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public class PlayerController : MonoBehaviour
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(1) PlayerController_2.cs
protected override void Start();

protected override void Update();
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(2) PlayerController.cs
protected virtual void Start();
protected virtual void Update();
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void Print() { printf(“AT9™"); }

void Print() { printf(“BT3™"); }

Class A{

Public:

¥

Class B{

Public:

¥

ClassC: A, B{
A* a = new A();
a->Print();
B* b = new B();
b->Print();
C* ¢ = new C();
c->Print();
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