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

Protect] : MonoBehaviour

hp;

mp;

attack;
defence;
keyword;

ButtonWrite()

hp = 100;

mp = 10;

attack = 20;

defence = 15;

keyword = 123456789;

PlayerPrefs.SetInt("HP",hp);
PlayerPrefs.SetInt("MP",mp);
PlayerPrefs.SetInt("ATTACK",attack);
PlayerPrefs.Setint("DEFENCE",defence);
PlayerPrefs.SetInt("KEYWORD" keyword);

Debug.Log("& ZRAHATET");

ButtonDebug()




keyword = O;
PlayerPrefs.SetInt("KEYWORD" keyword);

Debug.Log("7/\y 752 T™;

public void ButtonRead()
{

int keywordValue = PlayerPrefs.GetInt("KEYWORD", 0O);

if (keywordValue == 123456789)
{

hp = PlayerPrefs.GetInt("HP", 1);
mp = PlayerPrefs.GetInt("MP", 1);
attack = PlayerPrefs.GetInt("ATTACK", 1);
defence = PlayerPrefs.GetInt("DEFENCE", 1);
}
else

{

hp = 1;

mp = 1;

attack = 1;

defence = 1;

keyword = 1234567809;

PlayerPrefs.SetInt("HP",hp);
PlayerPrefs.Setint("MP",mp);
PlayerPrefs.SetInt("ATTACK", attack);
PlayerPrefs.Setint("DEFENCE",defence);




PlayerPrefs.Setint("KEYWORD" keyword);

Debug.Log("HP:" + hp);
Debug.Log("MP:" + mp);
Debug.Log("ATTACK:" + attack);
Debug.Log("DEFENCE:" + defence);
("KEYWORD:" + keyword);

Debug.Log




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

Protect?2 : MonoBehaviour

hp;

mp;

attack;
defence;

ButtonWrite()

hp = 100;

mp = 10;
attack = 20;
defence = 15;

PlayerPrefs.Setint("HP_A",hp);
PlayerPrefs.Setint("MP_A",mp);
PlayerPrefs.SetInt("ATTACK_A",attack);
PlayerPrefs.SetInt("DEFENCE_A",defence);
PlayerPrefs.Setint("HP_B",hp);
PlayerPrefs.Setint("MP_B",mp);
PlayerPrefs.SetInt("ATTACK_B",attack);
PlayerPrefs.Setint("DEFENCE_B",defence);

ButtonDebug()




hp = 1;

mp = 1;
attack = 1;
defence = 1;

PlayerPrefs.SetInt("HP_A",hp);
PlayerPrefs.Setint("MP_A",mp);
PlayerPrefs.SetInt("ATTACK_A",attack);
PlayerPrefs.Setint("DEFENCE_A",defence);

Debug.Log("7/\y 7= T");

public void ButtonRead()

{
int tempA,;
int tempB;

tempA = PlayerPrefs.GetInt("HP_A", 1);
tempB = PlayerPrefs.GetInt("HP_B", 0);

if (tempA == tempB)
{

hp = tempA;
}

else

{
hp = 1;

tempA = PlayerPrefs.GetInt("MP_A", 1);
tempB = PlayerPrefs.Getlnt("MP_B", 0);




it (tempA == tempB)
{

mp = tempA,
}

else

{

mp = 1;

tempA = PlayerPrefs.Getlnt("ATTACK_A", 1);
tempB = PlayerPrefs.Getlnt("ATTACK_B", 0);

if (tempA == tempB)
{

attack = tempA;
}

else

{
attack = 1;

tempA = PlayerPrefs.Getlnt("DEFENCE_A", 1);
tempB = PlayerPrefs.GetInt("DEFENCE_B", 0);

if (tempA == tempB)
{

defence = tempA;

}

else

{

defence = 1;




Debug.Log("HP:" + hp);
Debug.Log("MP:" + mp);
Debug.Log("ATTACK:" + attack);
(

Debug.Log("DEFENCE:" + defence);




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

Protect3 : MonoBehaviour

hp;

mp;

attack;
defence;
checksum;

ButtonWrite()

hp = 100;

mp = 10;
attack = 20;
defence = 15;

checksum = hp + mp + attack + defence;

PlayerPrefs.SetInt("HP",hp);
PlayerPrefs.SetInt("MP",mp);
PlayerPrefs.SetInt("ATTACK" attack);
PlayerPrefs.Setint("DEFENCE",defence);
(

"SUM",checksum);

PlayerPrefs.SetInt

ButtonDebug()




checksum = O;
PlayerPrefs.SetInt("SUM",checksum);

Debug.Log("7/\y 7= T");

public void ButtonRead()
{

int readSum = PlayerPrefs.GetInt("SUM", 0);

int tempHp = PlayerPrefs.Getlnt("HP", 1);

int tempMp = PlayerPrefs.Getlnt("MP", 1);

int tempAttack = PlayerPrefs.Getlnt("ATTACK", 1);

int tempDefence = PlayerPrefs.GetInt("DEFENCE", 1);

int calcSum = tempHp + tempMp + tempAttack + tempDefence;

if (readSum == calcSum)

{

hp = tempHp;

mp = tempMp;

attack = tempAttack;

defence = tempDefence;
}

else

{

hp = 1;

mp = 1;

attack = 1;

defence = 1;

checksum = hp + mp + attack + defence;




PlayerPrefs.SetInt("HP",hp);
PlayerPrefs.SetInt("MP",mp);
PlayerPrefs.SetInt("ATTACK",attack);
PlayerPrefs.Setint("DEFENCE",defence);
PlayerPrefs.SetInt("SUM",checksum);

Debug.Log("HP:" + hp);
Debug.Log("MP:" + mp);
Debug.Log("ATTACK:" + attack);
Debug.Log("DEFENCE:" + defence);
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