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Lop Components

= L3 I6p co ban nhat duoc tich hop vao cac GameObiject.

= .dp Component bao gébm cac thudc tinh luu trlr nhitng
théng tin co ban va quan trong nhat doéi véi mot
GameObject nhu vj tri cila doi tugng trong khéng gian 3D,

d0 xoay cua doi tuong, ten, tag ...v...v
Thuoc tinh Chu thich
transform Thong tin vé vi tri, d6 xoay
rigidbody Gia 1ap khoi luong va trong lugng cho GameObject.
camera Truy xuat dén cac thudc tinh cta class Camera néu GameObject
dugc tich hgp mot camer
light Truy xudt dén cac thudc tinh cua class Light néu GameObject
dugc tich hgp mét Light.
animation Truy xuat dén cac thubc tinh cla class Animation néu GameObject
bao gém cac animation.
constantForce Truy xuat dén cac thudc tinh cla class ConstantForce néu

GameObiject dugc tich hgp ConstantForce.
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Lop Components

renderer

audio

guiText

networkView

guiTexture

collider

hingeJoint

particleEmitter

particleSystem

Truy xuat dén cac thudbc tinh cua class Renderer néu GameObject dugc
tich hgp Renderer.

Truy xuat dén cac thudbc tinh cua class Audio néu GameObject duoc tich
hgp Audio.

Truy xuat dén cac thudc tinh cua class GUIText néu GameObject dugc
tich hgp GUIText

Truy xuat dén cac thudc tinh cua class NetworkView néu GameObject
dugc tich hgp NetworkView.

Truy xuadt dén céac thudc tinh cua class GUITexture néu GameObject
duagc tich hgp GUITexture.

Truy xuat dén céac thudc tinh cua class Collider néu GameObject dugc
tich hgp Collider (dugc dung dékiém tra cac va cham ).

Truy xuat dén cac thudc tinh cua class HingeJoint néu GameObject
dugc tich hgp HingeJoint.

Truy xuat dén cac thudbc tinh cua class ParticleEmitter néu GameObject
dugc tich hgp ParticleEmitter.

Truy xuat dén cac thudc tinh cla class ParticleSystem néu GameObject
duagc tich hgp ParticleSystem.



Lop Components

gameObject Truy xuat dén doéi tuong ma né tich hgp dén.
tag Tag cla component.
=Chuy:

Mac dinh khi khéi tao mot déi tugng, doi tuong do sé mang tén
“GameObject” va dugc tich hgp san thanh phan Transform.




Lop Components

GetComponent

GetComponentinChildren

GetComponentsinChildren

Component

CompareTag

SendMessageUpwards

SendMessage

BroadcastMessage

Tra vé kiéu Component dugc tich hop vao ddi tuong.

Tra vé kiéu Component dugc tich hop vao doéi tugng
hodc con cua doi tuong.

Giong GetComponentsinChildren nhung travénhiéu

GetComponents Gidng GetComponent nhung tra vé
nhiéu Component

Doi tuong co thudc tag nao khong?

G yéu cau thuc hién mot phuong thirc dén cac thanh
phan dugc tich hop trong cing mét déi tugng.

G{ri yéu cau thuc hién mot phuong thirc dén céc thanh
phan dugc tich hgp trong cung moét ddi tuong.

Gli yéu cau thuc hién mot phuong thic dén cac doi
tuong con.



Truy xuat dén thuoc tinh cua script
= B3t dau bang mot vi du co ban, doan code sau sé di chuyén
mot doi tuong thdng qua input va mét bién hiéu chinh téc
do.

using System.Collections;

public class Move : MonoBehaviour

{

public float speed = 5.0F;//t6c dd cla d6i twong

void Start () {}

// Update is called once per frame

void Update ()

{
float x = Input.GetAxis("Horizontal") * Time.deltaTime * speed; // t6c d6 theo ciu tric ngang
float z = Input.GetAxis("Vertical") * Time.deltaTime * speed; // t&c d6 theo cau tric ngang

transform.Translate(x,0,z);// di chuyén theo vector (x,0,z)




Truy xuat dén thuoc tinh cua script

= Chu y: Sau khi tich hgp script trén vao mot doi tugng, thudc tinh
speed cua class Move dugc public ra ngoai dé ta co thé hiéu
chinh truc ti€p bang cach click chudt va nhap thdong sd, ban than
cac script nén duoc xay dung nhu mot tool dé tién lgi cho viéc
hiéu chinh va tranh can thiép vao ma nguén, ngoai ra con don
gian hoda viéc st dung script.




