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PoolManager

public static PoolGroupDict groups = new PoolGroupDict();



PoolManager.groups

public PoolGroup Create(string groupName)
public bool Destroy(string groupName)

public void DestroyAll()

public bool ContainsKey(string groupName)
public bool TryGetValue(string groupName, out PoolGroup poolGroup)

public PoolGroup this[string key]

public PoolGroup
get

if

return this



AT T EA,

namespace Ihaius

{

public partial class PoolGroupDict

{

public PoolGroup war

{
get
{
if (!ContainsKey(
{
Create(
}
return this]|
}
}

PoolGroup



PoolGroup /@4

public string groupName;
public bool logMessages = true;

public float maxParticleDespawnTime = ;



/K RM— DR */

public void CreatePool<T>(0ObjectPool<T> objectPool)

/¥x FRERXY KB AIPool */
public ObjectPool<T> GetPool<T>()
public AbstractObjectPool GetPool(Type type)

/xk FRER— IR R BAYSEBIRG & */
public T Spawn<T>(params object[] args)

/xk BFLBNRIZENRNBRS *+/
public void Despawn<T>(T inst)

/**x JEIRseconds®, WEBINREBARBRES */
public void Despawn<T>(T instance, float seconds)

/xk RIM—PDELEIRIRF M AIPool. despawn: true AIRBIRTS; false NEEFRRES x/
public void Add<T>(T instance, bool despawn)

D134



PoolGroup FPrefabRy 73 7%

public void CreatePool(PrefabPool prefabPool)

/xk FREUY N TR AIPool */
public PrefabPool GetPool(Transform prefab)
public PrefabPool GetPool(GameObject prefab)

/% FRENFRIZ*/
public Transform GetPrefab(Transform instance)
public GameObject GetPrefab(GameObject instance)

// HRIMMEFFTRinstance®| ZFR AprefabNameXySith

// despawn,true AREBEIRE; false AEIEF RS, HIEIZXN KA MNESpawnPoo 1H_spawned?!|5&

// parent, truelfinstance.parent=group

public void Add(Transform instance, string prefabName, bool despawn, bool parent)

// WNEFZIERERHIE

// WREZEIEEN T #EHADespawn. BEIZN R HHBRES

private IEnumerator ListForAudioStop(AudioSource src)

[/ FNRF A A S RN FE

// WERFIFgameObject:ZEEMBUER M. emitter.IsAlive(true)==falselfmiAADespawn. HBIZXNR AN RBIRES
// MBS E#BIiEmaxParticleDespawnTimemiiit H —MNE&&

private IEnumerator ListenForEmitDespawn(ParticleEmitter emitter)

private IEnumerator ListenForEmitDespawn(ParticleSystem emitter)



[/ MXSGHIREN—SEFIXS R 3 B — D SEHIXT R

// KENESEEprefabfIxt it

// WREHE, FHMprefabPool BEE— PR MEXNEFAFNEREnuLIFREINULL; BNEIREEpos, rot. parent AEZFIRE Hgroup. HEHEIX
gameObejct/ #0nSpawned’H &

// WMRAREFHE, BelE— 1 PrefabPool. REMN LE—HHSE

public Transform Spawn(Transform prefab, Vector3 pos, Quaternion rot, Transform parent)
public Transform Spawn(Transform prefab, Vector3 pos, Quaternion rot)

public Transform Spawn(Transform prefab)

public Transform Spawn(Transform prefab, Transform parent)

public Transform Spawn(string prefabName)

public Transform Spawn(string prefabName, Transform parent)

public Transform Spawn(string prefabName, Vector3 pos, Quaternion rot)

public Transform Spawn(string prefabName, Vector3 pos, Quaternion rot, Transform parent)

/] MIEMR— P EEEFN R B CNE— P EE LT R

// MRILFIFEENULL, FHIREINUTL

// FEUZNRNEZHMEAudioSource, FiIAR play()

