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using UnityEngine;
using UnityEditor;

public class AudioSourceImporter : AssetPostprocessor

{

AudioClip importedAudioClip;
AudioImporterSampleSettings audioImporterSampleSetting;

void OnPreprocessAudio()

{

importedAudioClip
var audioImporter

(AudioClip)AssetDatabase. LoadAssetAtPath(assetImporter.assetPath, typeof(AudioClip));
assetImporter as AudioImporter;

AudioImporterSampleSettings sampleSettings = new AudioImporterSampleSettings();

it (importedAudioClip != null)

{

}

else

{

if (importedAudioClip.name.Contains("music "))

{

}

audioImporterSampleSetting.compressionFormat = AudioCompressionFormat.Vorbis;
audioImporterSampleSetting.loadType = AudioCliplLoadType.Streaming;
audioImporterSampleSetting.quality = 1;

else if (importedAudioClip.name.Contains("ambience "))

{

}

else

{

audioImporterSampleSetting. compressionFormat = AudioCompressionFormat.ADPCM;
audioImporterSampleSetting.loadType = AudioClipLoadType.CompressedInMemory;

if(importedAudioClip.length > 1.57)

{
audioImporterSampleSetting. compressionFormat = AudioCompressionFormat.ADPCM;
audioImporterSampleSetting.loadType = AudioClipLoadType.DecompressOnlLoad;
}
else
{
audioImporterSampleSetting.compressionFormat = AudioCompressionFormat.ADPCM;
audioImporterSampleSetting. loadType = AudioCliploadType.CompressedInMemory;
3

// Default settings for assets.
audioImporter.preloadAudioData = false;

// Apply SampleSettings to imported asset.
audioImporter.defaultSampleSettings = sampleSettings;

// Save assetImporter settings if assetImporter is dirty.
assetImporter.SaveAndReimport();




Voo NNoawvipk wpNnRE

using UnityEngine;
using UnityEditor;

public class AudioSourceImporter : AssetPostprocessor

{

AudioClip importedAudioClip;
AudioImporterSampleSettings audioImporterSampleSetting;
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using UnityEngine;
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: AssetPostprocessor
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¥

else ifl(importedAudioClip.nameIContains("ambience_"))
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audi

oImporterSampleSetting.compressionFormat = AudioCompressionFormat.ADPCM;
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