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using UnityEngine; // A% 2j0o|EZZ| MA

// MonoBehaviourE& A£3t= NewBehaviourScript S22
MO
- -

public class NewBehaviourScript : MonoBehaviour
{

// HH EHE o

public Vvector3 velocity;

// HH H2a ol
void Update()
{

transform.Translate(velocity * Time.deltaTime);

}
}
E'éltH* A0 publicE EO0|H S YN =2
= UL} privateE 20| E7I OFF AL 20| X %o
™ %EHﬁ oM 32 g = Q. WEY F A0
[, FAdz & = A=X 57/ A0 &}
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Learn C# in Unity

C#OAMO S

- M9 X

QHMEO| X7|35} HE|E o= H|AE. EF Unity = MonoBe
haviourg &5t Fel27 HEXE +80 = A= X9
K| Z%=Ct Awake/StartE At 2 S} X}

public class Foo : Bar
{ . .
int i;
[/ B3GR Zel. gretgto]l gln, ZefA i Z2 0[EQ| HAE=E otrt
public Foo(int 1)
{
this.i = 1i;
}
// &2 ZefAaol e WHEXE = EoHt.
public Foo() : this(0)
{
}
// FEO| WEXE BAHLE ZEdh= WY, WESIH ROl QX gls WEXL == EICH.
public Foo(float f) : base(f)
{
}
ks
Foo f = new Foo(1.0f); // 3749 MMXI7} &= E=IC}.
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C#o Mol =alf A

- & B X}

QEME| Oty M2|& ot= HaLE. C#2 GC7t sASIEE B
A|H o2 O}a|8HR| ot ZTo oz EAFo|AlISH T Q 7t QlC}.

public class Foo

{
[/ 28X Zol. ghetgh, Ql==, FIZA XAEE gitt. SEia o ~2 290 0[F2e| HAE= oiCt.
~Foo ()

C#O| M i1 EfOlYHZ &E|otd o 2 S efA = Disp
osable= A =951, Dispose() I AEE #9, using

23t 20| ABBCH T Dispose() FHE 2A%3}X| YO}
N == CHELL-- o
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Learn C# in Unity

C#0l O] =ah A

- = 2 I E|] : AKX} 70| H7|HH

public class NewBehaviourScript : MonoBehaviour
{
// Y Z=2IHE| FO
public vector3 velocity
{
get { return rigidbody.velocity; }
set { rigidbody.velocity = value; }
}
// fl= orefel HZA FHolE EStA oF AO|Ct.
vector3 Getvelocity()
{
return rigidbody.velocity;
}
void SetVelocity(vector3 value)
{
rigidbody.velocity = value;
}
// ZENE|l= 25 HH ZEQ ZEE F2 & + UL
void Start()
{
velocity = Vector3.zero;
}
ks

T 157



C#OAMO Sl A

ZEHEE FH HEloA AE
TEIEl= Fad2 MeEFs] 20K

—_ = (@ N |

public class NewBehaviourScript : MonoBehaviour
{
public vector3 velocity { get; set; }
// Sl ofefet Ze USHOl WH HEZ JIX|D QICkD AZtSHE oK
vector3 m_velocity;
public Vvector3 velocity
get { return m_velocity; }
set { m_velocity = value; }
}
}

LEZHE &= get/ set Ot HE XA X[ 3= €€ 5 ULk

o =

= | A

public class NewBehaviourScript : MonoBehaviour
{

public vector3 velocity

{

get; private set;

}

ks
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C#O| MO =l &

'EETHEIE S0 "l oA AME
017|0t 5|83t TRHEE se 1S MBS 4 QL)

public class NewBehaviourScript : MonoBehaviour

{

public Vvector3 velocity

{
}

get { return rigidbody.velocity; }

}

9 /57



Learn C# in Unity

C#O| MO =l &

- Q1 B A

public class NewBehaviourScript : MonoBehaviour

{

int[] data;
// YHNE o
public int this[int index]
{
get { return data[index]; }
set { data[index] = value; }
}
// QEIME HHE JiX|= QEMEE= H{E4 HIX5HA 2
void Start()
{

et
+

o
o

NewBehaviourScript nbs = new NewBehaviourScript();
print(nbs[0]);

