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Audio:

Level:-74.8 dB
Clipping: 0.0%

DSP load: 0.2%
Stream load: 0.0%

Graphics:

22.7 FPS (44.1ms)

CPU: main 44.1ms render thread 1.2ms
Batches: 51  Saved by batching: 6118
Tris: 284 Verts: 344

Screen: 880x390 - 3.9 MB

SetPass calls: 33 Shadow casters: 0
Visible skinned meshes: 2 Animations: 0
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Visible skinned meshes: 2 Animations: 0
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if(math.distance(player.Value, recordPlayerLastPosData.
lastPos)>1f)
{

recordPlayerLastPosData.lastPos = player. Value;

}

else

{

return;
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{
if (EntityManager.HasComponent<AutoPartolTagCompo
nent>(entity))
{
EntityManager.RemoveComponent<AutoPartolTagCom
ponent>(entity);
}
EntityManager. AddComponentData<TargetPointData>(e
ntity, new TargetPointData
{
startPosition = new int2 { x = startX, y = startY };
endPosition = target;
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}
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