MyScript1

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MyScript1 : MonoBehaviour {

    public TextAsset dataFile;

    void Start()

    {        

        string[] dataLines = dataFile.text.Split('\n');

        string[][] dataPairs = new string[dataLines.Length][];

        int lineNum = 0;

        foreach (string line in dataLines)

        {

            dataPairs[lineNum++] = line.Split(',');

        }

        Debug.Log(dataPairs[0][0]);

        Debug.Log(dataPairs[0][1]);

        Debug.Log(dataPairs[0][2]);

        Debug.Log(dataPairs[1][0]);

        Debug.Log(dataPairs[1][1]);

        Debug.Log(dataPairs[1][2]);

        Debug.Log(dataPairs[2][0]);

        Debug.Log(dataPairs[2][1]);

        Debug.Log(dataPairs[2][2]);      

    }

}

************************************************************************************

MyScript2

using UnityEngine;

using UnityEditor;

using System.IO;

public class MyScript2 : MonoBehaviour
{

    void Start()

    {

        TextAsset dataFile = Resources.Load<TextAsset>("myfile");

        string[] dataLines = dataFile.text.Split('\n');

        string[][] dataPairs = new string[dataLines.Length][];

        int lineNum = 0;

        foreach (string line in dataLines)

        {

            dataPairs[lineNum++] = line.Split(',');

        }

        Debug.Log(dataPairs[0][0]);

        Debug.Log(dataPairs[0][1]);

        Debug.Log(dataPairs[0][2]);

        Debug.Log(dataPairs[1][0]);

        Debug.Log(dataPairs[1][1]);

        Debug.Log(dataPairs[1][2]);

        Debug.Log(dataPairs[2][0]);

        Debug.Log(dataPairs[2][1]);

        Debug.Log(dataPairs[2][2]);

    }

}
************************************************************************************

MyScript3

using UnityEngine;

using System.IO;

using System.Collections;

public class MyScript3 : MonoBehaviour
{

    string filepath = "Assets/Resources/myfile.txt"; 

    //TextAsset dataFile;
    void Start()

    {

        //Read all data in myfile.txt and put in dataLines array
        string[] dataLines = File.ReadAllLines(filepath);

        string[][] dataPairs = new string[dataLines.Length][];

        int lineNum = 0;

        foreach (string line in dataLines)

        {

            dataPairs[lineNum++] = line.Split(',');

        }

        Debug.Log(dataPairs[0][0]);

        Debug.Log(dataPairs[0][1]);

        Debug.Log(dataPairs[0][2]);

        Debug.Log(dataPairs[1][0]);

        Debug.Log(dataPairs[1][1]);

        Debug.Log(dataPairs[1][2]);

        Debug.Log(dataPairs[2][0]);

        Debug.Log(dataPairs[2][1]);

        Debug.Log(dataPairs[2][2]);

    }

}
************************************************************************************

MyScript4

using System.Collections;

using System.Collections.Generic;

using System.IO;

using UnityEngine;

public class MyScript4 : MonoBehaviour
{

    string filepath = "Assets/Resources/myfile.txt"; 

    void Start()

    {

        using (TextReader reader = new StreamReader(filepath))

        { 

            string line = reader.ReadLine();

            while (line != null)

            {               

                Debug.Log(line);

                line = reader.ReadLine();

            }

        }

    }

}

************************************************************************************

MyScript5

using System.Collections;

using System.Collections.Generic;

using System.IO;

using UnityEngine;

public class MyScript5 : MonoBehaviour
{

    string filepath = "Assets/Resources/myfile.txt"; 

    void Start()

    {

        var list = new List<string>();

        using (StreamReader reader = new StreamReader(filepath))

        {

            string line = reader.ReadLine();

            while (line != null)

            {

                Debug.Log(line);

                list.Add(line);

                line = reader.ReadLine();               

            }

        }

        //or list.ForEach(Debug.Log);
        Debug.Log("List:" + list[0]);

        Debug.Log("List:" + list[1]);

        Debug.Log("List:" + list[2]);

        string[] result = list.ToArray();

        Debug.Log("Array:" + result[0]);

        Debug.Log("Array:" + result[1]);

        Debug.Log("Array:" + result[2]);       

    }

}
************************************************************************************

MyScript6

using System.Collections;

using System.Collections.Generic;

using System.IO;

using UnityEngine;

public class MyScript6 : MonoBehaviour
{

    string filepath = "Assets/Resources/myfile2.txt"; 

    void Start()

    {

        string[] names = new string[] { "Peter", "Mary", "Susan" };

        int[] ages = new int[] { 10, 20, 30 };

        using (StreamWriter writer = new StreamWriter(filepath))

        {

            int num = 0;

            foreach (string sw in names)

            {                

                    writer.WriteLine(sw + "," + ages[num]);

                    num++;

            }

        }

//----------------------------------------------------------------
            var list = new List<string>();

        using (TextReader reader = new StreamReader(filepath))

        {

            string line = reader.ReadLine();

            while (line != null)

            {

                Debug.Log(line);

                list.Add(line);

                line = reader.ReadLine();

                // Debug.Log(list[0]);
            }

        }

        //or list.ForEach(Debug.Log);
        Debug.Log("List:" + list[0]);

        Debug.Log("List:" + list[1]);

        Debug.Log("List:" + list[2]);

        string[] result = list.ToArray();

        Debug.Log("Array:" + result[0]);

        Debug.Log("Array:" + result[1]);

        Debug.Log("Array:" + result[2]);

    }

}
************************************************************************************

MyScript7

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MyScript7 : MonoBehaviour
{

    int highScore = 100;    

    string key = "HighScore";

    void Start()

    {

        PlayerPrefs.SetInt(key, highScore);

        PlayerPrefs.Save();

        Debug.Log("High Score Key Saved:" + highScore);

        //Get the highScore from player prefs if it is there, 0 otherwise.
        int highScoreLoaded = PlayerPrefs.GetInt(key, 0);

        Debug.Log("High Score Loaded:" + highScoreLoaded);      

    } 

}
************************************************************************************

MyScript8

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

public class MyScript8 : MonoBehaviour
{    

    string key1 = "Apple";

    string key2 = "Banana";

    private Text tempText;

    private void Awake()

    {

        tempText = GetComponent<Text>();

    }

    void Start()

    {

//--------------------------------------------------------------------------
     string wordSaved1 = "蘋果,苹果";

     string wordSaved2 = "香蕉";

        PlayerPrefs.SetString(key1, wordSaved1);

        PlayerPrefs.SetString(key2, wordSaved2);

        PlayerPrefs.Save();

        Debug.Log("Dictionary Saved.");

//---------------------------------------------------------------------------
        //Get the highScore from Playerprefs if it is there, 0 otherwise.
        wordSaved1 = PlayerPrefs.GetString(key1, "Zero");

        wordSaved2 = PlayerPrefs.GetString(key2, "Zero");

        Debug.Log("Dictionary Loaded.");

        Debug.Log(key1 + " = " + wordSaved1.ToString());

        Debug.Log(key2 + " = " + wordSaved2.ToString());

        //Debug.Log("Dictionary:" + highScoreKey.ToString());
        tempText.text = key1 + " = " + wordSaved1 + "\n" + key2 + " = " + wordSaved2;        

    }

}
************************************************************************************
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