107/5
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C#0l O] =ah A

. o] ¥ E
S8t 7| SO|X[2tO[37 {222 FOf| CHA| 28

public class Foo

{
// Ee|AHOIE F2
public delegate void OnbamageDelegate(GameObject victim, float amount);
// 8elgt ¥o| O|HEZE MO
public event OnDamageDelegate onDamage;
// HBlO/X] Xe|
float hp { get; private set; }
public void DobDamage(float amount) {
hp -= amount;
onDamage(gameObject, amount); // onDamagel| SEL|0| Y= HAEE SE
}
}
// O|E&STH HIOXIE HYUE EfO|UOA O] HAEE ZE St o2 8%

void PrintDamage(GameObject victim, float amount)

{

}

// OIHIEQ| HEAOIEE &5

Foo f = new Foo();

f.onDamage = PrintDamage;

// HIOIX] XM2|E =&5IH O[MIE 7| S2E PrintDamage AE7 @ =EICt
f.DobDamage (10);

print(victim.name + got damage + amount);

1 17/5



Learn C# in Unity

C#O| MO =l &

2ol 2 " e dAHA HH

public class Foo : MonoBehaviour
{
// 2@~ LE Hol
public static int classField = 0;
// QAEA LWE Hol
public int instanceField = 0;
// 2efAa e FHO
public static void Hoge() { print("Hoge! " + classField); }
// YAHA BAE Ho)
public void Mage() { print(‘'mMage! " + classField); }
3

// SeA HHO|l= QIAEATYE QIOE HI2E = UL}
Foo.classField = 10;

Foo.Hoge(); // "Hoge! 10"

Foo foo = new Foo();
print(foo.instanceField); // 0

foo.mage(); // "Mage! 10"

1275



Learn C# in Unity
CHO A O =

= A & o I F e &
D= HHYIF staticst SeflAsE Sl AANHE stati
cCE St QAEHAZS UHEE= A AHCZE

O

ublic static class Foo

// 2Els EE Fo

public static int classField = 0;

// BElA HAE Hol

public static void Hoge() { print("Hoge! " + classField); }
// staticet SZ@jas FH MK (22 YY) 2 7|9 St
static Foo()

{
}

classField = 10;
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C#o Mol =&t

|>

readonly
Oo|OjMO 2= cons B2} ZLCt. const = 4f Ef &
o 2 A4 &g = AKX U readonyld=
2 EHEYHdE = ¢ = AL
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Learn C# in Unity

CHOlAlO| =i A

. 44 (ojE2HE
C#2 OEZ|FEC= 7|2 ArESH S XA Lt
O HHo HE HOHE 82 = UL Unityd| M= Xt
MO BF= A0 Serializable 8= & O A ¢ A d
EO Al & = JAEF St AL, OfCEO 2% 0

[ExecuteInkEditMode ()] // O] £dE =0[H OC[E H0AM H
public class NewBehaviourScript : MonoBehaviour

{
[System.Serializable()] // O] &4
public class Foo

{

}
public Foo f;

1= =20|X] 23 Foo

public int hoge;

Al A0 = StartL} UpdateE & 7ts

ot

2E7F A2HEHO BAl E[X] =L
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Learn C# in Unity
C#{ O] AL XX

R EA Ho MY

public struct Point

// HH EHE dA
public int x, y;

// W H2E Hol
public Point(int x, int y)

JlEHozE 2o Holot 2RI TEH

S A4 B 4 QIrt QIE{H0|AS A310] AHAIO| 3B
A2 JHSBIT) & S AL AXHO|X|B RN £ 2ol
740| CH2C
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O

Of

C#O| A

F-

-

| O] A

e« O _-" | A i OI |. (0] -

interface ICollidable
{

// HH HAE MA (Fo|= T 4= it

bool IsCollide(GameObject other);
}
public class NewBehaviourScript : MonoBehaviour, ICollidable
{

// QIHOo|A Fod

public bool IsCollide(GameObject other)

{

if (gameobject.collider == null || other.collider == null)
return false;
return IsCollide(gameObject.collider, other.collider);

}
}
PIHLO|AE= OdAS J&° QEMEYL O EH HAE &

T I: = N = re) Olo

ZIE|, QIEM, O|HIE S 7HEX|S HA| 57] {2F AO|Ct EHH
1L L Sk A = SF A — L
do=MdMol gt =00 AL o = Q7| {20 T2 2= At
< =+ giCL

