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public bool CompareAndSet(T newValue, T previalue) {

T oldValue = value;
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public T Get() {

return value;
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public Iterator<T> iterator() {
return new Iterator<T>() {
Node<T> currentNode = head.getNext();

@0verride
public boolean hasNext() {
return currentNode.getAttribute()

!= null;

@0verride
public T next() {
T attribute
= currentNode.getAttribute();
currentNode
= currentNode.getNext () ;

return attribute;
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public IEnumerator<T> iterator() {
Node<T> currentNode = head.getNext();
while (currentNode.getAttribute() != null) {

currentNode = currentNode.getNext ();

}

yield return (T)currentNode.getAttribute()}
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