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4.1

1 using System.Collections;
2 using System.Collections.Genaric;
3 using UnityEngine;
4 using UnityEngine.SceneManagement;
5

public class StartButton : MonoBehaviour
i

8 /f Sstart is called before the first frame update
9 vold start()
18 {

11
12
13
14 /f Update is called once per frame
15 vold Update()

16 i

18

19 public woid Click(){
20 SceneManager.LoadScene( "contents”);

.
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V—Ad—FO—HIEK 3 DL I1T/45. [3] Treversible-algorithms/Lsearchl.jl, github,
BiiH 2021-01-25,
https://github.com/yokoyama-lab/reversible-

using System.Collections;
using System.Collecticns.Generic;
using UnityEngine; algorithms/blob/master/linear_search/Lsearchl.j

using UnityEngine.UI;

public class MoveArrow : MonoBehaviour

1
public int cntclick=8;
[/ Start is called before the first frame update
vold start()
{

}

/f Update is called once per frame
void Update()

{
if(Input.GetMouseButtonDown(@)){
cntclick++;
if(1 < cntclick && cntclick < 5)4
| this.transform.position += new Vector3(z, e, @);

}
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void Update()
this.GetComponent<Text>().text = texts[tnum];

if(Input.GetMouseButtonDown(@) && tnum<n) tnum++;
if(Input.GetMouseButtonDown(2) && tnum==n) SceneManager.loadScene("contents");
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