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using UnityEngine; MySC ript [ CS

using TMPro;

public class MyScript : MonoBehaviour

{

public TextMeshProUGUI t; //Text t; //IHA>%7—X/F

int x1 = 3;
int x2 = 5; //public/lCT3E1

float yl = 10.3f; ,
double y2 = 10.3; /
string sl = "abc";

bool bl = true; //E&i

void Start()

{

int z1 = x1 + x2;

float z2 = x1 + yl; //(int)+(floec Loat/CHh
int z3 = x1 + (int)yl; //F+XrFFH1/Lint THOK.

int score = z1;
t.text = "Score:" + score.ToString();

- floatB C I3 FDRIC [f] 221
B EDHBEINTULET.

int 100 -3 98765

double 100.0 -3.0 98765.2

float 100.0f -3.0f 98765.2f
Char ia’ cza ‘%’
Sl “abc” “‘BVSAH” “@”

bool true false

BHEEBUCIIRA BEIADH Y F5
A, UnityDstE T, 1R R EBRA A
WEE Y, [EEIL int , 28U float &
FE5] EBATHEEFEL L.

a® Game

Game v Display1 ¥ Free Aspect

RITIER



0 V=V ODEBEEDIRE (HierarchyE 2 —IcEDT—LAT IV bD
BN, ZNONZOLSBINSA—FZHELTWBED) ZRET
522ET, BEDIREBANETCICEIRZBTZIENTEXT.

5 7
@ Unity m Edit Assets GameObject Component Window F / \J 1) [/‘/% 2
| NON New Scene BN 4 SampleScene - Mec x 79% HEXRT.

[0 Openscene O
Save As: Scenet v
# Scene Save #S

Shaded N LY | v | % | ®mt v |Gizmos | v | [ All Tags:

g Where: Assets u
New Project...

Open Project...

Save Project cancel | IETED

Build Settings... {+3B
Build And Run 3B 1

b Close HBW 3

File - Save Scene 4 % \L\ M Project LI, Scenel1 =% 7))L U v \
i&, TSHIFT + 8S; T +v [a 79 % ET, REFEFHDIRRED

IBEDINTGA—5F DIRRERR E
hY, Project”7 Z O DHAIC
Scenel & UTHRESINXKT.

=V RF v o assets L ER
# MyScript
BRATHR Cld. FERRED > — (21 € Scenel
» Bm Scenes

[SampleScene| & U5 ARIHT S [EEit———"

LN TWET,




5 oF A (c#)

O 00 N O U B

10

12
13
14
15
16
17
18
19
20
21
22
23
24

public class MyScript2 : MonoBehaviour

{

public TextMeshProUGUI t:

public int id=0; %E/—_I_—\ O)tﬂ D 9%%2_ J 3 7\\

int[] x = {1,3,5};

string[] s = {"Hello","Welcome","Bye","Afternoon"};

void Start(){ D EE E{EDOKA

¥
void Update()
{
if(id==0){
int ri = (int)Mathf.Floor(x.Length % Random.value);
t.text = x[ri].ToString();
}Yelse{
int ri = (int)Mathf.Floor(s.Length * Random.value);
t.text = s[ril;
}
¥

- v # v My Script 2 (Script)
Script # MyScript2
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public class MyScripts3 : MonoBehaviour

{ timeElapsed 12, Z F v 7
ey D 9"01@’&1%?#'3’6 Z
int[] x = {1,3,5}; 7;&1“5 U v ?Eiﬂ%ﬁﬂéﬂg“

10 string[] s :’{"‘He;.lo","Welcome”,"Bye",“Afternoon"}; 1-: BdraWRandom Fﬂ%&%
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13 public float timeOut = 1f;

14

15 private float timeElapsed = 0f;
16

17 void Start() float Time.deltaTime

18 {

19 } ELT S —)\ ) —

19 L e UpdateBa#ETHEI D1 >~ 5 —/\)L () S (T4
21 {

22 v # v My Scripts 3 (Script) e i :
23 timeElapsed += Time.deltaTime; Script # MyScripts3 O]
24 T [T/ MyText (Text Mesh Prc®
25 if(timeElapsed > timeOut){ Id 1
26 drawRandom() ; Time Out (0.5 ]
27 timeElapsed = 0Of; & — s
28 } 0.5 B T ITRE DRRHAY]
29 } WEHY £7.
30 void drawRandom(){ v # v My Scripts 3 (Script) 0 i :
31 if(id==0){ Script # MyScripts3 ®©
32 int ri = (int)Mathf.Floor(x.Length * Random.value); - by el
. . T [T/ MyText (Text Mesh Prc®

33 t.text = x[ril.ToString(); . =
34 Yelse{ .

. . . Time Out 2
35 int ri = (int)Mathf.Floor(s.Length * Random.value);
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