PROTOTYPES AND INPUT
DEMONSTRATION: DEBUGGING, USER INPUT, HIERARCHY

TO MA§ PO LAg E K IPOLASEK@FIT.VUTBR.CZ

BRNO UNIVERSITY OF TECHNOLOGY

FACULTY OF INFORMATION TECHNOLOGY
DCGM, CPHOTO@FIT

FACULTY OF FINE ARTS

GAME MEDIA STUDIO



mailto:ipolasek@fit.vutbr.cz

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



Serpts 33me 30595)

5 CEBIE! WUSDE W I

 Rendering

e
el

ot ez

S

5

boen A

GC Alocated nPrama.

| Audio
Playing Auso Sources
Auco Voices

Total Audlo CPU

Total Auso Memary

reine - lve CPUABII35ms GPU—ms

L s aew o
Main Thread i Parioo (€33m) i i

T e

T e o e eobearoute.
1 ] LT sem
Render Thread teatroOhCommanestromsnhvs 57
Semapnore it (s 8m)

. — - —

Loading
Saripting Threads




DEBUGGING ECS

m Entities & Systems Hierarchy
m Entity Debugger

m Burst Compiled Code
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USER INPUT




INPUT MODULE

m Default Input Method TP anager

Size 18

. “The Old Way" Herizontal

MName Horizontal

m Stateless & Axis-Based

Descriptive Negative Name

m Input Manager

v

Key or Mouse Button -
X axis -
Get Motion from all Joysticks =
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Player (InpLit Actions)
Al Gontrol Schemes =

ActionMaps
I Piayer
1

ul

+  Actions
| R
I Space [Keyboard]
I B5utton South ([Gamepad]
Move
I ook
| B

blic

Iblic vc

OnMove (InputAction.CallbackContext
{ DoMove( ctx.ReadValue<Vector2>()); }

OnJump (InputAction.CallbackContext

{ if (ctx.started) { DoJump(); } }

Auto-Save
Binding Properties

Binding

Path Space [Keyboard]
Use in control scheme.

Keyboard&Mouse

Gamepad

Touch

Joystick

xR

Interactions.

Processors

@ - Player Input
Actions
Default Scheme
Auto-Switch
DefaultMap
Ul Input Module
Camera
Behavior
Events
Player
Jump (CallbackContext)

Player (Input Action Asset)
<Any>

2

Player

None {input System Ul Input Module)
None {Camera)

Invoke Unity Events

Runtime Only Player.OnJump

BPlayer (Player)

Move (CallbackContext)

Runtime Only Player.OnMove

BPlayer (Player)




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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