1 87/5
7



Learn C# in Unity

=]
= A op = A
- HzE I #H
SoiAE HXY, £ 2N = WLHO|Ct O] 271 2] XjO|= M AE Q==
L} Htet o2 QEHME 7L dHist 2 o] HS 0| k0| O|EICt
E=T QLEME Food| A Bar0 H7t AT 3%
IS S =
=2
Transform V. Vector3 | ™ Vector3
A A A
Foo > Bar Foo — Bar
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Learn C# in Unity

=l

public class Foo

{

Vector3 myVector;

public AddvectorTo(ref Vector3 target)
{

}

target += myvVector;

}

public class Bar

{
Foo foo = new Foo();
vector3 myvector;
public Bar()

{
}

foo(ref myvector);

207/5



Learn C# in Unity

=
= E_} 2 07 ! "~ X'”
. N ull s 8 ¢
W o Bt Of"' 7|2t E|X| HAUCHE AS BAISHD o
% A7 ULt Ol Z M Null {EY S ArEHCY
public class Foo
{ Vector3? myvector; // B9l & FHO| "7 , & E0/HNull 50| =ICt.
public vector3 Getvector()
! if (myvector == null) myvec
tor = Vector3.up;
return myvector.value;
}
}
O| A2 O|O|EHH[0]| A2t HASS 7HEISHA o17| 2[5 =H| =l A2
Z Unity A ArE 22 AL BILt B O| A= ArESHA
= O A0 =X 7F QUCELL ErOf okLt,
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Learn C# in Unity

=i A T X X

cut A B A B o A
eSS object O 2 Hs 8l {2 AL obect AHE
defl e = HHAE ofl= A= BhAS SN 2td o, Of
2L I HE0 2 ZAC=E X[Cfot O OF ShCH(ErA
ot E|H QAABHA AO| =R F72HE}

object o = 1; // dAst
int i = (int)o; // HYtASE K|

// ArrayList= EE= 24 F object WO = HISIA XNHSI= ZAHM
ArrayList 1list = new ArrayList(Q);
lTist.Add("hoge"); // dB{BEZ2 EXYE: $£=XE Z ArrayListO]| XZ&Z == UAX|Ot...

Tist.add(100);  // —Oi7|oiAf stast g4l 1 grofxel7] HECH
7o 23 MUl E0[2t= 7|s= AFESIH 20 Bt A% E
EU £ Qo0Z M3HOZ ALETIC
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Learn C# in Unity

C#9o| wHelsol 7| =

public class Foo
{
const int DamageTypeSlash = 1;
const int DamageTypeBlunt = 2;
const int DamageTypeExplosion = 3;
// enum 2 dl= ZE0| HI7| ELC}
enum DamageType
{
Slash = 1,
Blunt,
Explosion,
}
DamageType damageType;
// Enum ¥@o| Zt Zfo= " ER.0[E Ol2ts gAle=2 HE
otCt.
public Foo() { damageType = DamageType.Blunt; }
//
int GetDamageTypeID() { return (int)damageType; }
h
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Learn C# in Unity

C#o| Ha[ot 7

pIr

7t

[

- hamespace : 0|

Ok

namespace MyClasses //#AE QEMEEZ SiLto| Z7t0]| 2ot 0t AMHEZ 221, O|F F== Lot
{

public class Foo { }

public class Bar { }
ks

// Ol§ 37t ¢t 240 O|QF o] 2ot
MyClasses.Foo f;

// CtE BEOME &2 O|E3E
namespace MyClasses

{
}

rx
ke
mot
>

oIC}

AN

public class Hoge { }

// Ot AF0|M using CIHMEIEE AFESIEH HZ Al O]
using MycClasses;

o
Okl
N
mjo
0=
L
ot
4>
o
)

Foo f;
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Learn C# in Unity

C#9] WME|Ot 7|5
]

A E od X =]
-ME2E, 3 o] 8
- - - - A
IHAE (ol HA|AHQl #et) = C YA Nf | E s HARE a
s AMXEts & ZArQ[ Bl > E Ol ALt
// BE HWL2E=T(FH &), 22 ot}
collider c = (Collider)gameobject.AddComponent('BoxCollider™);

// s GLXtZE QIAEA AS X AQAX| mARE = ULt
if (c is BoxCollider)
boxCollider = c as BoxCollider; // QAHAE X|Hst AOo=2 J|AE. & £ QICHH null

