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spublic class RedCube : MonoBehaviour{
S |void OnCollisionEnter (Colliszion other)
{

Debugz. Log (", 2RedCube, IEFEREERE ") ;
Debug. Log(other. collider. name) :

1
S void OnTriggerEnterEnter (Collider other)
{
Debug. Log ("3 ZRedCube, IEFE&E Z 2 I”) ;
Debug. Log (other. name) :
}
i
public class BlueCube : MonoBehaviour 1
S void OnCollisionEnter (Collizion other)
{
Debug. Log ("3 ZBlueCube, IEERETR ") ;
Debug. Log(other. collider. name) :
}
= void pnTriggerEnter(Co;;ider other)
{
Debug. Log ("F 2BlueCube, IEFEER A7) -
Debug. Log (other. name) :
1
}
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