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Accessibility OS Settings Integration (Mobile)
Adaptive VSync Support on Xbox and PS5
Additional Mobile Screen Reader functionality
Android Game Activity

Android PAD/TCFT support through Addressables
Android Predictive Back Gesture

Android Vulkan Improvements

Build Profiles

Character hair and skin improvements

Crash analytics reports call-stack

Data Bindings updates

Dedicated server deployment with Multiplay Hosting
Distributed Authority

DOTS Swappable Physics engines: Havok and PhysX as
Packages

DXR Improvements/Inline Ray Tracing

Experimental WebGPU Support

Foveated rendering for VR platforms

GDK on Windows support

Global illumination new light baking architecture
GPU Accelerated Lightmapping

GPU Lightmapper

GPU-Driven Occlusion Culling

GPU-Driven Resident Drawer

HDR display support on desktop and console

HDRP Dynamic Sky

HDRP Transparency and subsurface updates

HDRP Water system updates

Improve Package Manager Global Cache Size
Improve SRP user experience, functionality, and stability

Meta Web

Multiplayer Center

Multiplayer Dedicated Server

Multiplayer Dedicated Server Content Selection
Multiplayer Playmode

Native Render Pass API Support on DX12 (Windows) and Metal

(macOS)

New Build Window

Player Build support for Windows on ARM64
Probuilder improvements

Recorder updates

Relay integration

Selection Piercing Menu

SEP Screen Space Lens Flares

Shader Model Precision Unification
Shared GDK Package Xbox/Windows
Simplified Input Workflows
Spatial-temporal Post Processing (STP)
Speedtree Editor integration

Split graphics jobs for DX12

Support for Android ApplicationExit Info
Terrain Tools Overlays

Texturing System Modernization

UGS Widgets

UGUI Support for Shader Graph

Ul Builder Performance Optimization

Ul Toolkit foundation

Unified path tracer that replaces OpenRL/OpenCL
Unity Editor on ARM64

URP and HDRP Adaptive Probe Volumes
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GPU Resident Drawer
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Coming 2024
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1id RecordRenderGraph(RenderGraph renderGraph, ContextContainer -

‘aData cameraData = frameData.Get<UniversalCameraData>();
irceData resourceData = frameData.Get<UniversalResourceData>();

lescriptor targetDesc = cameraData.cameraTargetDescriptor;

cameraDepthTexture = resourceData.activeDepthTexture;
cameraNormalsTexture = resourceData.;

(5 ssaoTexture
‘RenderGraphBuilder builder = rend [ cameraNormalsTexture
Ef activeDepthTexture
(5 cameraDepthTexture
Ef activeColorTexture
) [ cameraColor
DepthTexture.IsValid()) Tl ameraDonth
1ta.depthTexture = builder.UseText ! additionalShadowsTexture

idle target = UniversalRenderer.Cr

Render Graph
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Coming 2024
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Content credit: Lordenfel: Castles & Dungeons RPG pack

Content credit: ArchvizPRO Interior Vol.10
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Unity 6 ¥ SpeedTree 9 (C&k3EADKRI

0 Inspector g i LOD
Ash_White_Desktop_Forest Import Settings Smooth Transitions v

Animate Cross-fading v’

LoD 1 LoD 2 Billboard Culled
50% 25% 13% L3

Meshos v  LoDO 16534 Triangles - 1 Sub Mesh(es)
Unit Conversion fttom v
Customize LOD 0 option:
Material
Main Calor I ] |Uiohtine
Color Variation Cast Shadows v
Normal Map 2 Receive Shadows v
Subsurface Scattering v/ Light Probes ¥
Lighting Material
Cast Shadows v Color Variation
Receive Shadows v Normal Map v
Light Probes v Subsurface Scattering v
Additional Settings » LOD1 8339 Triangles (50.44% LODO) - 1 Sub Mesh(es)
Motion Vectors Per Object Motion v .
Canarata cotiters 7 > LOD2 4890 Triangles (29.58% LODO) - 1 Sub Mesh(es)

# L\ SpeedTree f K —%— & D BE% SpeedTree i5

—  SpeedTree 9 R (st9) 77 7LD > R— - A YR-FTZA—=23>DGPUTLICK D CPU & TERR
-  LODEDOXRTUTIEE —  SpeedTree9 VA VR« PZXA—> 3>

- RA7=ZX—Ya3ryoarito-i - ITUTIERERZTOMODENRERRDE L
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Coming 2024
Unity 6
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Muse Behavior
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Coming 2024
Unity 6
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New Model

