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u&i Coroutine Alternative

P SampleScene*

I Packages

using uai;

IEnumerator name()

1
}

IEnumerator<float> name()

{
}

StartCoroutine(name());

CoroutineAlternative.StartCoroutine(name());

Coroutine handle;

CoroutineAlternative.CoroutineHandle handle;

StopCoroutine(handle);

CoroutineAlternative.StopCoroutine(handle);

yield return null;

yield return Of;

yield return new WaitForSeconds(5f);

yield return CoroutineAlternative.WaitForSeconds(5f);

CoroutineAlternative.StartCoroutine(name(), int);

CoroutineAlternative.StopCoroutines(int);




