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DEBUG AND PROFILING




DEBUGGING

m Messages
m Live Editor
m Break Points
m Unit Tests

— Demonstration
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DEBUGGING ECS

m Entities & Systems Hierarchy
m Entity Debugger

m Burst Compiled Code
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USER INPUT




INPUT MODULE

Input Manager

m Default Input Method
m “The Old Way”

m Stateless & Axis-Based
m Input Manager

18

Horizontal

left

a

0.001

v

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

(Input. (KeyCode.W))
(Input. ("Jump"))

(Input. ("Horizontal")
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INPUT SYSTEM

Input System Package
“The New Way" (InputAction.CallbackContext ctx)
Stateless & Action-Based bEE AESEIEAUIE

Mapping, Bindings, Virtual (InputAction.CallbackContext ctx)
Higher Complexity
Rebinding, Local Multiplayer

L O3 11

@ - Player Input
! Player (Input Action Asse)
+ <Any>
o @
Player
Space [Keyboard]

Invoke Unity Events

v Player.OnJump

*  Player.OnMove
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SCENE HIERARCHY




USING GAMEOBJECT

m The Main Hierarchy

m Hybrid OOP with Components

» GameObject = (Almost) Empty Container
» Component as Base

» Behavior can be Enabled

» MonoBehavior adds Functionality

m Editor Integration

— Demonstration

Layer Default
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USING ECS

m The Experimental Hierarchy

m Pure Entity-Component-System

» Entity = Identifier

» Component = Pure Data
>

>

System = Logic & Behavior
World = Entity Groups

m Creation vs Conversion Workflow

— Demonstration

= Hierarchy
4
< New Scene
) Main Camera
f) Directional Light
Ff 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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