/] d HEE FES|M XAl EHH
if (c.GetType() == typeof(BoxCollider))
print("oK");

// MUHEZ ALESIH HAEE= EHe gih
C = gameObject.AddComponent<BoxCollider>();

2715



Learn C# in Unity

— - -
C#o| [ 2|ot 7] =
= L e =
* var
S Sl 2 H HAL SIHS I
0| Fetot 24 Hees B S varE 7t
public class Foo
{
void Hoge()
{
// OlAE
Transform t = transform;
// OlEA M= ZC}
var t = transform;
// 0l 1 222svar?t #H O ¥o| EX| 2282 0
var i;
i=20;
}
public var i = 0; // O|AE 02f. varg A8Y #+ Us A2 2Z H=0t
3




Learn C# in Unity
ol 7

C#2

el

L
=

o El 2 2
otLto| Fefl& Z2

et o E| 2

o &~ E

A
= =72 L0 LI+ = = R

Ct

public partial class Foo

{
void Hoge()
{
}

}

public partial class Foo
{

void Mage()

{

}
}

Foo f = new FooQ);
f.Hoge();
f.mMmage();

// =8 2L Foo= Hoge Mage %% HAES HHZ JHX[4 QICt.

Oreld Sg|A 0

o &~ E 0| partial =4/XI& =0|H
CtE YO M HOo|Sto = "ol SHX| Q40 (| ) =LY,

public partial class Foo

{
}

partial void Hoge();

73S

2975



Learn C# in Unity

C#9] WElot 7|5

e

g™ WaE

// =il OF2fM ™ Ar&sHoF StX| Tt
Instantiate(prefabobject);

// =Y HAEE AESIHH
static class GameObjectExtension

{
// static O|AE RER Q=0 A0 thisE =0|H =3 OjAE
public static Object Instantiate(this GameObject prefab)
{
return Instantiate(prefab);
}
}

// GameObject Z2{A7} Instantiate() Z2t= QAEHA HAEE 7H8 AXEH £ = UL
prefabObject.Instantiate();

301/5



C# NP

if, for, while, do ~ while=
Ef A f H| w oAl E Yt X}O|= QI L. continue, break, goto =
L AtES = QUL

switch &=

switch (hoge)

{

case O:

case 1:
DoSomething();
break;

case 2:
DoSomething2();
goto case 0; // O{H NEZ|E o & OJEASIE CIE caseE 7t 42 dR+= gotoE ALE

default:
DoNothing();
break;

AL




Learn C# in Unity
C# MO+

foreach:=
HiZOo|Lt HEM SO I = QA0 CisiA EtESiA X 2| S 3t

1 - O — = —
foreach (AudioSource a in GetComponents<AudioSource>())
{
a.StopQ);
}

7O 2B Linglr =& ot forz0| Ao 2 E Q| TILE

// OElX] E[0f QU= AoudioSouce A S0 A0 Lzl StopOS ==ot= O
foreach (var a in from a in GetComponents<AudioSource>() where a.isPlaying select a)

{
a.Stop(Q);
}
EOT R OH0AMfE=2 AFESHY 27|otH F X 2| AbA[Z7F 2
ANBEZE 7}sSIH Ling2 XN SHEEH 2 2EES dd3 o
AN foreach =2 2 X225t A0 E7] £C

321/5



C# NOHAF

try ~ catch ~ final

C#Ol M O X2l & MOst= 20| X2 UnityZt of
QI E Mol oA tote £E2 HAHE E|0f UO0M A2
AHESHR] 8 =L

=
=
of

StreamReader sr = null;
try
{
sr = File. OpenText(path)
string s = "";
while ((s = sr ReadLine()) != null)
print(s);
}
catch (FileNotFoundException e)
{
print("File Not Found!");
ks
finally
{
sr.Dispose();
}

331/5



Learn C# in Unity

C# NAHA=E

M =
y USIng—.-_—
Ol F S¢F d=0|L B E8 Ho|0| = using O] 2f= 7| H
EE AMNEBAAM L7 AT HAE Y L2
 using2 & Dispose() 8= EZ8t= ZA. UnityEngi
nedl = IDisposables F+a3s STefAr7F goeoz
AL X AF& 95X =L
Mus ng & mH using T
using (StreamReader sr = File.OpenText(path)) StreamReader sr = null;
{
string s = ""; Ery
while ((s = sr.ReadLine()) != null) sr = File.OpenText(path);
print(s); string s = "";
} while ((s = sr.ReadLine()) != null)
print(s);
}
finally
{
sr.Dispose();
}

