VRC Constraints

VRC Constraints are components added by VRChat that will replace Unity Constraints in VRChat.
They are meant to be more optimized and more feature complete versions of Unity Constraints,
while still being a drop-in replacement. There is an auto conversion feature at the bottom of the
VRCSDK.

Their frame time is a lot worse in the unity editor than in game, which is why | sadly don’t have any
graphs, but | do have valuable data:

e VRC Constraints cost about 0.25 ms of frame time per 1000 active VRC Constraints, no
matter how many sources there are.

o Note that this number is at a depth of 1. At a depth of 20, it would be about 0.27 ms,
and at a depth of 100 it would be 0.5 ms. Most people won’t have issues with depth
getting this high, but be mindful that high depth can slow things down.

e Unity Constraints that are auto converted to VRC Constraints in game cost about 0.75 ms
per 1000 active Constraints. This means they are still better than Unity Constraints
without conversion, but converting to VRC Constraints in editor is worth it for the frame
time improvement.
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