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SolidCore Coroutines Architecture Overview 

Zero-allocation, dependency-free coroutine scheduling for Unity 6 

Your MonoBehaviour 
You own the update order - one explicit tick per frame 

void Update() { runner.Tick(Time.deltaTime); } 

~ 
1 • AUTHOR - build reusable templates once (no per-frame allocation) 

SequenceBuilder / Yield 

Fluent authoring: 

.Do() • .WaitForSeconds() 

• WaitForFrames(} 

.WaitUntil() 

CoroutineAllocator 

Owns pooled native 
buffers; builds & rents 
sequence templates . 

Prewarm to avoid resizes. 

2·CHOOSEANEXECUTIONMODEL 

CoroutineRunner 
Start • Stop • Tick(dt) 

Owns one scheduler + allocator. 

Deterministic; call it from Update(}. 

SINGLE-THREADED 

3 • EXECUTE - zero-Ge scheduler core 

CoroutineScheduter 

InstructionSequence 

Immutable template -
plain data, not an 
I Enumerator. 

Reused on every spawn. 

i InstructionSequence template 

CoroutineJobSystem 

CoroutineCallbacks 

Maps managed delegates 
to stable int ids. 

ll2CPP / Mono-safe -

ordinary lambdas work. 

MULTI-THREADED 

Schedule • Spawn • TickParallel(dt) 

Fork-join across N CoroutineWorkers. 

Each worker = one lock-free shard. 

Reads back (no GC): 
struct over contiguous native state • 0(1) ActiveCount • incremental compaction • CoroutineHandle - start/ stop 
CoroutineState[) 
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R running • W waiting • slots recycled on completion - no per-tick allocation 

Runner~ 1 shard JobSystem ~ N shards (one per CoroutineWorker) 

FOUNDATION - bundled, self-contained 

► ActiveCount (0(1)) 

► LastTickTimeMs / PeakTickTimeMs 

• GetDiagnostics() 

Solid Core. Burst • SolidCore. Collections (BurstArray & native buffers) - shipped in the package 

Pure netstandard 2.1 • IL2CPP & Mono • zero Unity package dependencies· core never references UnityEngine 

Type names match the shipped SolidCore.Coroutines assembly (v0.3). Requires Unity 6000.0+. 




