Tao Entity dau tién véi
ECS

DinoTag.cs

Tao mot struct tréng ké thira | Conponent Dat a. Struct nay chi cé tdc dung danh dau entity la Dino nén
khoéng can data.

using Unity.Entities;

public struct DinoTag : |ConponentData { }

MovementData.cs
Tao mot | Conponent Dat a ch(ra d{t liéu can thiét cho viéc di chuyén.

using Unity. Entities;
usi ng Unity. Mat hemati cs;

public struct MovenentData : | Conponent Data

{
public float Speed;
public float3 Direction;

DinoAuthoring.cs

Authoring déng vai tro nhu mét ban thiét ké trén gameObject. Khi chay game qué trinh baking sé
doc thong tin ti file nay d€ bake data tir m6t gameObject tanh mot Entity

using Unity.Entities;
usi ng Uni t yEngi ne;

public class DinoAuthoring : MnoBehavi our

{

[SerializeField] private float speed; public float Speed => speed;

}

cl ass Di noAut hori ngBaker : Baker <Di noAut hori ng>

{

public override void Bake(Di noAut horing authoring)

{
Entity entity = GetEntity(TransfornlsageFl ags. Dynanic);



Movenent Dat a novenent Data = new()

{
Speed = aut hori ng. Speed,
Direction = new Unity. Mathematics.float3(0, 0, 1)
b
AddConponent <Di noTag>(entity);
AddConponent (entity, novenentData);

Trong Editor:

e Tao mét Sub Scene bang cach chudt phai trong cla s6é Hi erarchy chudt phai chon New Sub
Scene > Enpty Scene

e Tao mot GameObject _Di noArchet ype thém component DinoAuthoring va thiét lap théng so.
e K&o DinoArchetype Vao sub scene via tao bén trén.

Tao sub scene

Cling c6 thé tao sub scene bang céch chon cac gameObject can dua vao sub scene sau dé
chuot phdi chon New Sub Scene > From Sel ecti on

Nhu thé cdc gameObject dugc chon sé tu dong dugc thém vao sub scene vira tao.

Kiém tra Entity vua tao

- Néu tao dung thi trong cla sé Inspector phia dudi cing sé cé Entity Baking Preview nhu thé
nay

Entity Baking Preview Editar World

() _DinoArchetype (Entity)

ThanhDV.DinoHerdSurvival.DinoTag  Unity Entities.EditorRenderData
Unity Entities.EntityGuid  Unity. Transforms.Local ToWorld

Unity. Transforms.Local Transform

ThanhDV.DinoHerdSurvival. MovementData  Unity Entities.SceneSection

Unity.Entities.SceneTag  Unity.Entities.Simulate

- Hodc cling c6 thé ma clra sO Entity Hierarchy bang cdch Wndow > Entities > H erarchy. Khi
chay game ban cé thé dung Filter d€ tim cac Entity c6 Di noTag hodc Mvenent Data. N&u tim thay
tic la entity da dugc tao thanh cong.
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