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Start 
called when the GameObject begins to exist (either when the 

Scene is loaded, or the GameObject is instantiated).

Update called every frame.

FixedUpdate called every physics timestep.

OnBecameVisible and 

OnBecameInvisible

called when a GameObjec’s renderer enters or leaves a 

camera’s view.

OnCollisionEnter and 

OnTriggerEnter
called when physics or occur.

OnDestroy called when the GameObject is destroyed.
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