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[SerializeField] private Color m_Color = Color.white;

bublic Color color { get { return m_Color; } set { if (S€tPropertyUtility.SetColor(ref m_Color, value))| SetVerticesDirty(); |} }
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« Canvas.SendWillRenderCanvases()
 (ScrollRect.LateUpdate())
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« UpdateGeometry->OnFillVBO

CanvasUpdateRegistry

ar vbo = s_VboPool.Get();

if (rectTransform != null && rectTransform.rect.width >= © && rectTransform.rect.height >= 0)
OnFillVBO(vbo);
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PerformUpdate(

LayoutRebuildQue

youtRebuildQueue(j].transform:
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instance.m_GraphicRebuildQueue. Clear().
m_PerformingGraphicUpdate
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BatchedMesh
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[NonSerialized] static readonly List<Graphic> s_SortedGraphics = new Lig#RGraphic>(")5
orivate st c void Raycast(Canvas canvas, Camera eventCamera, Vectog2upointerPosition, [List<Graphic> results)

ar foundGraphics = GraphicRegistry.GetGraphicsForCanvas(canuas);
s_SortedGraphics.Clear();
for (int i = @; i < foundGraphics.Count; ++i)

{
Graphic graphic = foundGraphics[i];

if (graphic.depth == -1 |||graphic.raycastTarget

ucs

if (!RectTransformUtility.RectangleContainsScreenPoint(graphic.rectTransform, pointerPosition, eventCamera))

if (graphic.Raycast(pointerPosition, eventCamera))

s_SortedGraphics.Add(graphic);
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» WaitingForJob
« PutAllGeometryJob
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BloodBar.Update|
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GUI.Repaint
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Font.CacheFontForText 1.6% 392 E 1.71 1.71

Canvas.SendWillRenderCanvases()
Font.CacheFontForText
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 OnEnable/OnDisable

TrackText(

(t.font ==

List<Text> exists;

m_ Tracked TryGetValue(t.font, out exists);
(exists == null)

exists = new List<Text>();
m_Tracked.Add(t.font, exists);

t.font.textureRebuildCallback += RebuildForFont(t.font);

1t 1 = 09; 1 < exists.Count; i++)

(exists[i] == t)

£

exists.Add(t);
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Text.OnEnable
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* Font.CacheFontForText
* Text.OnFillVBO
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Canvas.SendWillRenderCanvases()
F ~acl tForText

Canvas.SendWillRenderCanvases()
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