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//% 5 % //BAssetPriority.cs

/BRI

public enum AssetPriority

{

}

High = 0,
Medium,

Low

FEF R AL O AR T RO B U AR OK . e e LA T B
AR SR 28 A0 5 BRI T BB A D0 e GORN T 48 58 Wi 1R, PRSI — A A T 5 R L LU
TEAT 5 AT #BA 8, I K BA 8 BBy AT 55 4% A0 e G HE R IS B9 Addressables.
LoadAssetAsync F & & IH ACIBANTF .

//% 5 % //PrioritylLoader. cs

public class PriorityLoader

{

//< summary >
/I #GE K
//</summary >
private class LoadRequest
{
public string key;
public AssetPriority Priority;
public System. Action < AsyncOperationHandle > OnComplete;

}

/7T BAF

private List < LoadRequest > taskQueue = new List < LoadRequest >();

//< summary >
04|88 ) |37
//</summary >

//< param name = "key"></param >

//< param name = "priority"></param>
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//< param name = "onComplete"></param >

public void AddLoadRequest < T >(string key, AssetPriority priority, System.Action
< AsyncOperationHandle > onComplete)
{

taskQueue. Add (new LoadRequest { key = key, Priority = priority, OnComplete =

onComplete });

/AR S SR

taskQueue. Sort((x, y) => y.Priority.CompareTo(x.Priority));
/78 BETR — AN #ar ok

ProcessNext < T>();

/7 4k PR 2 7 R

private void ProcessNext < T >()

{

if (taskQueue.Count == 0) return;

var request = taskQueue[0];

taskQueue. RemovelAt(0) ;

AsyncOperationHandle handle = Addressables.lLoadAssetAsync < T >(request.key);
handle. Completed += (op) =>
{

request. OnComplete?. Invoke(op) ;
/158 BUR 4 SE AL BT — AN oK
ProcessNext < T>();

Iy

}
WEAE 58 B T XF Addressables $##0E Je E AT T &MY R IIAE . 2 TR 2L
T RE 275 AR A T 2 M B JRISC B Group H, WA 5-2 B .

Addressables Groups | =P
New v |Profile: Default  ~ |Tools ¥ | |Play Mode Seript ¥ | Build v | | o
@ | Group Name \ Addressable Name ¥ | Path Labels

» BuiltIn Data

v |
Assets/5_3/Prefabs/Cube.prefab @  Assets/5_3/Prefabs/Cube.prefab
Assets/5_3/Prefabs/Sphere.prefab @ Assets/5_3/Prefabs/Sphere.prefab
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//%i 5 % //Script_5_3.cs

PrioritylLoader priorityLoader = new PriorityLoader();
/1R I — AR A S8 2 1 % 18 Jn #8837 5K
priorityloader. Addl.oadRequest < GameObject >("Assets/5 3/Prefabs/Cube. prefab”, AssetPriority. Low,
(handle) =>
{
Debug. Log("Cube T #§5E ") ;
GameObject cube = GameObject. Instantiate < GameObject >( (GameObject)handle. Result);
e

/7SI — > 155 D6 26 9% 14 % 5N 237 oK
priorityloader. AddlLoadRequest < GameObject > (" Assets/5 3/Prefabs/Sphere. prefab", AssetPriority.
High, (handle) =>
{
Debug. Log( " Sphere | #k 52 %" ) ;
GameObject sphere = GameObject. Instantiate < GameObject >( (GameObject)handle. Result);

1)

DA S #R 5 J2: Cube T4 L AH &AL Je 458 B R ARAL Je 9%, 17 Sphere T 14 B2 4%
Ja Iz A e R B A e g, RIS AT S T L& BL4E 2 Sphere S5 58 UM #
VR IREA R A 5-3 Fiw .,

B Console
Clear | » | Collapse | Error Pause | Editor

[00:41:24] Sphere FE52h;
* { UnityEngine.Debug:Log (object)

[00:41:24] Cube FETRAL
¢ UnityEngine.Debug:Log (object)
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