* Knocking on the door *
* Creaking floor boards *
* Beeping *

* Lasers

Muse Sound
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Ul 7127 —270—-DNE

Inspector

itime ... v Preview } - Library
abel
T oot Standard Project.
¥ Bindings
1 Datesouce . | view Breezy Buccaneers
1 Inherited value 5
Data Source Path .
() Selector-driven value JellybeanJester REN[OMN MerryMuffin EYAe)
-~ ® B B B8 B
View Data Key .
Binding is resolved - iy : ; 9
Picking Mode L 9 - Scroll View List View Tree View Multi- Multi-
i Column List Column Tree
Tooltip S : L
Wi B Binding is unresolved E View View snickering Squires
e oewes
Binding is unhandled
Focusable - - 0
. StarStrider N[OJOMR TwilightTinker AsLElY
Binding Pt m=)
® Text == Variable is resolved
- i Tab View
Resolved binding e <AttributeOverrides element-name="teaml teamName' text="Breezy Buccaneers’ />
: e Variable is unresolved <AttributeOverrides element-na ‘team1 player1 playerName" text
Data Source: PlayerDataObject <AttributeOverrides element-name="teaml player1 playerScore" tex:
(i) <AttributeOverrides element-name="teaml player2 playerName" text:
E?r::,r‘sm:;cz:‘ﬂ;:%:ez':h be B <AttributeOverrides element-name="teaml player2 playerScore” tex
e T - <AttributeOverrides element-name="team2 playerl playerName® text="StarStrider” />

LA MRBF—=N—=F1F

LA BENT-UXML TD
ZEDORSICADSTHF—N—F1 RHOAJHEIC

Coming 2024
Unity 6
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Coming 2024
Unity 6
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Available now
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Inspector
Unity Default Runtime ... v Preview

. HealthBar
< —_— —_ I # PlayerHealth
\ I/ 7&* a \/ - Z Lt— X-L“j.}l_t_\ Bindings

PlayerinfoHealthBar.uxml

(Sc riptableObject / C# objects) BUBbleEo neer Y oo

#PlayerHealth 1 [=] = Data Source P

%L\?}Kaﬁ'l‘i C B I Attributes L

< View Data Key

Picking Mode Position ¥

C# ] - I\\\ 7)\ ’5 @E}JD t Tooltip :
Ul EILR EDERE C A ICH G - 0

Focusable
—— .
- ~ Health Bar Settings
I /r UI "‘_:E)X IL’\ : Low Value 0
000 PlayerDataObject High Value 100
'@}PlayerDataObject 5 Ig Value 0
@ Player Data Object (Player Data Object) o Markers
{ Open Position L (o)}
X
Script B PlayerDataObject ® Golok L4
Health % ) Position ® 0.6
°d
e TR BieR e Color .
Position ® 1
Color N

Available now
2023.2 Unity®



Leaderboards
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TreeView / ListView D&M

—  TabView & ToggleButtonGroup M3EN

—  Button A7 3>

Available now
2023.2

@ Back to Main Menu
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Health Bar Settings

[UxmlElement] :
public partial class ExampleVisualElement : VisualElement ¥ Markers
» Low Value 0
[UxmlAttribute] Position 0.3 .
public string myStringValue { get; set; } - High Value 100
Color 7
[UxmlAttribute] |9 Value 100
public int myIntValue { get; set; } Position 0.6
v Markers

Bty E—

public float myFloatValue { get; set; } Color & Position ® 0.3

[UxmlAttribute] Position il Golor 7

public List<int> myListOfInts { get; set; }
Color e o
Position @ 0.6

[UxmlAttribute, UxmlTypeReference(typeof(VisualElement))]

public Type myType { get; set; } +
Color . P

[UxmlAttribute] <Markers> i
public Texture2D myTexture { get; set; } <HealthMarker position="0.3" color="#B23636FF" /> Position ® 1

[UalAttribute] <HealthMarker position="0.6" color="#B29F36FF" /> Color _pt

public Color myColor { get; set; } <HealthMarker position="1" color="#35B335FF" />
¥ </Markers> + -

d— FEDHIH =REBVT ST TIARIEDNAZIALZX

C#T7RUEa—FDEAICLD BRI T TR IBMA T —2BEICHE Ul EILZ DA > IRT ZHILERFTRE
HR% LUl REDBEE Ul EILS ETHRE L UXML A RTEF ARZLUNCARZ LA VAR R RE

Available now
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Looking to the future
Beyond Unity 6
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[0% 3D UI

