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public class GameManager : MonoBehaviour

{
public GameObject[] cards = new GameObject[6]://H—FZEANBEIINDE S
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Cards

Element O WwClub01
Element 1 WwClub02
Element 2 WwClub03
Element 3 None (Game Object)
Element 4 None (Game Object)
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Element 5 None (Game Object)
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public class GameManager : MonoBehaviour

{
public GameObject[] cards = new GameObject[6];//H—FZEZANBEIINDEE

[/l Start is called before the first frame update
void Start()

{
Instantiate(cards[0], new Vector3(-400, 200, 0), cards[0].transform.rotation);//0% B Z# B2 i&

}

instantiateM1TZIERL T, BYSELEEL LI, 3 * fE21L LS,
EEREXY)EATIZLES, FRAY0,0)TY,

(-400,200) (0,200) (400,200)

(-400,-200) (0,-200)(400,-200)

Instantiate(cards[0], new Vector3(-400, 200, 0), cards[0].transform.rotation);//0% B # B i&
Instantiate(cards[1], new Vector3(0, 200, 0), cards[1].transform.rotation);/1%& B Z & &
Instantiate(cards[2], new Vector3(400, 200, 0), cards[2].transform.rotation);//2& B & &
Instantiate(cards[3], new Vector3(-400, -200, 0), cards[3].transform.rotation);//3& B Z#E. &
Instantiate(cards[4], new Vector3(0, -200, 0), cards[4].transform.rotation);//4%& B ZEC &
Instantiate(cards[5], new Vector3(400, -200, 0), cards[5].transform.rotation);//5% B Bt i&
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int i = 0;//cardsBgdldDindex
for (int yi = 0; yi < 2; yi++)//yifTE
{

for (int xi = 0; xi < 3; xi++)//xi%|IB

{
Instantiate(cards[i], new Vector3(-400 + xi * 400, 200 - yi * 400,

0), cards[i].transform.rotation);

i++;
void Start()
{
int i = @;
for (int yi = @; yi < 2; yi++)//yifTE
{
for (int xi = @; xi < 3; xi++)//xi51E
{
Instantiate(cards[i], new Vector3(-400 + xi * 400, 200 - yi x 400, @), cards[i].transform.rotation);
i++;
b
}
}
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[C2ETHa—K]

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;//:EN

using System.Ling;//3&#0

public class GameManager : MonoBehaviour

{
public GameObject[] cards = new GameObject[6];//H—FREZANBEIINDES

// Start is called before the first frame update
void Start()
{
/1)L
cards = cards.OrderBy(x => Guid.NewGuid()).ToArray();

int i = @;//B2%lcardsMindex
for (int yi = @; yi < 2; yi++)//yifTH
{
for (int xi = @; xi < 3; xi++)//xi%IB
{
Instantiate(cards[i], new Vector3(-400 + xi * 400, 200 - yi * 400,
cards[i].transform.rotation);
i++;

// Update is called once per frame
void Update()
{

0),
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;//:EMN

using System.Ling;//3E7N

public class GameManager : MonoBehaviour

{

public GameObject[] cards = new GameObject[6];//71—REANZEIDES

// Start is called before the first frame update
void Start()

{

}

/12wy

cards = cards.OrderBy(x => Guid.NewGuid()).ToArray();
|

int i = 0;//B%cards®index

for (int yi = 0; yi < 2; yi++)//yif7E

{
for (int xi = 0; xi < 3; xi++)//xiJIE
{
Instantiate(cards[i], new Vector3(-400 + xi * 400, 200 - yi x 400,
it++;
}
}

// Update is called once per frame
void Update()

{
}
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0), cards[i].transform.rotation);



