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The purpose of this research is to make a game production tool that is compatible with
Unity and a text as teaching materials for game programming education for beginners.

Unity i1s a game development platform widely used for game production. However, it is
difficult for beginners to use Unity. Therefore, we created a game production tool that is
compatible with Unity and be developed by C #.

In addition, we also make a text to use this tool for game programming education.

Key words : C#, Unity, game production tool
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UnityObject

+ string name

- bool DestroyFlag
+ UnityObject(string s)
+ void Destroy(UnityObject obj, float t)

+ static T Instantiate<T>(T original)

+ public static T Instantiate<T>(T original,
Vector3 position)
+ virtual void Update()
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UnitySystem
+ static List<UnityObject> hierarcy
+ static void AddNewObject(UnityObject obj)
+ static void Update()
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SpriteRenderer

+ Sprite sprite

- Image image

+ SpriteRenderer(string pass, string name)
‘base(name)
- ~SpriteRenderer()
+ override void Update(
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Transform

+ Vector3 postion

+ Transform(string name) : base(name)
6 Transform O 7 7 A[¥
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MonoBehaviour

+ MonoBehaviour(string name) : base(name)
7 MonoBehaviour ® 7 7 A
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GameObject

- List<Component> Components

+ GameObject(string name)
+ void Attach(Component com)
+ override void Update(
8 GameObject D7 7 A
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public class TestScript : MonoBehaviour

{
public TestScript(string s):base(s)
{
Start0;
}
public void Start()
{
this.transform.postion.x = 0;
this.transform.postion.y = 0;
}
public override void Update()
{
this.transform.postion.x+=1;
this.transform.postion.y += 2;
}
¥

9 TestScript.cs

public class TestObject : GameObject

{
public TestObject(string s) : base(s)
{
Attach(new TestScript("Script_test"));
Attach(new SpriteRenderer("tori.png", "ToriChara"));
}
}

10 TestObject.cs
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public Form1()

{
InitializeComponent();
obj1 = new TestObject("Tori_obj");
UnitySystem.AddNewObject(obj1);
}
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