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"name": "Bob", « BENAIIETHNEALR.: FHE. X
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Unity FFB— Newtonsoft.Json FE, AILARTAIE JSON #&NEERIFF
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All Services

Packages
Lym ik Ay — Newtonsoft Json Install
zq*n 1§% 1Z}$ EI\J H;i - HeansartEsen — 3.2.1- May 02, 2023 | Release

From Unity Registry by Unity Technologies Inc.

E U n i 't y éﬁ Eﬂ I:l C1 E,J Pa C k a ge com.unity.nuget.newtonsoft-json

Description ersion Histor: ependencies
Manager F1#Z Newtonsoft e

Newtonsoft Json for use in Unity projects and Unity packages. Currently
synced to version 13.0.2.

R
k ZQ o This package is used for advanced json serialization and deserialization. Most

Unity users will be better suited using the existing json tools built into Unity.
@l/\

To avoid assembly clashes, please use this package if you intend to use
Newtonsoft Json.

Last update Aug 10, 20:30
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Newtonsoft HYEAR{EH 5 X:

T res = JsonConvert.Deserialize<T>(string);
string json = JsonConvert.Serialize<T>(object);

{ Blan L fESCE R A M, FTAE G4 FEXEMATRAZE:
"name"” : "exk",
‘age" : 25 public class NameCard {

i’ public string name {get;set;}
"name": "Bob", public int age {get;set; }
"age" : 30 }
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£ Unity FFAIATLLER System. Net. WebSockets ZEEGI#E ClientWebSocket XTH,
MM SR E PinE| iR FiniRE. ERTENT:

@ ¥k, BEiER

var ws = new ClientWebSocket () ;
await ws.ConnectAsync(new Uri("ws://" + uri),
Cancellation.None);

ERKAYEIHSMERE. AL try catch IBAIAERE.

M BE A EEIE: https://learn. microsoft. com/zh—cn/dotnet/api/system. net. websockets. clientwebsocket?view=net-7.0



https://learn.microsoft.com/zh-cn/dotnet/api/system.net.websockets.clientwebsocket?view=net-7.0
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@ MUrEKED

while (ws.State == WebSocketState.Open)
{

WebSocketReceiveResult result = await ws.ReceiveAsync(new ArraySegment<byte>(buffer),

CancellationToken.None);
|

WebSocketState. Open IERIEFFERGRVIRT, WAIIEZEEREIRT.
buffer AIEZEEMNEANX. GIEXEETHR byte T"E2FMHH, TEiLH)
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@ ZFIAA Send HFAESMRFZIRERE

try
{
byte[] bytes = Encoding.UTF8.GetBytes(infromation);
await ws.SendAsync(new ArraySegment<byte>(bytes), WebSocketMessageType.Text, true, CancellationToken.None);

}
catch (Exception e)
{
Debug.Log($"Failed to send WebSocket message: {e.Message}");
}
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c# #, EH async 1 await REIFLHIZ, FH try...catch FHITEIRAIE,

1 | public async Task Example() var thread = new Thread(new ThreadStart(Read));
2 | { /! BB & AR

3 SyncMethodA(); thread.Start();

4 await Task.Delay(1000); // # —INFA1E(F /] EFERRER

5 SyncMethodB(); thread.Join();

6 await Task.Delay(2000); // 7 — NFH1EIF void Read() {

7 SyncMethodC(); // Do something

8 await Task.Delay(3000); // # — INFAHEF +

9|}



Unity 5% %=

e Unity PSS HIE

E Unity PERARLRZLEERARLIEXREHEN, BEE Unity LR EETHEERN
PUTIRE!, EMEEPITERIERELKIE (WMAEBREE) , ARAEPKIZE. BERM
RAPF@AZE. Unity RS APl HARLZIEREW, tLRITEWMS%IZER.

£ Unity RIEAZ%IER, TFEFE UnityEngine BY—LE AP|

PREESLIEETT, BNREFSWESELMAERERNITA; BEXNTRIPREIERY
EER (A0 int, float, struct F) MAKEEHES AT LA
(£ Z4IERLIE, MRBITEE.



Unity B—LEEEMRAEIETE, 0 PlasticSCM &, XLTHF Unity
FA & Fic M 05 o FEXTRIFEFE
BEERF(ZEAEEABMATETAERE Git, M Git X Unity BUE
He 14 b B — A%

ATURIFMNAERGFNF L AFLE, RNRIZFFAHABUFER Git XF Unity
TR AEIE




@ 61 Git IMEM Unity TiE

@ Xt Unity TiE#HITECE
s WEREFIWIRNIRE ARG A
« XEEA Git REEEXANHIEH . I TFERRPZHFIXE, Rk —rF
B, XITMFT2AFL
meta MHIKE AT I

Cmeta THESEFETHZEANLBZIEE, NEMRHIIEATERXLETH, He
R B E A

Az
<N



@ E .gitignore

- BN EERBIZCEFTHERRIZE :
https://github. com/github/gitignore/blob/main/Unity. gitignore
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WebSocket:
https://blog. csdn. net/qq 54773998/article/details/123863493

CYASE 254
https://blog. csdn. net/qq 42345116/article/details/122055201
https://blog. csdn. net/2401 82584055/article/details/140021442
Unity hRAEIER:
https://zhuanlan. zhihu. com/p/57468011
https://github. com/github/gitignore/blob/main/Unity. gitignore
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