3475



Learn C# in Unity

BoxCollider c;

// H HUHE T (Z0M E7] $EECH
c = (BoxCollider)gameObject.AddComponent(typeof(BoxCollider)); c
= gameObject.AddComponent (typeof(BoxCollider)) as BoxCollider;

// Mg
C = gameObject.AddComponent<BoxCollider>();

d2{Lt Unitye MUY E® HAEE OCHX| =45t UK
Oi[r e o o o
Lo .

29999
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Learn C# in Unity

SIBE

H 38 dH4ys of o

// E=H olz QEMES XU i3ste &%
Object Findobjectof(Type type)
{

}

return FindobjectOofType(type);

// & Oietilge O|§2 T= ot A2 &5
T Findobjectof<T>() where T: Component // & ILI2}O0/HO XS & = JUCH(AL)D
{

}

return (T)FindobjectofType(typeof(T));

// 2el Mg HAE = HHHE
Objectof

var renderer = FindO Of<Renderer>(); // ¥O| &ASIEZ varE A8 = 10 J|AE EEQ |

// & IRetOlE 0 Moh2 ZO0IAM ofgf= ALY Al oy
int i = F1ndobject0f<1'nt>(); // inte= ComponentE ArEsID QUX| QULCH

o T

3615



Learn C# in Unity

x| 2

- H M Y2 HHO LY AL
!

HhASIAM 28 ;=0 | ArrayLlst I:O| H M EHE =2 =

i 452 YA|Z|2 22 2R Y= /WS E 7 76K A

ZX| UL E T} K7PPD:| HI1x 71, =t 0|77t

A=t S s tem.Collections.Generic Ol E &27HQ U =
EE

rtﬂ <

Y

0|2 AL SR},

i

using System.Collections.Generic;

List<int> 1list;

Tist.Add(100); // HtADE g2
list.Add("hoge™); // ZATY Al o !

int i = 1ist[0]; // & dtAZ M= QICH!

3715



Learn C# in Unity

= 1=

o A CE XKEXsE A O = o
|]'|| - — = O L= = T M = o
A LCO| X = T = C o=5 A ACE
HAEQ BXFE HES 511 FO| 2=SHAL S42| HAES
—t e —
O A L= >0 ol A~ O| — L
O|'L|'— %‘I‘Oﬂ 'c'>'o'| -l L= EI-_I_ AT 7|o.
// ZE|AHOIE ¥ Fo
delegate void SomeDelegate(float f);
// ‘8elst Yol M4E MO
SomeDelegate someDelegate;
// OE=T Oo|d HAEE 4o W0 CHYY == ACH
void Hoge(float value) { } // Yot Ho@™ OQl=0| 0|2 ZX| Ot MAFCE
someDelegate = Hoge;
// QUAEA HAERE S = QUCt

public class Foo

{
}

Foo f = new Foo(Q);
someDelegate += f.Bar; //

public void Bar(float amount) { }

"=, 2 27} 0

o|
AN -

// H2|AO|E H=0| ME [0
someDelegate(1.0f);

HAE

Ul

ol
=

I f.Bar7t =MOIE2 = ZICH)




Learn C# in Unity

HZ[AO

System.Func<TResult> // TResult Func()

System.Predicate<T> // bool Predicate(T value)

System.Action<T> // void Action(T value)

System.Action<Tl, T2> // void Action(Tl pl, T2 p2)

3915



Learn C# in Unity

O|Hil E

[ -
Ol==5 GIoX| S 352 Ef0|d= HIE|71I0| = AMEotY L=
SH0 SXot o2 EF 2| AO|E "ﬂﬂd SHOlIlA &

ublic class Foo

T

// EEAOIE & 9
public delegate void OnDamageDelegate(GameObject victim, float amount);
// 8olet "HE|AO|E &l M M (privatez diH2|H SEXA & £ g8z o0 gich)
public OnDamageDelegate onDamage;
// HIoIX] X
float hp { get; private set; }
public void Dobamage(float amount) {
hp -= amount;
onDamage (gameObject, amount);
}
ks