// BN ESELERINE, IRFEELER T HIAHDespawn. IRBEZXNRAREBERS

public AudioSource Spawn(AudioSource prefab, Vector3 pos, Quaternion rot)

public AudioSource Spawn(AudioSource prefab)

public AudioSource Spawn(AudioSource prefab, Transform parent)

public AudioSource Spawn(AudioSource prefab, Vector3 pos, Quaternion rot, Transform parent)

/7 MIFGAMIREN— R F AR SEFIXS R B E G — PR F SE BN R

// RZIFIFEEZNULL, FIRENULL

// BEMENKFERERNIZ, R FgameObject;ZETEHBUEK M. emitter.IsAlive(true)==FfalselfmiAADespawn. RHBIZXNF R HNHBIRS

// MR EBEmaxParticleDespawnTimegit i — &L

public ParticleSystem Spawn(ParticleSystem prefab, Vector3 pos, Quaternion rot)

public ParticleSystem Spawn(ParticleSystem prefab, Vector3 pos, Quaternion rot, Transform parent)

public ParticleEmitter Spawn(ParticleEmitter prefab, Vector3 pos, Quaternion rot)

public ParticleEmitter Spawn(ParticleEmitter prefab, Vector3 pos, Quaternion rot, string colorPropertyName, Color color)

/! B—PEBFNREBARBRS
public void Despawn(Transform instance)
public void Despawn(Transform instance, Transform parent)

// ERE—PLFNRIEEARNEBERS
public void Despawn(Transform instance, float seconds)
public void Despawn(Transform instance, float seconds, Transform parent)



ObjectPool<T> @ 14%

/ EFEMXNPrefabfIFimEiig. BRA—FHEMEHIHE!
public int preloadAmount = 1;

// MRBEFREFBETARgameobject A LA 75" MNE.
public bool preloadTime = false;

// BJlbimE—"1.
public int preloadFrames = 2;

// ERZAFIRME .
public float preloadDelay = 0;

/! REFRINREGIHIBRF TNAE.
public bool limitInstances = false;

// RFEILFIEPrefabfiis, tWEtERFIZEALAIEE, EM LEANpreloadAmount @B ARE, MRERFRBULALimitAmout A,
public int limitAmount = 100;

// RBAMRE T EFLE@MALEFLOMPrefab, MRAFXE, BAREFRLIIMWERSERENULL. NRIFXEERE LI THMEMSIREEIRATL0 BHATE BRBI.
public bool limitFIFO = false;

// BREFREFELEREEMNFEER.
public bool cullDespawned = false;

// BEEHEMEE, BRAZRB/LIMNRTEE.
public int cullAbove = 50;

// BEZAPUTREIMEE, BRI MEREELFEFRITR
public int cullDelay = 60;

// EXBEEBILNIERTR,
public int cullMaxPerPass = 5;

// REFIENATER
public bool logMessages = false

// BHEXHFFTENRE
private bool forceLoggingSilent = false;



ObjectPool<T> 7374

// WEFE

// ®E prefabGO = prefab.gameObject;

// #F&E _spawned = new List<T>();

// #E _despawned = new List<T>();

internal void inspectorInstanceConstructor()

// TTEE

// FSpawnPool.0nDestroyftif

// 5% spawned,_despawned®mNFIREMNER, HEERDIIER
// ®RE prefab,prefabG0, spawnPoolanull

internal void SelfDestruct()

// EEEDBFEEERNT, ARKNEERNFE
private bool cullingActive = false;

// EEEHFERAPNRTIE

internal List<T> _spawned = new List<T>();

public List<T> spawned { get { return new List<T>(this._spawned); } }

// EEHEERANREXN RS

internal List<T> _despawned = new List<T>();

public List<T> despawned { get { return new List<T>(this._despawned); } }
// WERPBH = FHNEE + ABENEE

public int totalCount

// BETME

// *PreloadInstances () J5ZFRAE|, FARAMEEFTERITMINE
private bool _preloaded = false;

internal bool preloaded

// HEXNRARE

// B3 tExfroml _spawnedi:E|_despawned

// sendEventMessage=truelS£XIxfromxy 5 #0nDespawnedis &

// &&xfrom.gameObejct.SetActive(false)

