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Debug and Profiling



Debugging

Messages
Live Editor
Break Points
Unit Tests

Ñ Demonstration
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Profiling Window
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Debugging ECS

Entities & Systems Hierarchy
Entity Debugger
Burst Compiled Code
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User Input



Input Module

Default Input Method
“The Old Way”
Stateless & Axis-Based
Input Manager
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Input System
Input System Package
“The New Way”
Stateless & Action-Based
Mapping, Bindings, Virtual
Higher Complexity
Rebinding, Local Multiplayer
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Scene Hierarchy



Using GameObject

The Main Hierarchy
Hybrid OOP with Components

§ GameObject = (Almost) Empty Container
§ Component as Base
§ Behavior can be Enabled
§ MonoBehavior adds Functionality

Editor Integration

Ñ Demonstration
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Using ECS

The Experimental Hierarchy
Pure Entity-Component-System

§ Entity = Identifier
§ Component = Pure Data
§ System = Logic & Behavior
§ World = Entity Groups

Creation vs Conversion Workflow

Ñ Demonstration
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Additional Resources

[Manual] Unity User Manual
[Manual] Unity Learn
[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


Thanks For
Your Attention!

Warcraft: Orcs & Humans
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