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public class MyScript : MonoBehaviour {
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string s1 = "abc"; //XFHidstring

bool bl = true; // BB{EEbool

void Start () {
int z1 = x1 + x2;

// int z2 = x1 + yl; //IT 72— ' (1int)+(float)

float z2 = X1 + yl1;
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}
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void Start () {

void Update () {
if (id == 02) {
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0~1D T VT LIZEH

inspectort 2 — 2%

W, idDE% BIEE

BT 5 LRI DAY

"IN EDY X9, 7

12, CDFXRICE, B

FZORTOYYEDHY

//Random.value ' 0.0~1.00D &
//Mathf.Floor : 2EWVIDETORY|TY
int ri = (int)Mathf.Floor (x.Length * Random.value);
t.text = x [ri].ToString ();
} else {
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}
}
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