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1.0 C#OITIIIIIITITI

// H00000000000ROD00000Oo00R 000000000

int hp = 50; // 00
int lives = 1; // OO
int damage = 100; // 0000

// 00000000000000

OO0DO000000ODOOROO00CODODO0ROO0000C0O000O

// 0000000000000 -

HobooooodoobdtobotooddobbdobbdtbOddooodo
{

// 00000000

NN O O

// 000000000000

HoOOdooodooodtoOdiooddoobdobodooOddooodo
{

Debug. Log ("0000000") ;


https://class.illogic.games/attachments/8

// 0000000000000C0

else

{
Debug.Log($"000{lives}");

N

// I0000000000000CO00000ROD00C0o00000

int hp = 50; // OO0
int lives =1; // [0
int damage = 100; // 0000

// 0000000000000

hp -= damage; // 000 hp = hp - damage;

// 0000000000000 -
if (hp <= 0)
{

// 00000000

lives--;

// 000000000000
if (lives == 0)
{
Debug. Log ("0000000") ;

// 100000000000000

else

{
Debug.Log($"000{lives}");




2. [0 CH[IIIIIIIIIIIILI

// D00000000000DODO0RO0000000000R0000C0

float timelLeft = 8.51; // 00000000
float raceDistance = 3643.43; //0000

float checkPoint01

2300; // 0000 - 0O00OOOOO000
1500; // 000000001 - 00000000200
float goalPoint = 2500; // 000000002 - 000O000C

float checkPoint02

// 0000000000000 - - -

Debug.Log("000000") ;

// 000000000000EO000CO0000a - - -

Debug. Log ("000000000000") 5
timeLeft += 80;

// 000000000000RO000CO0000a - -

Debug. Log ("00000000OO00O") 5
timeLeft += 60;

// 00000000



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

i

// H000000000RO00000DOO00RO000RO0000000

float timeLeft = 8.51; // OOOO000O0
float raceDistance = 3643.43; //0000

float checkPoint@l = 2300; // 0000 -~ OO0O0ODO01000
float checkPoint02 = 1500; // [00000001 - O0O00COO0200
float goalPoint = 2500; // 000000002 - 0000000O

// 0000000000000. -

if (raceDistance >= checkPoint0l1 + checkPoint02 + goalPoint)

{
Debug. Log ("000000") ;

// 0000000000000CO0000000a - - -

else if (raceDistance >= checkPoint0®l1 + checkPoint02)

{

Debug. Log ("0000000000COO") 5
timeLeft += 80;

// I0000000000000CO0000000a . - -

else if (raceDistance >= checkPoint01)
{

Debug. Log ("00000000000") 5
timeLeft += 60;

// 00000000
Debug.Log($"000000{timeLeft}");




111 68.51

Unity???

(1T BMITTTITTITTIIITITIITIT (M1
BFIEBEFSOHERE M BMIO @M kg+ (@ m)?
BMHE HIE

18.5%K%E  (EAEGELER)
18.5~255KiE EiEAE
25~30F5%  AEE(1E)
30~35%m AETS(2E)
35~40FKm AERE(3E)
40 ABSB(4/E)

(10

o [TTTTITTTTITITTTTITTLIT]
e BMI[IT]
o if(] BMITITIITIIIIT

I
// 0
float weight = 70;
// 00
float height = 1.71;

// BMIOOO
float bmi = weight / (height * height);


https://keisan.casio.jp/exec/system/1161228732

if (bmi < 18.5)
{
Debug.Log("0O00");
}
else if (bmi < 25)
{

Debug.Log("O000") ;

}
else if (bmi < 30)

{

Debug.Log("OOd(10)"

}
else if (bmi < 35)

{

Debug.Log("0O0(20)"

}
else if (bmi < 40)

{

Debug.Log("OO(30)"

Debug.Log("OO(40)"

P707907?7?

P?0?70?07?7?7?7?=="27?7?7?7?switch-case?