// RNEREFERNENFE

internal bool DespawnInstance(T xform)

internal bool DespawnInstance(T xform, bool sendEventMessage)

// EERENRINE
internal IEnumerator CullDespawned()



/7 FRB—ASIR 5 |

/74 WRRHI T BN EEHE, BEERFANNREERTRFINGE, BF BT UInitFIF0, BALFIE_spawned[0]i%
BARBRS

// MRAEBFREBBNER, HMRFIFNIREBRNEHE-INER; FHHEINNRBE]_spawnedFlzk

// MRRFFIRZBNER, MFE—INER

internal T SpawnInstance(Vector3 pos, Quaternion rot)

// BIE—DEFINR

// WERERFTEFNREE, EXNREBBARTRFNEE. SORE—PEXNR return null

// BN LEE—PIR, HEESpawnPoo lHNIRE, MZNRHITIRE. REREBEIZIENIXNEK

public T SpawnNew() { return this.SpawnNew(Vector3.zero, Quaternion.identity); }
public T SpawnNew(Vector3 pos, Quaternion rot)

// EBVARBxformFfbchildsiilayer

private void SetRecursively(T xform, int layer)

/] EUANBNNERMEIEE . despawn=truelIziiNZ|_despwaniN &%k, FHiRE
gameObject.active=false; TBNELMNE_spawniE IR

internal void AddUnpooled(T inst, bool despawn)

// TRSEBHERTR

// WRpreloaded=true. FFREEMERFII T, KIEHIT

// MRFBEFINERIERFILimitInstances=true BFLHIEE R TFIRF#EpreloadAmount > limitAmount.
AR EMEFHESF FIRFEEpreloadAmount = limitAmount;

// MRARBRLIEFNE, MABLERFELMELFUNRIDIE. WMRSTASEFHILEER FMLGILEE
preloadFrames > preloadAmount, AFREGMMLGLEESF T MLk EEpreloadFrames preloadAmount

internal void PreloadInstances()

// ERFHIREFUNTR

private IEnumerator PreloadOverTime()

// BEREBERTIZNSR. spawned. despawned MiXENFIREKE

public bool Contains(T T)

// BEOHNFHZFEEMLE (totalCount + 1 )

private void nameInstance(T instance)



ObjectPool<T>¥ EJ73

/*¥ EHE—DIR */
virtual protected T Instantiate(params object[] arg)

/x* PANRIFE--EFHNREIRSE */
virtual protected void ItemSetArg(T instance, params object[] args)

/*x*% BELBINREGFE */
virtual protected void nameInstance(T instance)

/xk FRANRFTE-—HR */
virtual protected void ItemDestruct(T instance)

/** U—JFHX—J-%T_J_/A__-LX%ﬁPHE U(/L.\/ﬁ/l_.\
virtual protected void ItemOnDespawned(T instance)

/*xx PRANRFE--REANERRSHER *
virtual internal void ItemOnSpawned(T instance)

/xx ARANRFE--REESTEE */
virtual protected void ItemSetActive(T instance, bool value)



IPoolltem

public interface IPoolItem
{
string PName{ get; set;}
void PDestruct();
void POnSpawned<T>(0bjectPool<T> pool);
void POnDespawned<T>(0bjectPool<T> pool);

void PSetActive(bool value);

void PSetArg(params object[] args);



SC5—Prefab

public PrefabPool pool = new PrefabPool();
public List<Transform> list = new List<Transform>();

public IEnumerator TestCache()

{

pool.prefab = prefab;

// EFEMXNPrefabMTmmMEEE. BEEA—HHRMBNEE!
pool.preloadAmount = 3;

