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using UnityEngine;

// 000000000000

public class BlockManager : MonoBehaviour

{



// 000000000
[SerializeField]

private GameObject blockPrefab;

// 000

[SerializeField]

private int rows;

// 000
[SerializeField]

private int cols;

void Start()

{
// 0000000000000
Vector3 start = transform.position;
// 100000
GameObject copy = Instantiate(blockPrefab);
copy.transform.position = start;
}
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void Start()
{
// O0000SpriteRendererddd

SpriteRenderer spriteRenderer = blockPrefab.GetComponent<SpriteRenderer>();

// O000sprited000000

Vector2 blockSize = spriteRenderer.size;




// 0000000000C00OO

Vector2 start = transform.position;

// 100000
GameObject copy = Instantiate(blockPrefab);

copy.transform.position = start;

// 200000 YODOOOOXoooOoooooooo
// 0000000000000

Vector2 offset = new Vector2(blockSize.x, 0);

copy = Instantiate(blockPrefab);

copy.transform.position = start + offset;

}
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void Start()
{
// [O0000SpriteRendererddd

SpriteRenderer spriteRenderer = blockPrefab.GetComponent<SpriteRenderer>();

// D000sprited000000

Vector2 blockSize = spriteRenderer.size;

// 0000000000000

Vector2 start = transform.position;

// 10000000000000C0000
for (int 1 = 0; i1 < cols; i++)

{



// 0000000000 = 10

Vector2 offset = new Vector2(blockSize.x * i, 0);

// 0000000000000
GameObject copy = Instantiate(blockPrefab);

copy.transform.position = start + offset;
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void Start()
{
// O0000SpriteRendererddd

SpriteRenderer spriteRenderer = blockPrefab.GetComponent<SpriteRenderer>();

// 0000sprited000000

Vector2 blockSize = spriteRenderer.size;

// 0000000000000

Vector2 start = transform.position;

// 00000
for (int j = 0; j < rows; j++)
{

// 00000



for (int 1 = 0; i < cols; i++)

{
// 0000000000 = i, 000000 = 30
// yOoooo+ 000000000 - 000000
Vector2 offset = new Vector2(blockSize.x * i, -blockSize.y * j);
// 0000000000000
GameObject copy = Instantiate(blockPrefab);
copy.transform.position = start + offset;

}
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