ARIRNRNRNRNRNEEED

(I 100 6L

(LTI if-else[MTTTTTTTTTTTTTTITIITIT]

// 000000

int dice = 5;

1[TTITITIT]



if (dice == 1)

Debug.Log("[
}
else if (dice ==
{

Debug.Log ("]
}
else if (dice ==
{

Debug.Log ("0
}
else if (dice ==
{

Debug.Log("[
}
else if (dice ==
{

Debug.Log ("]
}
else if (dice ==

{
Debug.Log("[]

")

");

5)

")

Debug.Log ("00000") ;

// 000000

int dice = 5;

switch(dice)

{

case 1: // dice == 1 00

Debug.Log("0");

1[JTTTTT]

2[TTTIT]

2[11111T 3
switch-case



break;

case 2: // dice == 2 [0
Debug.Log("0");
break;

case 3: // dice == 3 [0
Debug.Log("[");
break;

case 4: // dice == 4 [J00
Debug.Log("0");
break;

case 5: // dice == 5 [0
Debug.Log("[0");
break;

case 6: // dice == 6 00
Debug.Log("0");
break;

default: // else(0
Debug.Log("0O0000") ;

break;

P9007?2707?°7°7?°7?7?7?7?77enum?

O T T T T T T
HERRRANNRNRRANNNNNRE

O: [IIII11] +10
1: (1110 : 5[]

2: [III111 220
3: 11111 1 100

0 switch-case[TTTTITITIIITIIIN

int damage = 0;
int weapon = 2;
switch(weapon)
{

case 0:

damage = 1;
break;

case 1:



damage = 5;
break;
case 2:
damage = 2;
break;
case 3:
damage = 10;
break;
}
Debug.Log($"0000{damage}");

m

enum [

{
gooenoon,
00010000,
00020000,

0oon0000,

(LTI

enum Weapon

{
Unarmed, // 0:000
Sword, // 1:0
Knife, // 2:000
Pistol, // 3:00

(L1111 switch-case[TTTTTTTTITIIT]



int damage;

Weapon wpn = Weapon.Knife; // O00WeaponOJOOOOOO00OOO

switch(wpn)

{

case Weapon.Unarmed: // 000000
damage = 1;
break;

case Weapon.Sword: // 010000
damage = 5;
break;

case Weapon.Knife: //020000
damage = 2;
break;

case Weapon.Pistol: //030000
damage = 10;
break;

}

Debug.Log($"[0000{damage}");

?7077?

(I 10
(I 250

any 500

an 1001

(10 40[T]

(11D 250[0]
(IITITTTTITTI C#111 Unity[TTITITIT]

1. I ItemType [TTTITT]

2. I playerMoney - [T1T]

3. M buyItem - ItemType [TTIT]
4. switch-case[TTTIIIIIIIIIIIN itemCost - [ITJ



5. [IIIIIIT] I

(1]

// 000000000000000ODOCOOoO0oO

enum ItemType

{
PotionSmall, // 00000000
PotionLarge, // O00000CO
WoodShield, // 000
IronShield, // 000
LeatherBoots, // 00000
MagicCape, // 000000

}

// 0000000

int playerMoney = 150;

// 00000000
ItemType buyItem = ItemType.WoodShield; // [OOOOOK

// 00000000000
int itemCost;
switch(buyItem)
{
case ItemType.PotionSmall:
itemCost = 10;
break;
case ItemType.PotionLarge:
itemCost = 25;
break;
case ItemType.WoodShield:
itemCost = 50;
break;
case ItemType.IronShield:
itemCost = 100;
break;
case ItemType.lLeatherBoots:
itemCost = 40;

break;



case ItemType.MagicCape:
itemCost = 250;

break;

// 0000000000

if (itemCost <= playerMoney)

{
Debug.Log ("00000") ;
}
else
{
Debug.Log ("0O0000") ;
}
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