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Object Pooling Manager

Descripcion

Files: CGFObjectPoolingManager.cs, CGFObjectPoolingltemClass.cs
Path: “CGF/Systems/ObjectTransform”
Asset Store

Description

Tool that allows change the settings of a all colliders from a GameObiject or prefab.

Reference


https://assetstore.unity.com/packages/tools/utilities/object-pooling-manager-88109
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CGF Object Pooling Manager (Script)
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¢ Instantiate On Awake — Instance all objects on Awake.
¢ Use Global Parent — Instance all poolable objects inside a parent object.
e Object To Pool — Pooleable objects list.
o Use Parent — Instance all objects of this type inside a parent object.
o Object To Pool — Pooleable object.
o Amount — Total amount of instances.
o Dynamic — Allows to exceed the total amount of instances if needed.

Use

Add the CGFObjectPoolingManager to an empty gameobject in the scene and add all objects to pool to
the poolable object list and configure their settings.

Call the method InstantiatePoolObject to instance a poolable object from the poolable object list.
CG-bj ect Pool i ngvanager . | nst ance. | nst ant i at ePool Obj ect (el enent ToSpawn. pr ef ab,
In case the object must be destroyed, it must be disabled to return to the pool.

CGFbj ect Pool i ngvanager . | nst ance. DeSpawn( ganeQbj ect) ;

Call the method AddObject to add more objects to the pool in run time.

Addbj ect (Gane(bj ect obj ect ToAdd, int anount, bool dynam c)



