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GameObject IComponentData
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public partial struct AnimationHierachyData:IComponentData

public bool /*flag ]ﬁ%&%}%% TieE*/

public bool /*flag: 3BT HE. T8 ﬁ’ﬁﬁj} MR, ABEDRTIMEAERLE, FmESsiE*/
public bool /*flag: 0%, BEEHMEINR, MBS AENE) */

public bool /*flag: B, EEmENR, TmIBELzIEH) */

public bool /*flag:&BAL. TJRE ,E\Jﬁzj]_xi% TU?}‘ET?&%,&) */
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public struct ObjectPartItemData

public int
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public partial struct ObjectPartListData
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Animator Blob Asset

.-lIIi.1II_I'I'i.15.§::‘_i=_!|:' ® —— e - /*Ej]@%'fgz%\*/
| — & {ﬁLEaLrumHMmmaw : public partial struct AnimationMapHaderInfoBlot
aramete IComponentData

ransitions

Paramete Rup -= ldle

public BlobAssetReference<AnimationMapHeade

s

iﬂﬁlﬂ public struct AnimationMapHeaderInfoBlobAsset

public int

public int

public int

P ' ' public BlobArray<int3
open ERONEREES ¢
public BlobArray<int
public BlobArray<int
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| #ESystemd, MFBBBHATRENIAE

p = parentTransform.Rot;
q = clipData.Point_Wing Rot[curFrame];
parentTransform.Rot = new float4(

p.w* g.x + p.x * g.w+ p.y *q.z - p.z * q.vY,
p.w* q.y + p.y *q.w+ p.z * g.x - p.x * q.2,
p.w* g.z + p.z * gqg.w+ p.x * q.y - p.y * q.x,
p.w* q.w - p.x * q.x - p.y * q.y - p.z * q.z
)

m = new Quaternion(p.x, p.y, p.z, p.w);
localPos = clipData.Point_Wing Pos[curFrame];
localPos = m * localPos;

parentTransform.Pos += localPos;
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[ Mesh } Bindpose > 8 R 4 N
World Transform Matrix RTS Bake Tc> Texture

[ Animation } IocalToWorIdl\/Iatrix> \_ ) & J

Mesh :
[ SemEelal i } BoneWeight > [ Mesh UV?2 }




GPUSkin Shader 5 =, SIANT

/IR BRI /ATET S RENME&EL
struct VertexAni inline VertexAnimated AnimateVextex(
O
float3 vertex: [/, ERLE
float3 normal; ELElE P
h floatdx4 mat0 = GetMat**(aniMap, aniMapTexelSize, round((framelndex + uv.y) * BoneCount),scale);
floatdx4 matl = GetMat**(aniMap, aniMapTexelSize, round((framelndex + uv.w) * BoneCount),scale);
//TTEGEE VertexAni vertAnil;
inline float4 Slerp(float4 p0,float4 pl,float t) vertAnil.vertex = mul(mat0, positionOS).xyz * uv.x + mul(matl, positionOS).xyz * uv.z;
{ vertAnil.normal = mul(mat0, normalOS).xyz * uv.x+ mul(matl, normalOS).xyz * uv.z;
...... //ET— = E R F
} floatdx4 mat2 = GetMat**(aniMap, aniMapTexelSize, round((framelndex2 + uv.y) * BoneCount),scale);

floatdx4 mat3 = GetMat**(aniMap, aniMapTexelSize, round((framelndex2 + uv.w) * BoneCount),scale);
VertexAni vertAni2;

ﬁﬁ::&l‘ﬁﬁﬁg , Z{;‘LEFH .q:.g:_}ﬁ:ﬂiﬁ vertAn?Z.vertex = mul(mat2, positionOS).xyz * uv.x + mul(mat3, positionOS).xyz * uv.z;
vertAni2.normal = mul(mat2, normalOS).xyz * uv.x + mul(mat3, normalOS).xyz * uv.z;
/A&

float t = pow(lastState.w,percent*100);
vertAni2.vertex = lerp(vertAnil.vertex,vertAni2.vertex,t);
vertAni2.normal = lerp(vertAnil.normal,vertAni2.normal,t);

EHMAGPUSKin, FERERHEENITE, &% Unitys|&RHE
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Vertex Animation Shader

sampler2D float4
float
float4 float4 int

float2
float2 ce.
float4 float4

float4x4 floatdx4

float4 float4d

return
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hEss Rl EmiE 2 SIEIA

string Vector3
Idle 0 60 1
Run 60 30 1
Die 90 20 0
Hit 110 40 0
Binary Data
Blob
|ComponentData
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Component

_AniState("AniState",Vector)
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Material Override SIANT

ECSHRERM:
[MaterialProperty("_AniState")]
public struct AniState : IComponentData

{

public float4 Value;
}
Shaderf = HR :

#ifdef UNITY_DOTS_INSTANCING_ENDABLED
UNITY_DOTS_INSTANCING_START(MaterialPropertyMetadata)
UNITY_DOTS_INSTANCED_PROP(float4,_AniData);
UNITY_DOTS_INSTANCING_END(MaterialPropertyMetadata)

#endif

Shaderzk B :

#ifdef UNITY_DOTS_INSTANCING_ENDABLED
float4 aniData =
UNITY_ACCESS_DOTS_INSTANCED_PROP(float4,_AniData);
#else
float4 aniData = _AniData;
#endif
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[ Baker in SubScene 1 [ MSFAL 1

using Unity.Entities;

us%ng Un%‘cy.En‘fl‘cles.Content; [ Load Mesh
using UnityEngine;

