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using UnityEngine;

// 000000000000000

public class Inventory : MonoBehaviour
{
// 00000

private int coinCount;

// 000000000

private void OnTriggerEnter(Collider other)

{
// 000000
if (other.CompareTag("Coin"))
{
coinCount++;
Debug.Log($"000000{coinCount}");
}
}
}
(LTI PlayerTTITTTTTITITIITIT

P07?7?°77

(LTI T T

// 000000000

private void OnTriggerEnter(Collider other)
{
// 000000

if (other.CompareTag("Coin"))

{

// 0000000000000O0000000000R0000000

Destroy(other.transform.parent.gameObject);

coinCount++;

Debug.Log($"J00000{coinCount}");
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e [ITTITTITIT] Key
e Il Key
[LITITTITITTI Inventory [TITT]

using UnityEngine;

// 000000000000000

public class Inventory : MonoBehaviour
{
// 00000

private int coinCount;

// 000

private int keyCount;

// 000000000

private void OnTriggerEnter(Collider other)
{

// 000000
if (other.CompareTag("Coin"))

{

// 000000000000C000000RO000C0000000

Destroy(other.transform.parent.gameObject);
coinCount++;

Debug.Log($"000000{coinCount}");

// 000
else if (other.CompareTag("Key"))

{



Destroy(other.transform.parent.gameObject);
keyCount++;

Debug.Log($"0000{keyCount}");

sl ddddddddddddds

(LTI ITT T
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1110 Dictionary[I1T]
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OO T I T T T 0
NERRNRNRRNRRNRNARNRNNRNRRNRREEED

// 000000000000C000000

int [] numbers = new int[5];
10;

20;

numbers[0]

numbers[1]

numbers[2] = 30;
// 00




HINRRANNRNNRNNNN

// 0000000

items["Coin"] = 10; // (0016000

items["Key"] = 0; // 0000
(MTTTTIIIIIIIII0 coinCount , keyCount
[T T T T T "00oo*
(LTI I Td
T Dictionary

O T I T T T

ARIRNRNRNRNRNERNREREEN OK[

o [II1 int
o [TIT] string[]
e [TTTTITIT]

GameObject[]

o [ITTITITIITITTITTTITTIOT]

?7?

T T T

Dictionary<O00000000> O0000000O;

HENRRRNNNNRRNNNNNNEED

000000000 = new Dictionary<(OOOOOOOO>();

{ITT11 ST
// 00000
// 000000
// 00000
Dictionary<string, int> studentScore = new Dictionary<string, int>();

// 00
studentScore["[0"]
studentScore["[0"]

// 0000

75;
91;

int score = studentScore["[0"];



Debug.Log($"00000000{score}");

(111 ~[111 OKMIM

// 00000
public enum Weapon
{
Sword,
Pistol,
Axe,
Rock
}

// 000000000
// 000000000
// 000000

Dictionary<Weapon, string> weaponName = Dictionary<Weapon, string>();

// 00

weaponName[Weapon.Sword] = "[0";
weaponName [Weapon.Axe]l = "[]";
// 0000

int name = weaponName[Weapon.Pistol];

Inventory ??7?777?7

(00 Dictionary ITTIITITIIIIIIT]

using System.Collections.Generic;

using UnityEngine;

// 000000000000000

public class Inventory : MonoBehaviour
{
// 000000000 - 00

private Dictionary<string, int> itemCount;

private void Start()
{
// 00000000000



itemCount = new Dictionary<string, int>();

// 00000000000000

itemCount["Coin"] = 0;

itemCount["Key"] = 0;

// 000000000
private void OnTriggerEnter(Collider other)
{

// 000000000

string itemTag = other.tag;

// 0000000000000
// "ContainsKey" [O0000000CCOO0
// 0000000000000t rueddon

bool isItem = itemCount.ContainsKey(itemTag);

// 000000000000000000
if ('isItem)

return; // 00

// 1000000C000000DO0O0RO000DO000000

Destroy(other.transform.parent.gameObject);
itemCount[itemTag]++;

Debug.Log($"{itemTag}dd{itemCount[itemTag]}");
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