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[SerializeField]

private GameObject B;
[SerializeField]

private GameObject C;
OnCollisionEnter(Collision collision)[T]

if ( collision.gameObject == B) //JAIIIIIIIITB

this .gameObject.SetActive(false);
B.SetActive(false);

C.SetActive (true);[TJAB[TIC

[(TITIII11 VRC Pickup [JVRC Object Sync [T11T]

using UdonSharp;
using UnityEngine;

public class boxsystem : UdonSharpBehaviour
{
[SerializeField]

private GameObject B;



[SerializeField]

private GameObject C;

private void OnCollisionEnter(Collision collision)
{
if ( collision.gameObject == B)
{
this.gameObject.SetActive(false);
B.SetActive(false);
C.SetActive (true);
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OnPreSerialization() [11T]
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ITITTTIUdonSynced] [TTTTTITTTTTITIT]

[ OnPreSerialization() [T1T]

[ OnDeserialization() [T]T]
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_sendString [ [UdonSynced]

text [TITIITIT

[ OnPreSerialization() [ _sendString [TTTITITITITIT]

if (!string.IsNullOrEmpty(text) && _sendString != text)
{

_sendString = text;



[OnDeserialization()[TTITTIT] recieveString[ITTTTTITIOnDeserialization()[JOnPreSerialization() [TTTTTT

if (Istring.IsNullOrEmpty(_sendString) && _sendString != text && _sendString = _recieveString)
{

_recieveString = _sendString;

text = _recieveString;

WriteUiText(text);

2[ SendCustomNetworkEvent()
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[ Networking.LocalPlayer.displayName [TITITTIITITTIIIITIT]
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