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// 0000000000

public class OpenWithKey : MonoBehaviour
{
// 000000000

private bool isOpen = false;

// 0000

private void OnCollisionEnter(Collision other)

{

// 0000000000000
if (isOpen)




return;

// 0000000000000000Inventoryd00

Inventory inventory = other.gameObject.GetComponent<Inventory>();

// Inventoryld0OOOOOCOOO0OOOCOOOOCOOOOOOCO
// I000000000000000
if (inventory == null) // 00O

return; // 000000

// 0000000

int count = inventory.GetCount("Key");

// 000000 000000
if (count < 1)

return;

// 0000

inventory.Useltem("Key", 1);

// 10000000000000C000

Animator anime = GetComponent<Animator>();

anime.Play("OpenChest");

// 0000000000000000000000

isOpen = true;
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// 0000000000000000Invento rydO0d

Inventory inventory = other.gameObject.GetComponent<Inventory>();

// InventoryOd0000000000000COOO0COOCOOO0CO
// 0000000000000000
if (inventory == null) // OO0

return; // 000000
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// 000000000000000000

Animator anime = GetComponent<Animator>();

anime.Play("OpenChest");
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// 0000000

int count = inventory.GetCount("Key");

// 0000

inventory.UselItem("Key", 1);
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// 000000000
public int GetCount(string item)

{
// 00000000000000000
if (!itemCount.ContainsKey(item))
return 0;
return itemCount[item];
}

// 000000000

public void Useltem(string item, int count)

{

null



// 0000000
int nowCount = GetCount(item);

// 000000000
if (nowCount >= count)

itemCount[item] -= count;
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