Foo f = new Foo();
f.onbamage(1.01); // HHMZ C|O|X|E HX| AU=Ct onDamageE AT 2F B EICt

O|Ziet U0 = O|HEE= 7|55 AFESHA




Learn C# in Unity

O|Hil E

.olMEES o ME F7e A
roy A
Mo g 42 9o
HA2|AOIEE =< 2R 10| O|HEZ St FIte} AMX=
oA BHOjlA & = UKD A2 SellA Lo A B e o= QULCE

O| A2 2 O|&fet EtO| YoM 2= &= A= TX|.

public class Foo
{
// EE|AHOIE & 9
public delegate void OnDamageDelegate(GameObject victim, float amount);
// RE|AHOIE & H==0f| Tevent, E °QIC}
public event 0nDamageDe1egate onDamage;
// HIO|X| Xe|
float hp { get; private set; } publi
c void Dobamage(float amount) {
hp -= amount;
onDamage (gameObject, amount);
}
ks
Foo f = new Foo();
f.onbamage(1.01); // ALY 0o
f.onbDamage += Printbamage; // 7= &AX4 gio] & %= QILC}.




Learn C# in Unity

2ol

public class Foo
{
// RE|AOIE & E9
pubTlic delegate void OnDamageDelegate(GameObject victim, float amount);
// HE|HOIE & B==0f "event, & £QICt
public event OnDamageDelegate onDamage;
/* e/
}
Foo f = new Foo();
// O|HIEOQ| ZUCHAS CHY
f.onbamage = (victim, amount) => print(victim.name +
// O|Ad2 otzjet Zrt
void PrintDamage(GameObject victim, float amount)

{
}

f.onDamage += PrintDamage;

got damage " + amount);

print(victim.name + got damage + amount);

42175



Learn C# in Unity

IS

List SejA S22 XA o™ g HE|HOE(E|AE @4 o
LIS Q=2 St bool 4= BretstE HAE)E QA2
RE Find MAE S8 WH 2 J4x 1 T} 017 o] 2oiAl

S Yyt AR s

=

List<GameObject> gameObjects = new List<GameObject>(src);

// O|&0f "Enemy , & Zolot QEME S =L
GameObject go = gameObjects.Find(o => o.name.Contains("Enemy"));

// dgameObjects Z|AE ZT YZHE7ZI00|0t QEMEZE D& Akl
gameObjects.RemoveAll (o => o.transform.x < 0);
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// O|EESH O|H EF&
var renderers = GetComponentsInChildren<Renderer>();
foreach (var r in renderers)
{
if (r !'= null & & r.material != null) r
.material.mainColor = Color.red;
}
// LINQZ O|HA & = Ut
var materials = from r in GetComponentsInChildren<Renderer>()
where r !'= null & & r.material != null
select r.material;
foreach (Material m in materials)
m.mainColor = Color.red;
F I MM E7|ot= AELCH E[AEE HEelot Z0| A== o}

7|7t O FL.
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var materialSets = from Renderer r in FindObjectsOfType(typeof(Renderer))
where r.material != null & r.sharedmaterial != null
select new { r.material, r.sharedmaterial };
foreach (var m in materialSets)
{
m.material.mainTexture = texture; m.sha
redvaterial.mainTexture = texture;

—

ch 7t 2 M2|= OtLEE AMEE I =27t 28
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IEnumerator Countl0(Q)
{

-

for (int i = 10; i >= 0; --1)
yield return 1i;

}

foreach (var i in Countltol0())
{

print(i); // 10, 9, 8, 7...
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IEnumerator CountUp() class CountUpEnumerator : IEnumerator
{ {
print(1); int state = 0;
yield return null; bool MoveNext()
print(2); {
yield return null; switch (state++)
) print(3); {
case O:
print(1l); re
turn null;
case 1:
print(2); re
turn null;
case 2:
print(3);
ks
}
ks
IEnumerator CountuUp()
{
return new CountUpEnumerator();
ks
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public class Foo : MonoBehaviour
{
List<IEnumerator> coroutines = new List<IEnumerator>();
void Start()
coroutines.Add(MyCoroutinel());
. coroutines.Add(MyCoroutine2());
void Update()
{
coroutines.RemoveAll(c => !c.MoveNext());
}
}
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