Truy xuat den thuoc tinh cua script
= Trong qua trinh phat trién ching ta sé cé nhu cau vé viéc hiéu chinh toc
do thdéng qua code, sir dung phuong thirc GetComponent dé truy xuat
dén thudc tinh cia mdt thanh phan bat ky duogc tich hgp trong déi tuong.

using UnityEngine;
using System.Collections;
public class SetSpeed : MonoBehaviour
{
// Use this for initialization
void Start () {}
// téng t&c d6 moi khi player nhan phim U
void Update ()

{
if (Input.GetKey(KeyCode.U))

{

Move moveScript = gameObject.GetComponent<Move>;// truy xuat dén I&¢p Move

moveScript.speed += 0.5F;// tang tdc d6




Truy xuat dén thuoc tinh cua script
= Giai thich: Sau khi tich hgp script SetSpeed vao cung mot doi
tuong vdi script Move, thudc tinh gameObject sé truy xuat dén
doi tuong chlra 2 script nay va thong qua phuong thuc
GetComponent dé truy xuat dén mot thanh phan bat ky duoc
tich hop vao doi tuong, cu thé & day la script Move.
= Chu y: Tai script C# khong thé truy xuat dén script Javascript

théng qua phuong thic GetComponent.




Cac phuong thirc co ban

= Khi khdi tao mét script, mdc dinh ndé da chira cac phuong thic
Start(), Update(), day la hai phuong thuc rat hiru dung, ngoai ra
con mot s6 phuong thirc khdc dugc liét ké dudi day:

= Update(): Nhitng doan code thudéc phuong thuc nay sé dugc
goi lai mo6i frame (khung hinh).

= FixedUpdate(): Gidng vdi Update nhung ta co thé hiéu chinh
dugc s6 khung hinh ban dau, va khéng bi anh hudng khi tan sé
frame khoéng 6n dinh.

= Awake(): Nhirng doan code thuéc phuong thuc nay duoc goi
khi script & giai doan khdi tao, thudng duogc dung deé thiét 1ap
hodc tai dit liéu ban dau cho cac Component.




Cac phuong thirc co ban

= Start(): Duogc goi thuc hién trude phuong thire Update() nhung
lai sau Awake(), Khac nhau co ban gilra Start() va Awake() la
phuong thie Start() chi dugce goi khi script khéng bi dinh chi hoat
ddng (enabled).

= OnCollisionEnter(): Nhitrng doan code thuéc phuong thic nay
sé duogc thuc thi khi déi tuong chira nd bao gébm méot Collider va
va cham vdi mdt Collider hodc Rigidbody cua mét doi tugng
khac.

= OnMouseDown(): Nhitng doan code thuéc phuong thuc nay sé
dugc thuc thi khi chudt cia ngudi chai click vao mét déi tuong
co tich hgp thanh phan GUIElement hodc Collider.




Debugging
= Unity cung cap Idp Debug dé ho tro 14p trinh vién theo d6i va
kiém soat cac 16i, & day chung ta quan tdm dén phuong thic
Debug.Log().
= Phuong thirc Log() cho phép nguodi dung gii mot thong tin dén
Unity Console nham muc dich:
« Chirng minh rang doan ma nay dang dugc thuc hién.
« B3ao cdo tinh trang hién tai cua bién.
= Tr& lai vi du vé |6p SetSpeed, kiém tra toc dd cla doi tugng moi
khi ngudi chai tang téc.




