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PRACTICE TIME



 https://www.raywenderlich.com/7630142-entity-

component-system-for-unity-getting-started

 https://docs.unity3d.com/Packages/com.unity.entities

@0.14/manual/index.html

- used sources

https://www.raywenderlich.com/7630142-entity-component-system-for-unity-getting-started
https://docs.unity3d.com/Packages/com.unity.entities@0.14/manual/index.html


THANK YOU FOR LISTENING!


