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MINI HACK 2: Update UI in Update()

UNITY MINI-HACKSUNITY MINI-HACKSUNITY MINI-HACKS

LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MINI HACK 1: Input in Update()

MINI HACK 3: String in Animator

MINI HACK 4: Use WaitWhile()

MINI HACK 5: Set Position & Rotation
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MINI HACK 3: Invoke() vs Coroutines

MINI HACK 2: Public Fields vs [SerializeField]

MINI HACK 1: Use Namespaces

MINI HACK 4: Use readonly

MINI HACK 5: Loadscene vs LoadSceneAsync
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Use Enum Flags

MH 2: Use Auto-Implemented Property

MH 1: Use Variable Naming Convention

MH 4: Use Structs

MH 5: Use Interfaces
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Use OnValidate()

MH 2: Use Unity’s Action Events

MH 1: Use Late update for Follow Camera

MH 4: Achieve frame rate independence 

MH 5: Cache references in Awake(); do gameplay in Start()
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Use [Range()]

MH 2: Use [Tooltip]

MH 1: Use [Header()]

MH 4: Use [RequireComponent()]

MH 5: Use [HideInInspector()]

ATTRIBUTES SPECIAL
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Use contextMenu to Trigger Methods from Inspector

MH 2: Debug Logs with Color

MH 1: Mathf.Approximately() vs “==”

MH 4: CompareTag() vs “==”

MH 5: Cache WaitForSeconds
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Minimize Debug.Log in Builds

MH 2: TryGetValue for Dictionaries

MH 1: Use [Header()]

MH 4: Object Pool over Instantiate/Destroy

MH 5: RaycastNonAlloc vs RaycastAlloc
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

ATTRIBUTES SPECIAL PART - 2

MH 3: Use [MenuItem]

MH 2: Use [DisallowMultipleComponent]

MH 1: Use [TextArea]

MH 4: Use [Space]

MH 5: Use [System.Flags]
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Clamp Rigidbody Velocity

MH 2: Smooth Follow Camera

MH 1: Proper Physics Rotation

MH 4: Additive Scene Streaming

MH 5: Fix 360° Angle Wrap Jitter
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Squared Distance for Cheap Range Checks

MH 2: ScriptableObject Configs

MH 1: Zero-Garbage Area Scans

MH 4: Quaternion.Slerp for Smooth Rotation

MH 5: Hidden Inheritance Fix for Unity's Editor
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Easy Sprite Flipping

MH 2: UI/Pause Animation Control

MH 1: Reproducible Randomness (Seeded)

MH 4: Live Scripting in Editor

MH 5: Pinpoint Performance Problems
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Clamp Player Speed

MH 2:  Fade Whole UI

MH 1: Register / Unregister Events

MH 4: Cap Mobile FPS

MH 5: Full‑Screen Effects with GPU
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LEARN ALL ABOUT GAME DEV AT OUTSCAL.COM 

MH 3: Multiple LINQ Chains vs. Single Pass

MH 2: First() with Exception vs. FirstOrDefault()

MH 1: Any() vs. Count() > 0

MH 4: Select().ToArray() vs.
Pre-sized Array
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