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public class MyScript : MonoBehaviour {

public Text t;

int x1 -

public int x2 = 5; //A VAR IDNSEIED

/¥ REULFloatBHRE] x/

float y1 = 10.3f; //fED2F 5 &float®

double y2 = 10.3; //fZE2F &\ &Edouble®
// float y2 = 10.3; // I >—

/% TOHROE x/

string s1 = "abc"; //XFHidstring

float z2 = x1 + yl1;
int z3 = x1 + (int)yl; //F+ Ak

t.text = "E21 0" + z21;
// t.text = "EZ " + 22;
// t.text = "EZX ." + 23;

}

void Update () {

éfloat’i"L IFEFDEIC [f] el

T332 EETmNHTWLEKIIC

JHE

bool bl = true; / /BB {EZbool
void Start () {
int z1 = x1 + x2;
// int z2 = x1 + yl; //ZT 72— (1int)+(float)

Int 100 -3 98765
double
float
char @’ 7 B
U “abc” “BLSAE® @

100.0 -3.0 98765.2

100.0f -3.0f 98765.2f

bool true false

BRI & EHUC ;Ufﬂ%/? BEIAH Y £9
DY, UnityDETE T, 58I ER A
WER Y, [TEEEIL int, 8L float %
FES5] EBZATHBEEL &L

T | Maximize on Play | Mute audio | Stats | Gizmos ||

RITIER



0 V=V ODBEEDIRE (HierarchyE a2 —lcEDT—LATI I M
BN, ZNONZFOLISBISA—9ZHLTWED) 2RET
5CET, HEDREBAETCICERIDIENTEXT.

7 57
@ Unity m Edit Assets GameObject Component Window F 73 /r“/'ﬁ—' 2
® O New Scene 8N < SampleScene - Med % ﬁe&b ECH

W (3 Open Scene #0 it
Save As: Scenet v
# Scene Save #S

Shaded ﬁags m v ‘3/" Bt ¥ Gizmos | ¥ or All Tags:

Where: Assets d

New Project...
Open Project...
Save Project

Cancel m
IEDI/INT A —5 DIRRER E
Y, Project”7 Z 7 DHA|C
Scenel & UTIRESINXT.

1+ 38B
3B

Build Settings...
Build And Run

1

File - Save Scene & % L\
&, TSHIFT + $S, T
—Y B RE

Close HBW

B Project Bl#%, Scene1& 5 7ILU Yy \
+v [(a 79352 ET, REROIRED
BRULET.

v (@@ Assets
# MyScript

RATHR T, #MHEPRRED > — (21 < Scenel
[SampleScene] & L5 ZRIAMTS

» Im Scenes
» Im Packages

LbNTWET,




EEFoF A (c#)

public int id =

RIDYIDEZT 27

; ; new ;ft?j};' "EE ) 3& (B)
X[0]=1; x[1]=3; x[2]=5 B E (C
1l t~" X = New iﬂ?'rj._u (£ »
intl) x = 11,3,5F //(A)| C
string[] s = { ' , o rs
void Start () { ALZIDE S EIEDA
void Update () {
if (id == @) {
,thancoﬁ.xalue 0.0~1.00DFF
//Mathf.Floor : 28YVIDETOREKTY
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