RenderMeshArray Entity
public class MeshRefSample : MonoBehaviour [ Load Material )
.[ J

public WeakObjectReference<Mesh> mesh;
class MeshRefSampleBaker : Baker<MeshRefSample»
{
public override void Bake(MeshRefSample authoring)
{
var entity = GetEntity(TransformUsageFlags.Dynamic);
AddComponent(entity, new MeshComponentData { mesh = authoring.mesh });
}
¥
}
public struct MeshComponentData : IComponentData
{
public WeakObjectReference<Mesh> mesh;
¥




= Hierarchy &% Entities Hierarc » ® £

Default World » Q|

a, +Add filter |[3]
f sampleScene N

fP Main Camera
i GPUAnimation (closed)
) Entity(45:1)
| Q) Entity(44:1) |
O Entity(42:1) |
€0 Directional Light |
D Plane
[ Cube
0B
fr] Bas ummy (1)
0 Unity.Rendering.SkinningDeformatior
O Unity.Scenes.ResolveSceneReferenc
O Unity.Rendering.BlendShapeDeforms
) Unity.Rendering.InstantiateDeformat
| O Unity.Rendering. AddLODRequiremen
(J Unity.Entities.BeginVariableRateSimL
O Unity.Rendering. LODRequirementsU)
O Unity.Rendering.HybridLightBakingD
) Unity.Entities.EndFixedStepSimulatio
| (0 Unity.Entities.UpdateWorldTimeSyst:
(J Unity.Scenes.Editor.EditorSubScenel
0 Unity.Rendering,UpdateHybridChunk
O Unity.Entities.CompanionGameObjec
O Unity.Entities.BeginPresentationEntit
| O Unity.Rendering.ManageSHPropertie
) Unity.Rendering. AddWarldAnd Chunk
0 Unity.Rendering.LightProbeUpdates:
OUnity.Enﬂties.BeginlnmaIizationEntity |
OUnity.Transforms.LocaIToWorIdSysti |
) Unity.Entities.RetainBlobAssetSyster
| (O Unity.Entities.BeginFixedStepSimulat
(J Unity.Entities.WorldUpdateAllocatorF
O Unity.Rendering.PushMeshDataSyste
O Unity. Transforms.ParentSystem |
) Unity.Scenes.WeakAssetReferencel:
| O Unity.Rendering MatrixPreviousSyste l
(J Unity.Scenes.SceneSectionStreamin
O Unity.Rendering.PushBlendWeightSy
O Unity.Scenes.SceneSystem
O Unity.Entities.EndInitializationEntityC
| O Unity.Entities.CompanionGameObjec
(J Unity.Entities.BeginSimulationEntityC
) Unity.Rendering.RenderBoundsUpda
OUnity.Rendering.PushSkinMatrixSyst- |
OUnity.Ent'|ties.EndVariabIeF{ateSimula |
) Unity.Entities.EndSimulationEntityCo
) Unity.Rendering.EntitiesGraphicsSys
0 Unity.Rendering.RegisterMaterialsAn
O Unity.Entities.EntitiesJournaling+Frat
() Scene: GPUAnimation |
1 WorldTime v

0 Inspector

Scene Culling Mask 16717361816799281152
M  Entities Graphics Chunk Info

Q Chunk component data is shared bet..,

#  Material Mesh Info

Material =1
Mesh Sl
Submesh 0
#  Render Bounds

Value

¥ Render Filter Settings

Q Changing shared values will move enti...

Layer 0
Rendering Layer Mask 1
Motion Mode Object
Shadow Casting Mode On
Receive Shadows %
Static Shadow Caster

#  Render Mesh Array

Q Changing shared values will move enti...

@d:

@ x

[ 4

+ Add Element

® x
® %

+ Add Element

Materials 2
Element O & BasicMotionsDummy_skin
Element 1 = Lit

Meshes 2
Element O BasicMotionsDummy_mesh
Element 1 Cube

Hash 128

#  Scene Section

Q Changing shared values will move enti...

Scene GUID 7156c87c0cable346a96573b509cf3a58

Section 0
#  SceneTag

Q Changing shared values will move enti...

Scene Entity 15ceneSection: GPUAnimation ...

# Scene
HAPivot = EHGlobal =

W

%
o

%)

a
&

v 1

¥

= Persp

2> @ mv @~ |

@ Inspector @3

Scene Culling Mask 16717361816799281152
M Entities Graphics Chunk Info

Q Chunk component data is sha...

#  Material Mesh Info

Material -2
Mesh -2
Submesh 0

Render Filter Settings

Changing shared values will ...

Layer 0
Rendering Layer Mask 1
Motion Mode Object -
Shadow Casting Mode On A
Receive Shadows v

Static Shadow Caster
#  Render Mesh Array

Q Changing shared values will ...

Materials 2
Element 0 % BasicMotionsDummy_skin @ X
Element 1  Lit ® x
+ Add Element
Meshes 2
Element O BasicMotionsDummy_mesh & X
Element 1 Cube @ x
+ Add Element
Hash 128

#  Scene Section

Q Changing shared values will ...

Scene GUID 7156c87c0cable346a96573b50cf3ab
Section 0

¥  SceneTag

Q Changing shared values will ...

Scene Entity () SceneSection: GPUAN...
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