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Agenda
• What is PlayStation®Mobile?

• What is Unity-for-PSM?

• ‘Build & Run’

• Performance

• Rendering / Input / Script APIs / Plugins

• Publishing  & In-App Purchase

• License

• Roadmap
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What is PlayStation®Mobile?
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PlayStation®Mobile Terminology

• PSM - a platform and a business model

• Publisher license is open with annual fee (free as of now)

• Allows self-publishing to PS Store

• PSM Runtime

• Software framework running on the device

• PSM SDK

• Development tools and APIs available to create content for PSM

• Unity-for-PSM

• A di!erent set of runtime & SDK also targeting the PSM platform
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PlayStation®Mobile SDK

• PSM SDK utilizes the PSM runtime/toolchain developed by 
Sony Computer Entertainment Inc.

• IDE (Editor / Debugger) - PSM Studio (customized MonoDevelop)

• C# API geared towards game development

• Runtime for Android (2.3+) and PS Vita (and emulator under Windows)

• Released in April, 2012 (open beta) - public release in October

• Based on the Mono platform (open source C# VM)

• Uses a “Development Assistant” app for debugging/testing 
content on Android/PS Vita
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What is Unity-for-PSM?
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Unity for PlayStation®Mobile

• A new way of targeting the same PSM platform

• Developed as a collaboration e!ort between Unity and SCE

• A new target platform from the Unity Editor

• Similar to Unity’s support for iOS/Android and the Unity Webplayer

• Uses a separate runtime (Unity runtime vs. PSM runtime)

• Runs only on PS Vita

• Public Preview available now
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Unity for PlayStation®Mobile

• Runs Unity authored content in a sandboxed environment

• more on that later

• Doesn’t allow native code - only C# / UnityScript / Boo

• Separate runtime - doesn’t reuse any of the PSM runtime

• Doesn’t run on top of PSM runtime - uses it’s own optimized Unity runtime

• Separate script API

• provides the same Unity scripting API available on other platforms.

• Separate toolchain - but reuses the SEN ID from PSM platform.
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PSM SDK
vs.

Unity-for-PSM
vs.

Unity PS Vita / Unity Android
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PSM SDK vs. Unity-for-PSM

• Separate toolchain 

• Unity editor + PSM Add-on (provided by Unity)

• PSM Toolset for Unity (provided by SCE)

• MonoDevelop (still in development)

• Separate runtime

• Separate Development Assistant

• Di!erent scripting API

• Sce.PlayStation.Core.* vs. UnityEngine.*

• Only support for PS Vita
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Unity PS Vita (business side)
• Need to incorporate (register as a company)

• Need to sign NDAs

• Closed, development cannot be discussed publicly

• Need to purchase separate devkit hardware

• With PSM no need for devkit - development with consumer unit 

• Native PS Vita development

• has a higher cost (fee/devkit/etc)

• has more process (TRC)

• and hard(er) to self-publish

• Unity-for-PSM does not have any of these requirements
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Unity PS Vita (technical side)

• Full native access including full PSN access

• Full suite of performance and (native) debugging tools

• Visual Studio Integration

• Razor CPU/GPU performance tools

• Unity-for-PSM does not have any of these features

• Instead Unity Profiler / MonoDevelop bridges this gap (somewhat).

• Other technical di!erences

• Pre-compiled shaders vs. runtime-compile shaders

• Mono script Ahead-Of-Time vs. Just-In-Time compilation
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Unity-for-PSM vs. Unity Android

• Both uses JIT

• Both uses runtime compiled shaders

• But no native access with PSM

• Instead similar to how the Unity Webplayer is implemented
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Unity for PlayStation®Mobile
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True Portable Gaming Experience

• Dedicated Physical Controller

• Dual analog sticks enable a wider range of game genres to be brought 
into the portable experience.

• Optimal form factor

• Well designed oval form factor fits comfortably in user's hands.

• Multi-Touch 5-inch Display

• 5-inch display with high definition can provide users deep and immersive 
gaming experience.

• Back touch enables new gameplay styles

• And easily supported out-of-the-box with Unity
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Unity’s support for
PlayStation®Mobile

• PSM adds a new platform
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PSM Tool Set for Unity

• <add screenshot>
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PlayStation®Mobile 
Development Assistant for Unity

• <add screenshot>

18



9 Apr 2014 Page

PsmDeviceForUnity

• PsmDeviceForUnity.exe -get_log <GUID>
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Build & Run

• Unity Editor will

• Build all your level assets

• Compile your game code (C#) into an ‘intermediate language’

• ‘managed’ assembly .dll

• Package it to a .psdp file (‘development package’)

• Transfer the .psdp to the ‘Development Assistant’ (PS Vita)

• Development Assistant ‘plays back’ the content

• Uses the Unity runtime (native) combined with User scripts (managed)
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Performance of Unity for PSM

• PSM === PS Vita, except

• Just-In-Time compilation of scripts to native code, “on demand”

• When a method is accessed

• Runtime compiled shaders

• When loading a level (currently)

• But cached - subsequent runs will be (much) faster

• Any optimizations done for PS Vita will benefit PSM 
automatically
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Performance of Unity for PSM
• Angry Bots - Unity example project (available on the AssetStore)
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Performance of Unity for PSM

•
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Rendering

• Cg - not GLSL 

• Runtime compiled shaders

• Fixed function pipe available

• Fixed hardware

• Easier to optimize shaders

• Knowledge obtained from developing on iOS (or Androids with PVR) 
applies.

• DXTn texture compression
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Input

• Axis mapping

• Joystick X/Y Axis = Left thumbstick

• Joystick 4th/5th Axis = Right thumbstick

• Button mapping

• Input.GetKey("joystick 1 button <N>")

• Touch input

• Input.GetTouch(n) et al.

• Currently no support for back touch

• Gyroscope / accelerometer also available
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Script API specifics

• UnityEngine.Handheld

• PlayFullScreenMovie from StreamingAssets/

• Start-/StopActivityIndicator

• No vibrate support

• UnityEngine.TouchScreenKeyboard

• UnityEngine.WebCamTexture

• UnityEngine.Microphone

• New Platform Define

• #if UNITY_PSM
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Plugins

• Only managed plugins

• C# / UnityScript / Boo

• Pre-built managed assembly .dlls

• Not native code

• Existing AssetStore plugins

• PlayMaker

• Photon

• SmartFox

• ...
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Publishing

• Not available yet

• Similar to ‘Build & Run’ workflow

• Will create a ‘master package’ (.psmp)

• Submit package

• Process equal to that of regular PSM SDK

• Available on the PS Store

• No di!erent from publishing using the PSM SDK

• Stand-alone application - no separate player installation needed
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In App Purchases

• Not available yet

• Process similar to regular PSM SDK

• IAP Goods declared through the Publishing Utility

• Supports Free-to-Play model.

• Purchasing is available through the PlayStation®Store.

• Integrated inside the editor

• Testing can be done in the editor

• No need to deploy

• Saves iteration time
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License cost

• In essence free

• Follows Unity Free / Pro licensing

• Unity Free → PSM Basic

• Unity Pro → PSM Pro

• Main di!erences:

• Profiler

• Network socket APIs

• Splash screen

• ...

30



9 Apr 2014 Page

Unity Forums - for PSM
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Roadmap

• Public Preview

• Available now

• Based on Unity 4.3

• O"cial Release

• Summer 2014

• Based on Unity 4.3

• Unity 5

• Full integration with regular editor

• Summer / Fall 2014
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