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private IEnumerator

int counter = ©
for (int j = HEIGHT; j >= @; --j

for (int i = @; i < WIDTH; ++i

i, j, Color.white
++counter
if (counter > 100

counter = 0

yield return new WaitForSeconds(0.3f

private void int i, int j, Color color

var obj = block

var trans = obj.transform

trans blockRoot, false

trans.localPosition = new Vector3(i, j, ©

trans MeshRenderer material.color new Color(color.r, 0, ©
trans MeshRenderer material.color = new Color(@, color.g, ©
trans MeshRenderer material.color new Color(@, 0, color.b

tan el —4~ 58 100 , BRI
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using system.Collections;
using UnityEngine;

public class BlockMgr : MonoBehaviour
{

/// <summary>

/// JREE

/// </summary>

public Texture2D texture;

/// <summary>

/)] EREERFLk

/// </summary>

public GameObject block;

/// <summary>

11/ BEHRLT

/// </summary>

private Transform blockRoot;

/// <summary>

/1]

/// </summary>

private const int WIDTH = 240;

/// <summary>

/// E

/// </summary>

private const int HEIGHT = 135;

void O




private IEnumerator
{
int counter = 9;
var width = texture.width;
var height = texture.height;
for (int j = HEIGHT; j >= 0; --3j)
{
for (int i = 0; i < WIDTH; ++i)
{
1/ ¥R BRI TR
Color color = texture. (width * i / WIDTH, height * j / HEIGHT);
(i, j, color);
++counter;
if (counter > 100)
{
counter = 0;
yield return null;

private void (int i, int j, Color color)
{
var obj = (block);
var trans = obj.transform;
trans. (blockRoot, false);
trans.localPosition = new Vector3(i, j, 0);
trans. ("r"). <MeshRenderer>().material.color = new Color(color.r, 0, 0);
trans. ("g"). <MeshRenderer>().material.color = new Color(@, color.g, 0);
trans. ("b"). <MeshRenderer>().material.color = new Color(@, ©, color.b);
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