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Barbarians and Monks take 30% less damage than Crusaders, Demon Hunters, Witch Doctors, or Wizards.
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[Tyn noTokoB (ThreadPool)

void Awake()

{
// Unity main thread

ThreadPool.QueueUserWorkItem(q => {
// Background thread

1)

// Unity main thread



ACI/IHXpOHHbIe BbIHNCJ1EHUA

async void Awake()

{

// Unity main thread

await Task.Run(() =>

{
// Background thread

)3

// Unity main thread



ACVHXPOHHbLIVN BBOA-BLIBOA

HttpClient client;
async void Awake()
{
// Unity main thread

string json = await client.GetStringAsync("http://...");

// Unity main thread



Llenoyka aCMHXPOHHbLIX METOOOB

async Task DoSomethingAsync()

{
await DoSomethingElseAsync();

¥

async Task DoSomethingElseAsync()

{
await Task.Delay(1000);

¥



ACUHXPOHHBLIN BO3BPAT 3HAYEHUS

async Task DoSomethingAsync()
{

int result = await DoSomethingElseAsync();

¥

async Task<int> DoSomethingElseAsync()

{
await Task.Delay(1000);

return 25;



ACUHXpPOHHast 0bpaboTKa oLLNDOOK

async Task DoSomethingAsync() async Task DoSomethingElseAsync()
{ {

var task = DoSomethingElseAsync(); throw new Exception();

}
Erty

i

await task;

}

catch (Exception e)

{
// do something

}



ACUHXPOHHOCTb BMECTO KOPYTUH

IEnumerator Start()

{
Debug.Log("Waiting 1 second...");
yield return new WaitForSeconds(1l.0f);
Debug.Log("Done!");

}

async void Start()

{
Debug.Log("Waiting 1 second...");

await Task.Delay(TimeSpan.FromSeconds(1l));
Debug.Log("Done!");



ACUHXPOHHOCTb BMECTO KOPYTUH

IEnumerator Start()
{

yield return Resources.LoadAsync("...");

¥

async void Start()
{

await Resources.LoadAsync("...");

¥



HacTpowuka Unity
Edit -> Project Settings -> Player

* Scripting Runtime Version .NET
4.x Equivalent

* Api Compatibility Level .net
standard 2.0



