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

WaitTest : MonoBehaviour

Start()

StartCoroutine(""WaitSecond");

Update()
§

[Enumerator WaitSecond()

{

Debug.Log("S#FHE £ J");
yield WaitForSeconds(5);
Debug.LOg(.sﬂ\, Z@BLE L,
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using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Cysharp.Threading.Tasks;

public class Nol : MonoBehaviour

{

async void Start()

Debug Log("5S#EF5EI™);
await UniTask.Delay(TimeSpan.FromSeconds(5));
Debug Log("5##E 5 % L12");

await WaitMethod();

Debug.Log("await{J1F 9 | BEEEIT");
WaitMethod();
Debug.Log("await{st7 9 ICBEEERIT LT L")

void Update()
{

H

private async UniTask WaitMethod()
g
1

Debug. Log("BIEXM TsHEEET);
await UniTask.Delay(TimeSpan.FromSeconds(5));
Debug Log("REA Cs5#HEB & L"),

}

}




using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Cysharp.Threading. Tasks;
using UnityEngine.Networking;
using UnityEngine.UI;

public class No2 : MonoBehaviour
S

1
[SerializeField] private string imageURLI;
[SerializeField] private string imageURL2;
[SerializeField| private Rawlmage imagel;
[SerializeField] private Rawlmage image?2;

async void Start()

Debug.Log("I1#B ZV > O— FEtE");
UnityWebRequest www1 = UnityWebRequestTexture.GetTexture(imageURL1);

await www1.SendWebRequest();
Debug. Log("I#B AV >O— FRET");
imagel.texture = DownloadHandlerTexture.GetContent(www1);

Debug. Log("2# B 4 7 >~ O0— FRAA");
UnityWebRequest www2 = UnityWebRequestTexture.GetTexture(imageURL2);

await www2.SendWebRequest();
Debug.Log(MMB AV >O— FRET");
image?2.texture = DownloadHandlerTexture.GetContent(www2);

void Update()
{




using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Cysharp.Threading. Tasks;
using UnityEngine.Networking;
using UnityEngine.UI;

public class No2 1 : MonoBehaviour
S

1
[SerializeField] private string imageURLI;
[SerializeField] private string imageURL2;
[SerializeField| private Rawlmage imagel;
[SerializeField] private Rawlmage image?2;

async void Start()

Texture2D tex1;
Texture2D tex2;

(tex1, tex2) = await UniTask.WhenAll(DownloadTexture(imageURL1), DownloadTexture(imageURL2));

imagel .texture = tex1;
image?2.texture = tex2;

void Update()
{

H

private async UniTask<Texture2D> DownloadTexture(string url)

Debug.Log("4 7 >~ O— FRAZA™;

UnityWebRequest www = UnityWebRequestTexture.GetTexture(url);
await www.SendWebRequest();

Debug.Log("#Z 7 >0O— F5E1");

return DownloadHandlerTexture.GetContent(www);




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

Cysharp.Threading. Tasks.Triggers;

No3 : MonoBehaviour
async Start()
{
8

var collision enter_trigger = this.GetAsyncCollisionEnterTrigger();
var collision_exit trigger = .GetAsyncCollisionExitTrigger();

Debug.Log("H /=5 E TRHFD");

await collision_enter_trigger.OnCollisionEnterAsync();
Debug.Log("SHz 27",

Debug.Log("RIEAND E THRHED");

await collision_exit trigger.OnCollisionExitAsync();
Debug.Log("AN71z");

Update()




System.Collections;
System.Collections.Generic;
UnityEngine;
Cysharp.Threading. Tasks;
UnityEngine.UI;

No3 1 : MonoBehaviour

S
L8

[SerializeField] Button btnStart;

async Start()
{
L

Debug Log("RZ VHBRENZ L TEHFDO");
var event_handler = btnStart.GetAsyncClickEventHandler();
await event_handler.OnClickAsync();

Debug. Log("RZ HiREnfc");

Update()




System;

System.Collections;
System.Collections.Generic;
UnityEngine;
Cysharp.Threading.Tasks;

No4 : MonoBehaviour

async Start()
{

await LongTask();
Debug.Log("T ZICK D T LIETEL);
¥

Update()

async UniTask LongTask()
(true)

Debug.Log(gameObject.name);

await UniTask.Delay(TimeSpan.FromSeconds(1));




System;

System.Collections;
System.Collections.Generic;
UnityEngine;
Cysharp.Threading.Tasks;
System.Threading;

No4 1 : MonoBehaviour

CancellationTokenSource cs;

async Start()

cs = CancellationTokenSource();

await LongTask(cs.Token);
Debug.Log("T ZIc3E B &EEL";

(OperationCanceledException ¢)

Debug.Log("F ¥ tIbENE LTz,
}

Update()
(Input.GetKeyDown(KeyCode.A))

cs.Cancel();

J

1
S
async UniTask LongTask(CancellationToken ct)
(true)

ct. ThrowIfCancellationRequested();

Debug.Log(gameObject.name);

await UniTask.Delay(TimeSpan.FromSeconds(1));
}
1
S

}
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