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Native & Managed Objects
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UNITY NEW Instance Transfer Data




i) # —/~Managed Object

iI2cpp/mono new Instance GC handle it
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Unity Serialization

— Serialization is used for many things in Unity
- Inspection in the editor

- Prefab instantiation
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Unity Serialization

— Serialization is used for many things in Unity
- Inspection in the editor
- Prefab instantiation
- Copy/Paste
- Undo
- Dependency collection

- Asset garbage collection



Built-in Serialization

— Native Serialization
— Managed Serialization
— Blobfication



Design
— WorkFlow

Transfer Init

Begin Transfer (data)

< 1sPPtr >———<_IsNull >— ’{ Lresis new ||
- object

data.Transfer(transfer)
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Design

— TransferFunctions

StreamedBinaryRead
StreamedBinaryWrite
SafeBinaryRead
YAMLRead

YAMLWrite
RemapPPtrtransfer
GenerateTypeTreeTransfer

BlobWrite



PPtr

— What is PPtr
— InstancelD<->0bjectPtr



Managed Serialization Overview

— Supports reading and writing binary, Yaml and JSON formats.
— Can handle most common data types, including:

- lists
- arrays
- value types

- reference types (via [SerializeReference])



Managed Serialization Overview

— No transfer function

— Built on top of the unity serialization system
— Save fields based on rules

— No back-compatibility support(version)



Workflow

Build Command queue

Execute Command queue

Transfer Function




Blobfication

— Whatis a blob?

— achunk of memory
— relocatable with memcpy

— contains no virtual classes



Blobfication

— Pros

tightly pack data

— reduce duplicate data

— makes assets completely relocatable

— read from disk directly instead of serializing
— simplify streaming

— lays out memory nicely



Blobfication

— (Cons

Code must be written data oriented
Can't use virtual functions
Can't use STL

No container type support



OffsetPtr



Workflow

int intValuel; sourceData.intValuel = 1;
math: : floatd floatdValue; sourceData.floatdValue = math::floatd(l, 2, 3, u);
pectarst vectars; sourceData.vector3 = Vector3f(1l, 2, 3);

sourceData.nullPtr = NULL;
sourceData.floatPtr = new float;
OffsetPtr<float> floatPtr; *sourceData.floatPtr = 5.5F;

OffsetPtr<float> nullPtr;




Native 5 Managed Object 3<%

UNITY_NEW Instance Transfer Data

iI2cpp/mono new ( Instance ) GC handle it
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UNITY NEW

Instance J&——

Transfer Data

F Y

il2cpp/mono new

Connect with

Instance

GC handle it
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