El 3D Ul (Panel Settings) o
e
Open
Theme Style Sheet UnityDefaultRuntimeTheme (Theme Style Sheet) ©®
Text Settings B None (Panel Text Settings) ®
Binding Console Logs No logs v
Render Mode World Space b
World Space Layer Screen Space Overlay Y
World-space rendering is experimer ' World Space not guaranteed, and
some features are not supported, in lering, input and tooltips.

v Scale Mode Parameters

A\ Y (o) Pixels Per Unit 100
I 7 — ) L b ZA — Z Reference Sprite Pixels per Unit 100
¥ Dynamic Atlas Settings
Min Atlas Size 64

L2451 2% I

Looking to the future
Beyond Unity 6 Unity®
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DI ZEVRPT <

v Advanced Options
Use Defaults

Input Actions

All Control Schemes v All Devices v

Action Maps + Actions + Action Properties
- e e etemers TR i Asset Bundle Compression LZ4
Py u . Use Asset Bundle Cache v
— - Cache Clear Behavior Clear When Space Is Nee
Asset Bundie CRC Enabled, Including Cache
i Bundle Naming Mode Append Hash

Primary2DAxis [XR Controller]
® Stick [Joystick]

Include Addresses in Catalog v

Include GUIDs in Catalog v
» R Include Labels in Catalog v
B Bundle Mode Pack Together

TI7AIWMARTOIOTY EWLIE D inb b a2 Addressable 77Uty k

7OV MIRLTT 7LD BHROXL Y RTRITEINS T b TA—LBICT 74 FREEZEIR
Input Action % 5% E 2 3 JHOKFERE REDFEZEH
=2 BOPPEREEREIC XA LT1 > ETHEL

Coming 2024
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Unity 6
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Unity Cloud >0 17 MEIE

P /8. W) ObjectMode v View Select Add Object Uiy Cloud 1, Global
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Available now

wiliam's Project > Al D Fle Edt Render Window Help  layout Modelng Sculpting UV Edting TexturePaint Shading  Animation Ren

DiscoveR @

F—LEE - V-IEDOYET

O—I)LEDIERETE

O3z I8E
F—LBEEPY—ILOBDHTRRIZDOWVWT
Ay aR— R ETO—EEEHFIEE

Unity-



Unity Cloud % & D fELVPF <

st Rogue

Latest v | |\ H =

J
Block ® Concrete Block ® Japanese Lantern ©
2mago  (Material 1omago | (30 model thago
/
/
7
W X 1selected v » ¢ OpeninEditor 2

- S < >3

Open in Editor 71

Japanese Lantern Ver.2 3D model

Info Dataset Version Q

Dependency (3)

- | Mahogany Materials | Wood >

) @ Lantern Light o/ Light >
e Y Auminum Dark Brus... 1 -/ Metal >
Dataset (1)

® - source files 4file(s) 4.4 MB

{3 stoneLantern_01.fbx 12M8
[5: stoneLantern_02.bx 975 KB
@ 3 stonelantern_03.fbx 1MB
[ stoneLantern_04.fbx 13M8
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Unity Asset Manager h'E I (L

Unity Editor % Unity Version Control £ Dfi&381ICL D
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Coming 2024
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Search

+ Filters
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Water Surface
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Starwheel Oak

l

Wood Bollard
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https://docs.google.com/file/d/1BhCIhgkCY5A1kvyL18gU-xGrRkfX4qBu/preview
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Multiplayer Playmode
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Coming 2024
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https://docs.google.com/file/d/1JTzNt5pveQF1CwaXSWjwOTlPd_QSrYrQ/preview
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https://docs.google.com/file/d/1JPl40THFiOQtnY4sZZakECYSMQlJtQg9/preview
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https://docs.google.com/file/d/18PfTqSjmn0gTKn2Wjc-DtP5LQcr9ql7L/preview
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Dedicated server content selection
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https://docs.google.com/file/d/1JgOkrQWFJlM77s8lZJh_-V37xbDv9_wy/preview
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Dedicated server deployment to Multiplay Hosting
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https://docs.google.com/file/d/1JhN2xtDNEx3NvfhHu3VA-d3OXsXqZgXJ/preview
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Coming 2024
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Multiplayer Services Package
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Distributed authority
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https://docs.google.com/file/d/1BDUQ3xsWX8V-tWYjFMCoDVyYSEYffDYp/preview
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Skill-based Matchmaker
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“The Skill Difference of All Players
in the team must be less than 30"
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Matchmaker session details
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Coming 2024
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< 0123ABCD4567EFGHO001

