System.Collections;
System.Collections.Generic;
UnityEngine;

System;

Practicel : MonoBehaviour
Start()

DateTime dt = DateTime.Now;
Debug.Log(dt.ToString("yyyy/M/d H:mm:ss"));

DateTime dt2 = DateTime.Now;
Debug.Log(dt?2.AddYears(2));
Debug.Log(dt2.AddMonths(2));
Debug.Log(dt2.AddDays(-2));
Debug.Log(dt2.AddHours(2));
Debug.Log(dt2.AddMinutes(2));
(

Debug.Log(dt2.AddSeconds(2));

DateTime dt3 = DateTime(DateTime.Now.Year, DateTime.Now.Month, 1);
dt3 = dt3.AddMonths(1);

dt3 = dt3.AddDays(-1);

Debug.Log(dt3.Day);




int dayslnMonth = DateTime.DaysInMonth(2030, 4);
int dayCount = 0;

for (int day = 1; day <= daysInMonth; day++)
{
DateTime currentDate = new DateTime (2030, 4, day);

if (currentDate.DayOfWeek |= DayOfWeek.Saturday &&
currentDate.DayOfWeek |= DayOfWeek.Sunday)
dayCount++;

}
Debug.Log(dayCount);

DateTime today = DateTime.Today;
bool isSaturday = false;

for (inti=0;i<=4;i++)

{

DateTime checkDate = today.AddDays(-i);
if (checkDate.DayOfWeek == DayOfWeek.Saturday)
{

isSaturday = true;

break;

if (isSaturday)




Debug.Log("LTiEH D I'");
}

else

{
Debug.Log("+E% L 1 ");

DateTime todayData = DateTime.Today;

DateTime birthdayThisYear = new DateTime(today.Year, 9, 19);
DateTime birthdayNextYear = new DateTime(today.Year + 1, 9, 19);

DateTime nextBirthday;
if (todayData <= birthdayThisYear)
{

nextBirthday = birthdayThisYear;
}
else

{

nextBirthday = birthdayNextYear;

int daysUntilBirthday = (nextBirthday - today).Days;
Debug.Log(daysUntilBirthday);

void Update()







System.Collections;
System.Collections.Generic;
UnityEngine;

System;

Practice2 : MonoBehaviour

isRead;

DateTime dtSet;

Start()

ReadTime();

Update()

if (isRead)
{

if (DateTime.Now >= dtSet)
{

isRead =
Debug.Log("1 2#@EE DEFE : " + DateTime.Now);

ButtonClick()




DateTime dt = DateTime.Now;

string str = dt.ToBinary().ToString();
PlayerPrefs.SetString("KEY",str);
Debug.Log("/"% VT U R © " + dt);

ReadTime();

private void ReadTime()

{

string str = PlayerPrefs.GetString("KEY", "none");

if (str 1= "none")

{
long temp = Convert.Tolnt64 (str);
DateTime dt = DateTime.FromBinary(temp);

dtSet = dt.AddMinutes(1);
isRead = true;

Debug.Log("#&E U ek © " + dtSet);




System.Collections;
System.Collections.Generic;
UnityEngine;

System;

Practice3 : MonoBehaviour

countTest;

DateTime dtSet;

Start()

ReadCount();

Update()

if (DateTime.Now >= dtSet)

{
dtSet = dtSet.AddSeconds(30);
countTest++;
PlayerPrefs.SetInt("COUNT 1", countTest);
Debug.Log("717 > b4 - " + countTest);

ReadCount()

nextCount;
DateTime dt;




countTest = PlayerPrefs.GetIint("COUNT1", 0);
Debug.Log("fZiHHE Uiz A7 > M " + countTest);

string str = PlayerPrefs.GetString("KEY 1", "none");

if (str I="none")

{
long temp = Convert.Tolnt64 (str);
dt = DateTime.FromBinary(temp);

TimeSpan ts = DateTime.Now - dt;
int gainedCount = (int)(ts.TotalSeconds / 30);
countTest += gainedCount;

nextCount = (int)(ts.TotalSeconds % 30);
}

else

{

nextCount = 30;
dt = DateTime.Now;

Debug.log("BRE LTSRS Nfcho > ML " + countTest);

dtSet = dt. AddSeconds(nextCount);
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