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public GaneOhject [] prefab;

Af Use this for initialization
0 {E@ =6
?nid Start ()
Enr Cint © =03 0 < 3; i++)
Enr Cint § =03 § < 8: j++)
GameOhject block 1 = GameObject .Instantiate(prefab[0]) as GameObject;
} block 1.transform.position = new Yector3(-21.0f + (6.0f % j), 13.0f - (2.5f % i), 0.0f);
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using Bvstem.Collections.Generic;
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public class C Block @ MonoBehaviour f
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void OnCallisionEnter(Collizion ather)
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