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void Main()
{
int i;
for(i=0; i <= 100; i++)
{ printf(i + 1);
}
}
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using System;
using UnityEngine;

public class Main : MonoBehaviour

{

private List<Character> characters = new();

private void Start()
{

var character = new Character();
characters.Add(character);

}

void Update()
{

var delta = Time.deltaTime;
foreach (var character in characters)

{

character.UpdateCharacter(delta);

}
}

private void AddCharacter(Character character)

{

characters.Add(character);

}

private void RemoveCharacter(Character character)

{

characters.Remove(character);

}
}
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public class Character

{

public bool IsDead => m_character_status.HP <= 0;

private character_status m_character_status;

public Character()
{



m_character_status = new character_status();
m_character_status.HP = 100;
m_character_status.MP = 10;
m_character_status.Attack = 7;
m_character_status.Defense = 10;
m_character_status.Speed = 5;

}

public void UpdateCharacter(float delta)
{

// Character® & #4038

if (IsDead)

return;

if (Input.GetKeyDown(KeyCode.A))

{
Attack();

}

if (Input.GetKeyDown(KeyCode.LeftArrow))
MoveX(-1);

if (Input.GetKeyDown(KeyCode.RightArrow))
MoveX(1);

}

private void Attack()

{
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}

private void MoveX(float x)
{
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}
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public class character_status
{

public int HP = 0;

public int MP = 0;

public int Attack;
public int Defense;
public int Speed;



