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}

void Update () {

sappadolg [T

aulnQ JuaLInaeq [ijl




REAVTATTLEDLSSD

File Edit view Search Project Build Run “.; t Uk R &y
- ~ 0
I:;IF/:I Debug j ‘?m'f"r".- ‘-(k\ QPIE‘FLCntIu:%,I'Ch :F'b"?l?e -ﬁ
i gt\: - [ ] I x."tu‘:n
Solution ©Ox | 4 3 /CharacterContr L_s‘-.l\"k er.cs " hb‘& Eh - .E-
¥ || HPSamp | @ UlCharacterController » — e 1& -
Assembly- '_'b' h*ﬂ't ‘*v ‘ - ' %azﬁt, %—’q HPI
20 1
97 void Update () { ' =%2F= AhrT
~T S ——— T
o U (
24 A FEA TS -t a ;
25 if{ character.lsDead() ) { ﬁ‘a.‘-‘! *
26
27 this.textbox.text = "ZL12IZE SFEATLISY \ g;
28 e
29 } 7
30 /i FEA TG 5 2
31 else { E_,
32 ]
33 W EERCERL THA
34 this.textbox.text = character.hp.Te5String();
35 5 /o
36 } } = i -
2N N <
39}
5 40
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