typhoon.unity.poolfEF i EH

1 /56—

2

3 private void Demo_1()

4 {

5 / /1t

6 var pool = PoolManager.CreatePool(() =>

7 {

8 var clone = new GameObject();

9 return clone.AddComponent<PoolObject>();
10 1)
11
12 / /KBRS
13 var obj = pool.GetPoolObjectAs<PoolObject>();
14
15 //[BIHGHRTSR
16 obj.RecycleToPool();
17 }

1 //FEBI=

2

3 private void Demo_2()

4 {

5 // IEFRENI TR

6 var prefab = Resources.lLoad<GameObject>("path/of/pool_prefab");
7 / /Pt

8 var pool = PoolManager.CreatePool<PoolObject>(prefab);
9 //FRECHXTSR
10 var obj = pool.GetPoolObjectAs<PoolObject>();
11 / /BB TSR
12 obj.RecycleToPool() ;
13 }

1 //FEHI=

2 J/EEXHITSR



3 public class MyPoolObject : PoolObject

4 {

5 public MeshRenderer Renderer;

6

7 //XTSREE BT it &

8 protected override void OnPoolObjectCreate()

o {

10 base.OnPoolObjectCreate();

11 //FBiMeshRendererfAf#

12 Renderer = transform.GetComponent<MeshRenderer>();
13 }

14

15 protected override void OnPoolObjectOnWakeUp()

16 {

17 base.0nPool0bjectOnWakeUp () ;

18 //HRIREE (MUFEHHK) Atk

19 Renderer.enabled = true;

20 }

21 / /B EZBAITRIAR A

22 protected override void OnPoolObjectBeforeRecycle()
23 {

24 base.0OnPoolObjectBeforeRecycle();

25 Debug. Log ("[EIWGEEHITHIfMA") ;

26 }

27

28 / /B EZERAITIEA R

29 protected override void OnPoolObjectAfterRecycle()
30 {

31 base.OnPoolObjectAfterRecycle();

32 Debug. Log ("EISUZIEHRITEREL") ;

33 Renderer.enabled = false;

34 }

35 1}

36

37 private void Demo_3()

38 {

39 // DI TRH TR
40 var prefab = Resources.lLoad<GameObject>("path/of/poolObject");
41 / /P, AR AT
42 var pool = PoolManager.CreatePool<MyPoolObject>(prefab);
43 VIL53 B OES
44 var obj = pool.GetPoolObjectAs<MyPoolObject>();
45 //FEE renderer
46 obj.Renderer.enabled = false;
47 //[BI XTS5
48 obj.RecycleToPool();

49 }



1 //5ERIg

2 private void Demo_4()

3 {

4 / /M7 H

5 var group = new PoolGroup<string>();

6 / /IIEFRF Y Z TR

7 var carlPrefab = Resources.lLoad<GameObject>("path/of/carlPrefab");

8 var car2Prefab = Resources.lLoad<GameObject>("path/of/car2Prefab");

9 var car3Prefab = Resources.lLoad<GameObject>("path/of/car3Prefab");

10 / /W, HEIE S

11 group.AddPool("carl", PoolManager.CreatePool<PoolObject>(carlPrefab));
12 group.AddPool("car2", PoolManager.CreatePool<PoolObject>(car2Prefab));
13 group.AddPool("car3", PoolManager.CreatePool<PoolObject>(car3Prefab));
14 / /R key RIFFXR IR

15 var carl = group.GetPoolObjectAs<PoolObject>("carl");

16 var car2 = group.GetPoolObjectAs<PoolObject>("car2");

17 var car3 = group.GetPoolObjectAs<PoolObject>("car3");

18 }



