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. . public class AtomicReference <T> where T : class {
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public IEnumerator<T> iterator() {
Node<T> currentNode = head.getNext();
while (currentNode.getAttribute() '= null) {
yield return (T)currentNode.getAttribute();
currentNode = currentNode.getNext ();
¥
}
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e OS : Windows 10
e CPU : Intel Core i7-4700MQ 2.4GHz

e Unity : Unity 5.4.2f1
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