyite apxuTekTypy kofa
HaBbIKaMu W IUYHBIMW NMPEANOYTEHUAMM KOMaHAbI.

Torpa Bbl CMOXeTe COCPefoTOUMTbCS Ha MaBHOM: CAeNaTh Urpy NO-HACcTosLLEMY
yBeKaTenbHON A5t UTPOKOB.
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J1o0NONHUTENBHbIE
MaTepunanbi

[1oKyMeHTauusa

- API ckpunTuHra ScriptableObject

- CTpaHuua pykoBogcTsa no ScriptableObject

TexHu4eckune anekTpoHHble KHMrK Unity

O naTTepHax NPoeKTUPOBaHUA U NporpaMmmupoBaHum B Unity

- «[losbiwaem yposeHb kodda ¢ nammepHamu npoekmuposaHus u SOLID»: egedeHue 8
SOLID-pazpabomky u hammepHel npoekmuposaHus 8 Unity.

- «Co3paHue pykoBogcTsa no ctunto C# (usganme pns Unity 6)»: 0630p psifa nepesoBbix

NPaKTUK opraHnsaunny npoekKTa.

Apyruve pykosoacTea no
nepeaosbIM NpaKTUKam

- PaclwmpeHHble pyKoBOACTBA NO NepefoBbiM MpakTUKaM B AOKyMeHTauumn Unity

- LleHTp nepepoBbIxX NpakTuK
Unity
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MaTepuansl
Unite

- «CBepykeHune TupaHun MonoBehaviour B cnaBHon pesontoumn ScriptableObject»

- «ApxuUTeKTypa urpbl ¢ nomolubto ScriptableObject»
[ns o6Lero 3HaKOMCTBa C apXMTEKTYPOU KOAa TakKe peKoMeHayeM:

- «OT Pong fo npoekTa KoMaHAabl U3 15 yenosek»

[pyrve npumMmepbl NpoeKToB

B apxutekType 3TUX NPOEeKTOB COOGLLECTBa LUMPOKO NPUMEHSIeTCA NOAX0A Ha OCHOBE
ScriptableObject:

- MNpe3eHTauns AeMoHCTpaunoHHoro npoekTa Tanks ¢ Unite, nogrotosneHHas Puyapgom danHowm,
ucnonb3yet ScriptableObject ana HacTponku 3ByKa, nogknoyaemoro VI n paspyluaembix 3gaHum.

- Y PanaHa Xvnnna, ctapliero paspaboTymka urp nonHoro umkna B Meta, eCTb NpoekT Ha
GitHub, nnntocTpupyowmin 3HaunTeNbHYO YacTb ero BbicTynneHus Ha Unite Austin. Takxe
MOXHO MpoYnTaTh €ro Ny6aMKaumio B 6510re Ha Ty Xe TeMy.

- SOAP (ScriptableObject Architectural Pattern) B Asset Store peanvsyeTt MHOrMe NaTTepHbI,
ONMCaHHbIe B 3TON 3NEKTPOHHOM KHUre, U [,06aBASET MHOXECTBO GYHKLUNUIA, YNPOLLAIOLLIMX
pa6oTy ¢ ScriptableObject.

- Unity Atoms: 6M6nmoTeKka ¢ OTKPbITbIM UCXOLHbIM KOLOM, aKTMBHO UCMOJb3YtoLLas
ScriptableObject. HauyaTb paboTy C Hern NOMOXET COOTBETCTBYHOLLAA CTpaHMLA.

- Reactive Menu System ucnonb3yet ScriptableObject ana noctpoeHus cuctemsl UGUI,
KoTopasi o6pabaTbiBaeT U3MeHeHUs cocTosiHus Ul 1 ynpaBneHue MeHto.

- Unity Open Project (Chop Chop) akTnBHO onnpaeTca Ha ScriptableObject n ynpasnsiet
UrpOBbIM NPOLECCOM C NOMOLLIO KaHanoB COGbITUN.

[nsa renm-am3anHepos

Kpucto Ho66¢, cTapwmnin TeXHUYECKUN renM-gusanHep, cneumanmsmpyrowmnmncs Ha
NPOEKTUPOBaHUM UrPOBbIX cucTem u Unity (C#), yyacTsoBan B co3gaHunm «CnpaBoYHNKa
renm-gusanHepa Unity» 1 6611 OCHOBHbIM aBTOPOM HEGOMbLLION cepun Ny6ankaumin o
NPOEeKTUPOBaHUN NrpoBbiX cuctem B Unity:

- «Cuctembl, co3parolime 3KOCUCTEMbl: SMEPAYKEHTHbIN reMM-Onu3anH»
- «Henpepackasyemo 1 yBnekaTenbHO: LLeHHOCTb paHAoOMU3aunn B renM-amn3anHe»

- «KpuBble aHMMaLnKn Kak rNaBHbIN pblyar ansanHa»
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