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using OGDebugger;
using OGDebugger.GUIPanel;

private OGDBox toolbarOgdBox;
private OGDToolbar ogdToolbar;

/] ¥l SelE
toolbarOgdBox = gameObject.GetBox("ToolBar : ");
ogdToolbar = gameObject.GetToolbar(new string[] { "toolbar 1", "toolbar 2", "toolbar 3" });

// NS
ogdToolbar.AddEventListener(num => { Debug.Log("toolbar :" + num); });

// B

private void OnGUI(){
toolbarOgdBox.Show();
ogdToolbar.Show();
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