Match details Match ID @ 0123ABCD4567EFGHO01

Key matchmaker details for this match

Joinable @ Backfillin progress
Queve @ Queue Alpha

Pool @ Champions Pool
Hosting Type @ Game Server Hosting
Allocation status @ Allocated

Created @ Dec 8 2021, 14:15 GMT
Last updated @ Dec 8 2021, 15:30 GMT

Match events
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4Events Players Joined (Player 5, Player 6, Player 7)

Tickets

Ticket ID Player ID(s)

Ticket 1 F

Ticket 2 Player 3

Ticket 3 P

Ticket 4 PI

4 Tickets

@ Zoomin

12:00 1300

Joined at

2021/12/08, 14:17:15 GMT
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2021/12/08, 14:18:03 GMT
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Safe Text
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Moderation platform
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[N X ] Build Profiles
Build Profiles =
Add Build Profile Player Settings Learn about Unity Devops A Asset Import Overrides
Classic Platforms Android Build and Run
[3 Scene List . Android Platform BT =
@ Windows @ Uses Android Player & Import Settings
@ Mac0s
® 0s Build Data
@ Android Platform builds use the shared scene list. To change the scene list or other settings
independantly, create a Build Profile for this platform.
Build Profiles

@ Meta Quest Platform Settings

@ Android Demo1
@ Android Demo2
@ Android Demo3
@ Windows

BuildZa274JL
FNENICELRBERTEES—VIARNEEOIEROEILR-TOT7

AIERETCEFET NP3V EBEF->TF—LTHAL. YO
ATSYR I+ —LBEREDHRILTEET,

¥ Android Platform Settings
Development Build
Autoconnect profiler

Coming 2024
Unity 6

[ X X ] Platform Browser
A\l Solutions £ o
@ Windows
® Macos
Add Build Profile
@ Linux MacOS
From Apple

@ Android
@ 0s

@ Meta Quest

@ WebGL MacOS
® tv0s

@ Dedicated Server
@ Xbox

@ PlayStation

Docs | Tutorials
Q This platform requires a Pro Unity license

Upgrade

Description Required Packages Resources

]
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Web

Mobile web support Instant Games
Run your Unity games anywhere web, including in mobile Support for Instant Games on Facebook and Messenger is
browsers. Supports Android and iOS. coming later this year.
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Tested on Pixel 5 @ 48 Mbps
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https://docs.google.com/file/d/1MN3Ngjfu95awJ0mZH1FZfl8nVij6jziK/preview
https://docs.google.com/file/d/19GL1nUWS-aLxrVV_ijjxpr4DNXvyJ1_Y/preview
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Windows ¢ Xbox

Target Platform Windows v i g LRSS
Architecture ARM 64-bit v L | il ..
Copy PDB files Intel 64-bit i i M ft
Create Visual Studio Solution Intel 32-bit f » Snapdragon | .. Ic roso
Development Build :
_‘ : v ARM 64-bit | X

t ct Profile 4 [o——y

e [ GDK

Compression Method Default v =

Windows on Arm runtime Windows on Arm Editor Game development kit on
Windows

WindowsEJLRD7—FF9FvELT"ARM  Unity Editor CARMT 7341 Rt i D ELFDOBEIEA T ar s

64-bit "ERRT HELYZLD T OMNEDFEFEELLRTEEY, AP FTRTNAVT4F¥aL—30T

ARMT /34 RWindows1—H—I[Z Windows 4 —LZEE LK
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Coming 2024 Arm Runtime available now
Unity 6 Unity 6 Beta
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Mobile Android

=0 Inspector

@ Tutorial (Addressable Asset Group) (7 L
{} Open
Active Profile: Default Inspect Top Level Settings
Content Packing & Loading on
Play Asset Delivery e
Delivery Type On Demand v
Include In Custom Asset Pack Nona
Install Time
Fast Follow

Addressables ® Google PAD and TCTF
Play Asset DeliverylZ& 581897 1)/\1)—&AdressablesiZ &Y
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Available now
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Game activity application entry
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I n c re m e nta I BoatAttack IL2CPP - subsequent build times in seconds

Unity 2021.1.28f1 [l Unity 2023.1 with Burst 1.8.0

build pipeline
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Change a script Change nothing ~ Change nothing, “Scripts Only Build”

Push out iterations faster

W/DAY Unity 6



AR Foundation + Near-far interactor + Composition layers + Apple Vision Pro
+ Persistent anchors + Input reader + Per-pass foveated + Meta Quest 3
+ Bounding box + Custom hand rendering + Play to Device
+ Occlusion gestures
+ Meshing + Gesture debugger
+ ARCore Vulkan + Hand interaction
support profile

