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Awake —> OnEnable —> Start —> OnXXX —> Update —> OnDisable —> OnDestroy

« Awake: GameObject ¥Rk B BEBERBIMENVEAR, AT—&EEFTENVIHRL (NS
F) . BXZHEHER Start EX.

 OnDestroy: A4 EHEATERIITA.
e OnEnable / OnDisable: 3EZ{7E GameObject FRIMBIALBHWESH. ERHTEIITH.

e Start: "Start is called before first frame update. " CGIE: Unity =4&HITERE
IR Start <fFHIHEANEHEER)
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Awake —> OnEnable —> Start —> OnXXX —> Update —> OnDisable —> OnDestroy

e Update: LUI—FEMIBTEERE (nZEX) , REPERIZEHN, EHTEIFPRTEZHPIEIRTS
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o OnXXX: NSOFEE1F, {540 OnCol | isionEnter. OnMouseDown 2, AILIIEHER AN Unity ERE
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https://docs. unity. cn/cn/current/ScriptReference/index. html
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GameObiject.Find

public static GameQObject Find (string name);

*
A
& name &1, GameObject, AFIR[EIE.

IR EYORE]ES) GameObject, ANFRAKIKEIEA name A GameObject, MR[E] null, F0%R name BE"/"FFF, NEFBZZVAPRERD LERNE.

HTMHRERE, BINAZEWEMERLLEREE, METEINEEREFRINREETR, BE A GameObject.FindWithTag,

c EARSZ “TM” , 90 FindWithTag (3Fr&E %)  Transform. Find (3%
2+ GameObject) .
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Component.GetComponent
public Component GetComponent (Type type);
« H—MK)IRA GetComponent<T> (), BEXABRZARMIERAR, EWITH,
- ERRKEAFM T V4B E. ATLUXHER:

-ansform test = obj. GetComponent<{Transform> () ;

Debug. Log (test. name) ;

o XL GameObject obj BIBIR. WREIZEIHA GetComponent, ARALSZIRTEIXANHI
AR FEEE BB X R L3R EUE E A FRRVZE G
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Object.Instantiate

public static Object Instantiate (Object original);

public static Object Instantiate (Object original, Transform parent);
public static Object Instantiate (Object original, Transform parent, bool instantiateinWorldSpace);

public static Object Instantiate (Object original, Vector3 position, Quaternion rotation);

public static Object Instantiate (Object original, Vector3 position, Quaternion rotation, Transform parent);
« EEAARPEH|— GameObject original, FiREIHEHIHRAATITR.
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Input.GetKey

ERAFPE T name tRAYEERTIR(E] true,

Input.GetKeyDown

FERPFAE T name FriRAEEAIMIEREIRA] true,

Input.GetKeyUp

£ name TRRAYEERYIEAENR [E] true,
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Input.GetAxis

public static float GetAxis (string axisName);
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SceneManager.LoadScene

public static void LoadScene (int sceneBuildindex, SceneManagement.LoadSceneMode mode= LoadSceneMode.Single);

public static void LoadScene (string sceneName, SceneManagement.L oadSceneMode mode= LoadSceneMode.Single);

SceneManager.LoadSceneAsync

public static AsyncOperation LoadSceneAsync (string sceneName, SceneManagement.LoadSceneMode mode= LoadSceneMode.Single);

public static AsyncOperation LoadSceneAsync (int sceneBuildindex, SceneManagement.L oadSceneMode mode= LoadSceneMode.Single);

public static AsyncOperation LoadSceneAsync (string sceneName, SceneManagement.LoadSceneParameters parameters);

public static AsyncOperation LoadSceneAsync (int sceneBuildindex, SceneManagement.L oadSceneParameters parameters);
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MonoBehaviour.lnvoke
public void Invoke (string methodName, float time);
« £ time MEFARA—REZA methodName HYF5F3E,
MonoBehaviour.InvokeRepeating

public void InvokeRepeating (string methodName, float time, float repeatRate);
e £ time FIAB—XB N methodName B %, PEEEPFE repeatRate FHigF—X.

o ATLLEIE Islnvoking FIERFIETZEEBARIIER Invoke, 1BIT Cancel Invoke F7E3REX
iB Invoke Y.
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Time.deltaTime

public static float deltaTime ;
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