Debugging

= Tr& lai vi du vé I6p SetSpeed, kiém tra toc do cua dbi tugng moi
khi ngudi chaoi tang toc.

using UnityEngine;
using System.Collections;
public class SetSpeed : MonoBehaviour
{
// Use this for initialization
void Start () {}
// Update is called once per frame
void Update ()
{
if (Input.GetKey(KeyCode.U))
{
Move moveScript = gameObject.GetComponent<Move>;// truy xuat dén I&p Move
moveScript.speed += 0.5F;// tang tdc do

Debug.Log(moveScript.speed);




To6i wvu héa ma nguoén:
SUr dung cac thanh phan ctia GameObject thong qua bién tinh:
= Nhu d3 tim hiéu & cac muc trén, ban than mdt GameObject ludn
dugc tich hgp san cac thanh phan dé luu trir thdong tin clia ching
trong khéng gian 3D, & day chung ta sé 1ay vi du cu thé vdéi thanh
phan transform.

using UnityEngine;

using System.Collections;

public class Example : MonoBehaviour

{

void Update ()

{

transform.Translate(0,0,0);




Toi wvu héa ma nguon:
SUr dung cac thanh phan cua GameObject thong qua bién tinh:
= Doan ma trén dugc sta lai nhu sau:

using UnityEngine;

using System.Collections;

public class Example : MonoBehaviour

{

private Transform myTransform;
void Awake()

{

myTransform = transform;

}

void Update ()

{

myTransform.Translate(0,0,0);




TOi wu hoa ma nguon:
Su dung cac thanh phan cua GameObject thong qua
bién tinh:
= MOi khi ching ta goi mot thanh phan bat ky cua
GameObject, hé thong Unity sé ton thoi gian dé duyét
qua cac thanh phan duoc tich hop trong GameObject
dé cudi cung tra vé két qua thich hop.
= D& tiét kiém khoan thdi gian doé nén s dung thanh
phan cua GameObject thdng qua bién tinh.




To6i wu héa ma nguon:
SU dung mang tinh
= Cac I6p ArrayList hay Array thi rat dé st dung, chung ta co thé
dé dang thém mot phan tir vao mang va sir dung cac phuong
thire, nhung chi phi phai tra dé hé thong thuc hién diéu dé la rat
cao.
= Thay vi vay, viéc sir dung cadc mang dugc ciu tric san sé giam
bt codng viéc cho hé thong, vi cac phan tur trong mang cé cung

kiéu va db dai cia mang da duogc xac dinh tir trudce, ching ta

chi mat thdi gian dé xac dinh dd dai mang can thiét, bu lai ching

ta tiét kiém dugc mot khoan chi phi kha 16n.



Toi wvu héa ma nguon:
SU dung mang tinh
= Chu y: Han ché st dung for, foreach, nén str dung while dé
dat dugc téc do toi uu.

using UnityEngine;
using System.Collections;
public class Example : MonoBehaviour
{
private Vector3[] positions;
void Awake()
{
positions= new Vector3[100];
inti=0;
while (i < 100)

{

positions][i] = Vector3.zero;




To6i wvu héa ma nguon:
Hiéu chinh tan s6 str dung phuong thirc
= Pat van dé: Khi nguoi chai & qua xa, ké dich sé dtrang thai ngu
tam thoi.
= Giai thich: Doan ma trén sé xét khoang cach gilra nguoi choi va
ké dich tai moi frame, nhung diéu dé la khéng can thiét, trung
binh mdt gidy hé théng chay tr 30 dén 40 khung hinh, chi phi
bo ra qua I&n nhung hiéu qua lai khdéng cao.

using UnityEngine;
using System.Collections;
public class Example : MonoBehaviour
{
public Transform target;

void Update ()

{

if (Vector3.Distance(transform.position, target.position) > 100)

return;




Toi wu héa ma nguon:

Yield va Coroutine
= Cac Coroutine cho phép chung ta dinh tré hay lam tré viéc thuc thi mot doan m3
hodc mét phuong thirc, dp dung dé xur ly van dé néu trén.

using UnityEngine;
using System.Collections;
public class Example : MonoBehaviour {
public Transform target;
void Start()
{
StartCoroutine("TestDistance");
}
IEnumerable TestDistance()
{
while (true)
{
if (Vector3.Distance(transform.position, target.position) > 100)
{
Debug.Log("Khong lam gi");

}

yield return new WaitForSeconds(2);



Toi wvu héa ma nguon:
Yield va Coroutine
= Giai thich: Viéc thuc thi vong |ap while sé bi cham lai 2 gidy
sau moi lan 13p do tdc dbéng cua vyield, viéc xét khodng
cach giltra ngudi choi va ké dich sé& dugc thuc thi 2 gidy 1
lan, tiét kiém dugc nhiéu chi phi va giam nhe coéng viéc cho

hé thong.
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