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MonoBehaviour

Component gan lén GameObject
trong Scene/Prefab

Theo GameObject: Awake = OnEnabl e =
Start — Update... = OnDi sabl e/OnDest r oy

Tao qua AddConponent <T>() hodc trén
Prefab/Scene

Logic/Hanh vi + tham chiéu
Component/Transform trong Scene

CO (updat e, Fi xedUpdat e, Lat eUpdate...)

Serialize theo Scene/Prefab

Truy céap truc tiép
GameObject/Component

Instance gan vdi ting GameObject

Tao/hly theo vong dai object trong
Scene

Controller, behaviour, input, Al, Ul
view, spawn...

Thuong test trong Play Mode

Phu thu6c Scene/Prefab hierarchy

Khé chia sé state gitra nhiéu scene
néu khong singleton/DI

Can logic chay méi frame, tuong tac
thé gidi

Created 2025-10-15 20:15:44 UTC by ThanhDV
Updated 2025-10-15 20:23:24 UTC by ThanhDV

ScriptableObject

Asset dir liéu doc lap (khong gan
GameObject)

Theo Asset: tén tai nhu file . asset;
khéng cé loop mac dinh
Tao file bang Create >
ScriptableObject hoac

Cr eat el nst ance<T>()

Dir liéu; c6 thé chia logic nhe (khdng
phu thudc Scene)

Khong

Serialize thanh asset; dé chia sé
gitrta nhiéu scene

Khong nén gilt tham chiéu trén
scene (dé null/leak); gilt data thuan

Mét asset dung cho nhiéu doi
tuong/scene (data-driven)

it c&p phat runtime; phu hop gidm
trung lap dit liéu

Config, stat, item database, lookup
table, event channel, state container

Dé& chinh stra/so sanh nhu asset

DAc 1ap véi Scene; tét cho DI/data
pipeline

Khong c6 lifecycle update; khéng
tham chiéu scene truc tiép

Can dir liéu chung/cau hinh tai st
dung, tach data khdi logic.



