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DEBUG AND PROFILING




DEBUGGING

m Messages
m Live Editor
m Break Points
m Unit Tests

— Demonstration

[1ZHV] Introduction to Game Development © 2023, Tomas Polasek, Martin Cadik



PROFILING WINDOW

Serpts 33me 30595)

Physics

Animation

GarbageColector '

vsync 16ms 0FPS)

Globa uminstion

o

Ohers ~

 Rendering

-
-
e
r
>
b
-
>
oo

- e CPur e 35m OPUm
IysenlCuanaca. ot crtnsanavutaaipot € Foncmane s 102m0) crorsenouten. - e Fonctmane st 082 e
e e e e T e B e
lﬂ“_ L | B EEESE NI NN - -‘I!IIIWWIIIIIIII\HHIIII . I e L] I -\II VTITRRRNNIF P et | ettt || -“
i - I
Render Thresd aaral ot s ed (578)
feetel [t
oo - e = e

Saripting Threads




DEBUGGING ECS

m Entities & Systems Hierarchy
m Entity Debugger
m Burst Compiled Code

efault World ¥ a
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USER INPUT




INPUT MODULE

m Default Input Method nputManager °or

Size 8

| “The Old Way" ¥ Horizontal

Name Horizontal
= Descriptive Name
m Stateless & Axis-Based e e
Megative Button left
. I n pUt Manage r Positive Button right
Alt Negative Button El
Alt Positive Button d
Gravity 3
Dead 0.001
Sensitivity 3
Snap v
Invert

void ProcessInput()

Type

Axis

Joy Num
» Vertical

Key or Mouse Button -
X axis -
Get Motion from all Joysticks v

{

» Firel
if (Input.GetKeyDown(KeyCode.W)) { MoveForward(); } » Fire2

if (Input.GetButtonDown("Jump")) { DoJump(); } - Fire3

if (Input.GetAxis("Horizontal") > @.0) { MoveCamera(); } ::nuar::ex

} » Mouse Y
> Mouse ScrollWheel -
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INPUT SYSTEM

m Input System Package

m “The New Way" public void OnMove(InputAction.CallbackContext ctx)
- StateleSS & Action_Based { DoMove( ctx.ReadValue<Vector2>()); }

| Mapping, Bindings, Virtual public void OnJump(InputAction.CallbackContext ctx)
. . if : d ;

- ngher CompleXIty { if (ctx.started) { DoJump(); } }

m Rebinding, Local Multiplayer

Player (InpLit Actions) i OX v @ v Playerinput LI
Al Control Schemes > All Devices  ~  Save Asset Auto-Save 2 Actions % Player (Input Action Asset)
Action Maps +  Actions +  sinding Properties Defauit Scheme. <Any> -
1 Piayer v oume I+ e Auto-Switch v
Defauit Mal Player =
1u I space Keyboard] Path Space [Keyboard] .1 2
[ Button South (Gamepad] Ul Input Module None {input System Ul Input Module] [}
| S +  Usein control scheme Camera None (Camera) @
1 Look * eyboardgMouse v Behavior Inveke Unity Events =
| B + — v Events
B—  Player
Joystick Jump (CallbackContext)
xR Runtime Only ~ PlayerOnJump -
o BPlayer (Player) [°)
+ -
Processors + Move (CallbackContext)
N Processors have been added. Runtime Only v Player.OnMove -
BPlayer (Player) )
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SCENE HIERARCHY




USING GAMEOBJECT

. . @ Inspector  GitHub B
m The Main Hierarchy Q.+ Maincamera st~
. . Tag MainCamera > Layer Default hd
m Hybrid OOP with Components o —
» GameObject = (Almost) Empty Container pasiton xo v z 10
Rotation X 0 Y0 Zo
> Component as Base Sl o 0 2k
> Behavior can be Enabled v m v Camera 0=
» MonoBehavior adds Functionality EETENI Base -
. . Projection a
m Editor Integration Pooctin. | I
Field of View L 60
D ° Clipping Planes ~ Near 0.3
> I I I Far 1000
e O n St ratl O n Physical Camera
Rendering e
= Hierarchy Stack ]
4+~ an Environment a
v < New Scene Output e
G i v Audio Listener CEE
7 Directional Light
A\ Universal Additional Camera Data (Script) @ 3t

duction to G
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USING ECS

© Inspector GitHub o
m The Experimental Hierarchy Q SR Bl
m Pure Entity-Component-System a '
> Entity = |dentifier Local To World
» Component = Pure Data I '
» System = Logic & Behavior - -
> World = Entity Groups S —
m Creation vs Conversion Workflow Rotation
— Demonstration - e
‘E Hierarchy 2 ! S Entites @& Systems :
+v ol B Default World = Q
v % New Scene -

! Main Camera
&g ! Directional Light
) Cube

) GameObject Scene: New Scene
() WorldTime
) Cube
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ADDITIONAL RESOURCES

m [Manual] Unity User Manual
m [Manual] Unity Learn
m [YouTube] Luna Meier: Entity Interaction
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https://docs.unity3d.com/Manual/index.html
https://learn.unity.com/
https://www.youtube.com/watch?v=KuGRkC6wzMY
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