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private IEnumerator 000000 (0O0)
{

// 00

// yield return 0000

// 00

// yield return 000
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StartCoroutine (000000(OO) ) ;
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yield return null; ITIIII10

yield return new WaitForSeconds(00); [IIIIII1O

yield return StartCoroutine(OD0O00D) ; IO
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// 00000

public void StartGame()

{

0//00000000
StartCoroutine(ReadyGo());

}

// 0000 - 0000000000000

private IEnumerator ReadyGo()
{

0// READY[OO
Debug.Log("READY");

a

0// _oo

Mield return new WaitForSeconds(2.0f);
a

0// 60000

Debug.Log("GO!");

a

0// moo

Mield return new WaitForSeconds(1.0f);



0//000000000
Debug.Log("00000") ;
}

Awaitable

Awaitable

O T T T T T T T T T

[0

private async Awaitable OO000 (0O0)
{

/7 00

// await 0000

/7 00

// await 0000
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await Awaitable.NextFrameAsync();
await Awaitable.WaitForSecondsAsync([0);

await (000000(O0)
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// 00000
public void StartGame()
{

0//0000
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ReadyGo () ;

}

// 0000 - 000000000000C0O
private async Awaitable ReadyGo()
{

0// READYOOO

Debug.Log("READY");

a

0// Boo

gwait Awaitable.WaitForSecondsAsync(2.0f);
I

0// 60000

Debug.Log("GO!");

a

0// moo

gwait Awaitable.WaitForSecondsAsync(1l.0f);

0//000000000
Debug.Log("00000") ;
}
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