+ XR device simulation

Coming 2024
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Meta Quest visionOS

Meshing | )
Occlusion | )
Bounding boxes [ Metaquest | [ i
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Meta Quest visionOS

Meta Quest Android

Persistent anchors
Vulkan support

Meta Quest ARCore
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https://docs.google.com/file/d/1bRVUvmmdEb4PuGL_NihAys3-m-0PICv7/preview

[ Meta Quest ] [ Hololens ] [ PSVR2 ]
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https://docs.google.com/file/d/14HwH_t0yr7GfI3pEA9J1wu_QKjxXq2wj/preview
https://docs.google.com/file/d/1jj3y8yFhWmTZWuhLHF7FKgXIXs0utMSZ/preview
https://docs.google.com/file/d/1jj3y8yFhWmTZWuhLHF7FKgXIXs0utMSZ/preview
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https://docs.google.com/file/d/1_D410xA33soY7VPXY-CcWHY9CocjZrVW/preview
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https://docs.google.com/file/d/15Jlvk6Ns38-43DK1uyjiuMY4S4VlQnvK/preview
https://docs.google.com/file/d/15Jlvk6Ns38-43DK1uyjiuMY4S4VlQnvK/preview
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Now available
2022LTS Unity-
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ECS1.x O—K<vv7/

# Scene i @ Inspector
| [t (@GoBa=] | B B51F WE) | (OF) 19l « BEFEEEE (N coe
From ©C
Components
a
» Tags

» #  LocalTral
» #  LocalTo)

» #  Entity Gui

» # v Material A

v #  PhysicsC
Hash
Coliider Type.
Collision Type
Is Unique
Responds To Col
Memory Size

» Mass Properties

N > Material

» Collision Filter

v Geometry

size

N|  center
| orientation

ECS for Unity 1.1
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Prerelease available Coming 2024
2022LTS Unity 6

1 using System;

2 using AutoAuthoring;

3 using Unity.Entities;

4 using Unity.Mathematics;

5

6 namespace Baking.AutoAuthoring

T

8 public class SpawnerAuthoring : AutoAuthoring<Spawner>
9

10 // Defining OnEnable() makes the inspector
11 // show the enabled component checkbox.
12 // Disabled components are not baked.

13 void OnEnable() {}

14 }

15

16 [Serializable]

17 public struct Spawner : IComponentData

18

19 public Entity Prefab;

20 public float3 Offset;

21 public int InstanceCount;

22 }

23 }

24

25

ECS for Unity 1.2
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ECS for Unity 1.3
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GameObject &
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GameObject ¥ Entity DS

truct InstancelD

e

onstexpr InstanceID() : ta(e) {}
ool operator==(const InstanceID& other
1 erator!=( st InstanceID& other

[StructLayout(LayoutKind.Sequential)]
[usedByNativeCode]
[s

erializable]

lic struct InstanceID : IEquatable<Instance

GameObject  Entity |
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Looking to the future
Beyond Unity 6

Hierarchy

v @ Wworld
v@Ki!chen Set
> Arch_grp
Q) Props_grp
D North_grp
)@ NorthWall_grp
V) SinkWall_grp
> @ Cupboard_grp
> CookingUtensils_grp
V() DryingRack_grp
> O WoodenDryingRack_1
> PlateBClean_1
> PlateBClean_2
> PlateBClean_3
T S pscien s

> PlateBClean_5

MBS S U RT =14

ECSORT—ZEUT1&FDDD
GameObject D bS5 R T #—Lb
ECS WS REEIZ /N FALIETTHE

Inspector

N —

Built-in components

“Behavior” components

“Component Data” IComponent
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Looking to the future
Beyond Unity 6 Unity®
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CoreCLR [C & > TSI B Unity Dtk

Reloading Domain
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Looking to the future
Beyond Unity 6

“&Proﬂler
Profiler Modules v PlayModev @ |4 Pl M Frame:775/927 Clear Cle
66ms (15FPS)

8, CPU Usage
= Rendering
= Scripts
= Physics
= Animation
= GarbageCollector
= VSync
Global lllumination
“ul
= Others

33ms (30FPS)

16ms (BOFPS)

L

{3 Memory 9.50 ¢
= Total Used Memory
= Texture Memory

= Mesh Memory

= Material Count

= Object Count
= GC Used Memory
GC Allocated In Frame

{ Audio
= Playing Audio Sources
S
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unity3d.jp/release-unity
6

Unity-



