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System.Collections;
System.Collections.Generic;
UnityEngine;

test1 : MonoBehaviour
timeSpan;

isFinish;

Start()

{
timeSpan = 5.0f;
isFinish = ;

Update()

(timeSpan <= 0)
{

(isFinish ==
{
isFinish = ;
Debug.Log("5##E&!");
}

timeSpan -= Time.deltaTime;




System.Collections;
System.Collections.Generic;
UnityEngine;

test2 : MonoBehaviour

Start()

StartCoroutine("WaitSecond");

Update()
{

}

[Enumerator WaitSecond()

{

yield WaitForSeconds(5);

Debug.Log("5##E@E!");

}
}
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yield return new WaitForSeconds(5);
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Debug.Log("S##E I ") ;
}
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Debug.Logh'tt N 3lEZEZzHEEZRL TIEEL) |

B Project B Console
Clear ¥ Collapse Error Pause Editorv

[23:44:24] StartA T IS
UnityEngine.Debug:Log (object)

[23:44:24] J)L—F VETEICHED
UnityEngine.Debug:Log (object)

[23:44:26] 1.582#%8 |
UnityEngine.Debug:Log (object)




System.Collections;
System.Collections.Generic;
UnityEngine;

test3 : MonoBehaviour

Start()
Debug.Log("StartAT#&HIZHA");

StartCoroutine("WaitSecond");
Debug.Log("aJV—F>RITERICHAN");

Update()
{

}

I[Enumerator WaitSecond()

{

yield WaitForSeconds(1.5f);

Debug.Log("1.5##F&!");
}
}
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System.Collections;
System.Collections.Generic;
Unity.VisualScripting;
UnityEngine;

test4 : MonoBehaviour
[SerializeField] testValue;
Start()

{
StartCoroutine("WaitSecond");

}

Update()
{
}

I[Enumerator WaitSecond()

{
Debug.Log("2)L—F > E1TH");

yield WaitUntil(() => testValue >= 10);

Debug.Log("10LLE");

}
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<JTOYU3Lf#EHR>
IEnumera tor WaitSecond()
{

Debug.Log("J)L—F v ETH");

yield return new WaitUntil(() => testValue >= 18);

Debug.Log("10B{ E");

yield return new WaitUntil(() => testValue >= 10);
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System.Collections;
System.Collections.Generic;
Unity.VisualScripting;
UnityEngine;

test5 : MonoBehaviour

isPushKey;

Start()

{
isPushKey =

StartCoroutine("WaitSecond");
}

Update()

}

[Enumerator WaitSecond()

{
Debug.Log("AMHEINZE TEHEL");

yield WaitUntil(() => Input.GetKey(KeyCode.A));

Debug.Log("ABsiREN=");







System.Collections;
System.Collections.Generic;
Unity.VisualScripting;
UnityEngine;

test6 : MonoBehaviour

timeCount;

Start()
{

timeCount = O;

StartCoroutine("WaitSecond");
}

Update()
{

}

I[Enumerator WaitSecond()

yield WaitForSeconds(1);

timeCount++;
Debug.Log(timeCount);







System.Collections;
System.Collections.Generic;
Unity.VisualScripting;
UnityEngine;

test7 : MonoBehaviour

isFlag;

Start()

{
isFlag =

StartCoroutine("WaitSecond");
}

Update()

(isFlag == )
{

Debug.Log("3##Zi@");
}

}

I[Enumerator WaitSecond()

{

yield WaitForSeconds(3);

isFlag =
}







System.Collections;
System.Collections.Generic;
Unity.VisualScripting;
UnityEngine;

test8 : MonoBehaviour

Start()

Update()

(Input.GetKey(KeyCode.B))
{

StartCoroutine("WaitSecond");

}
}

I[Enumerator WaitSecond()

{

yield WaitForSeconds(2);
Debug.Log("BAMfR=7=");
}




System.Collections;
System.Collections.Generic;
Unity.VisualScripting;
UnityEngine;

test9 : MonoBehaviour

Start()

StartCoroutine("WaitSecond");

Update()
{

}

I[Enumerator WaitSecond()

{

yield WaitForSeconds(3);
Debug.Log("3##%:1@");

yield WaitForSeconds(2);
Debug.Log("5##%:i@");
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