// MR AERREFBRERgameobject L “F4H" IN# .
pool.preloadTime = true;

// SILmnE—1.

pool.preloadFrames = 2;

// FTIRZXFFIEME

pool.preloadDelay = 0;

// =EFIEBEEER

pool. logMessages = true;

PoolManager.groups.common.CreatePool(pool);

yield return new WaitForSeconds(5);
for(int i = 0; i < 20; i ++)

{

for(int j = 0; j < 10; j ++)

{
Transform item = PoolManager.groups.common.Spawn(prefab);
item.position = Vector3.forward x (j + 0.5f);
list.Add(item);
Debug.LogFormat(" [Spawn] { @}, { 1}" , j, item);
Debug.Log(pool); current =item;
yield return new WaitForSeconds(1);

}

yield return new WaitForSeconds(5);

for(int j = list.Count - 1; j >= 0; j —-)

{
Transform item = listl[jl;
PooManager.groups.common.Despawn(item);
Debug.Log(pool);
yield return new WaitForSeconds(1);

}

list.Clear();

yield return new WaitForSeconds(2);

}



L1

public class UnitData : ScriptableObject
{

private static int ID = 0;
public int id;

public UnitData()
{

id = ID ++;

public override string ToString()
return string.Format("[UnitData] id={ @}", id);
}

ScriptableObjectPool<UnitData> unitDataPool = new ScriptableObjectPool<UnitData>();
public IEnumerator TestCull()
{

// FEFWXANPrefabMITmMEE. BRA—FHMENEE!
unitDataPool.preloadAmount = 3;

// MR AEFRREFE BT AR gameobject AL “FE" INE -
unitDataPool.preloadTime = true;

// BIUTmE—".

unitDataPool.preloadFrames = 2;

// FERZ XTI ME

unitDataPool.preloadDelay = 0;

// BEF B REELHIBR I ThAE.
unitDataPool. limitInstances = false;

ScriptableObject

// BR#IEFIkPrefabiitieE, MMERHEIZ P HNEE, EFM EEMNpreloadAmount 2 F RN, MRERFF BN LimitAmout 4.

unitDataPool. limitAmount = 5;

// MRFABRH T EFHOEEMIAREAFLIONPrefab, MRAFRE, BARERIITNNBER KRBTl WRIXEEREII PN RMSIRELARITI0 ERTE BB

unitDataPool. limitFIF0 = true;

// REFBREFLERBNEEERER
unitDataPool.cullDespawned = true;

// EEHEEE, BRRZREBILNNRAEE.
unitDataPool.cullAbove = 5;

// BEEAPIT-RBANEE, R M EROBEEREFRITR
unitDataPool.cullDelay = 2;

// BRENBEILNDERITR.

unitDataPool.cullMaxPerPass = 2;

// REFIBAKER
unitDataPool. logMessages = true;

PoolManager.groups.common.CreatePool<UnitData>(unitDataPool);
status = "Init";

yield return new WaitForSeconds(5);
Debug.Log("————— Spawn-——-") ;

status = "Spawn ";

for(int j = 0; j < 10; j ++)

{

UnitData unitData = PoolManager.groups.common.Spawn<UnitData>();
unitDatas.Add(unitData);

Debug.LogFormat(" [Spawn] { @}, { 1}" , j, unitData);
Debug.Log(unitDataPool);

status = "Spawn " + j;

current =unitData != null ? wunitData.ToString() : "null";

yield return new WaitForSeconds(1);

3

yield return new WaitForSeconds(2);
Debug.Log("————- Despawn———-");

for(int j = unitDatas.Count - 1; j >= 0; j —-)
{

UnitData unitData = unitDatas[j];
PoolManager.groups.common.Despawn<UnitData>(unitData);
Debug.Log(unitDataPool);

status = "Despawn " + j;

current =unitData != null ? wunitData.ToString() : "null";
yield return new WaitForSeconds(1);



