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void DoSomethingCompletelyStupid() {
Profiler.BeginSample ("My Profiler Sample");
List<int> 1istOfInts = new List<int>();
for(int 1 = 0; 1 < 1000000; ++i) {
listOfInts.Add (1)
}
Profiler.EndSample () ;
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NI R0 Y5 1) Unity Profiler FR6 BB B AR 4, LUMEIFLRIEATFE T
1R E 73 A

BR: R A P k& T44 Unity Profiler 5452 2 A 425, W) T vAgk
3| 1.1.2 77 “Profiler &0~ #4753,

1.1.1 BzTh Profiler
T PA— AN TR AR A, SRR AR A R I PRE N EREEE R Unity

Profiler.

N FE P (A H 545, L ik 4 5 2 12 AT BT B AT R S

FEW Y28 FIZAT I WebGL [ 2T (1 45 Hb S 451

IBATHE 10S ¥ 4% (W1 iPhone Y iPad) I (18 FH F& 7 (A2 A2 5241

1Z21T7E Android 4 (4 Android “FARBLFHL) 10 S AR 7 A #2549
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o NHTHRIEATH H .

IR A BT XX LA B, Profiler fREOK .

1. B RIERIBITIMILBITHI LA

FEARSEA Y, Vjie) Profiler FME—J7iA /@I Unity 4t o ijJTz, REE
BN R I AT SEB) F . ToIR R ARG o AR B s TRk, ﬂsi’leiﬂﬁ
BRI FISAT ST SRR T, Nl A B e s A Sy AT RO &, #B 208
X Fh 75 205 1A Profiler.

BLFTTF Profiler, 1 o/t as £ F: Window | Analysis | Profiler 7%, B{%
Ctrl +7 ##(macOS #1F RS 1% ecmd + 7 8), WK 1-1 Fiox.

GameObject Component Help QB 4 @&F
4 Sam  Minimize 8 M |inux Standalone - Unity 2020.1.0a8 Perso

Zoom

# Scene Bring All to Front

" Layouts 4 i o All
Asset Store

Analysis S Profiler

1-1 %% Window | Analysis | Profiler 74

WG O AE Play 810 817, 4 M%) LU 2 Profiler & 1 IELENL
oM .

B NTMSLIZATIIUE , SR ORAE A B FH AR 55 )5 A T Development Build
F1 Autoconnect Profiler #5 & o

B3t Profiler & ) OSXPlayer(phoebe)i i, HJ PAIEFSE /0 M3k T FndE 2% 1
S G g A ) Play ARIE1T), M2 Mo ) SUgl(FEgmiR At MO i i s
1), Wk 1-2 Ps.
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© Profiler

Prfier Modules ~ OSXPayerlpiosbe) =| © 141 Frame: 1940 1640 Clear

8 cpuU Usage

= Rendering

m Scripts

m Physics

o Animation

m GarbageCollector
m VSync

m Global lllumination
m Ul

m Others

v 0OSXPlayer(phoebe)

4ms (250FPS)

Tms (1000FPS)

B 1-2  1F Profiler HH LR A%

IR BASVIRSIEATHR B 35| Unity %48 5, ARARFTA M
FREES, BARRNRSFIARARE G L.

2. EIEF) WebGL 41

Profiler t 7] PLiZE4% %] Unity WebGL Player FJ5E5] . Ak, 7] PLZEAZE WebGL
NIRRT N mEds H 4T e, #PR8 A Development Build A1 Autoconnect
Profiler fri&i o MR T B #E RN FIR T ERIZAT, X v BArx
WA 7R B LS b e B T I DL SRR T, IR 2 Fhon Vg b I
AN—FUT NS E T EA W T SR AR -

IR A, Profiler 42 R REAE RN AR T B IR G 25 1 J3 s 257 . 4T 1Y
Profiler A~ A3 2 CLAE N W45 I8 47 7. WebGL 24 b, ax BRI T B4 #r
WebGL M HFE7 HIHERa 1, PO — Sk T-4miR 28 I 8S, (H &2 L E—rT
7%

3. miREHERI0S %%

Profiler 7] LU R FEIZ4T7E 10S 1 7% (W1 iPad BY, iPhone) L [ 3 F 2 /7 5K
], JEat 2 Wi-Fi R s .

SEE: XY Unity(# £ 45 Profiler)iZ 17 /£ Apple Mac % & LA, F fgik
A2i£ 33 i0S K&

Al 1% 8 DL R A5 3K Profiler E% % 10S W4 F.

(1) H Rt 2 N #2705 H T Development Build F1 Autoconnect Profiler
bridio
(2) 4 i0S Al Mac W& ER R A Wi-Fi N%%, oiEEREDE AR Wi-Fi
P 2%
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(3) i USB BELEK i0S W44 1EHE S Mac W& .

(4) f#H Build & Run IR LT o

(5) FTHF Unity 4afE 2517 Profiler % I, FFM Connected Player &K % -
BALE, MAZE T Profiler T I H IETEYSEE 10S 545 11 70 A ik

$R7R: Profiler 12l 54998~55511 % 0k #5444, wRALE
by K, AR s v =T R @ sh AR R

R T R 10S N FFRE IR Profiler MEHES AT BT R B o) 35, 7T LA
S WG 1.1,

4. miZEEE] Android &%

A WFAIRI 727 LA Android #5742 3] Unity Profiler: it Wi-Fi i%
2l {# FH Android Debug Bridge(ADB) . H. . X Fh /5L7E Apple Mac B¢ Windows
PC E#EATH .

F—FhoridoEE Wi-Fi %82 Android 4%, $UAT RIS TR:

(1) HafRA N H R i 8 B 7 Development Build Fil Autoconnect Profiler

(2) K Android F1ELTH ¥ %% (Apple Mac 5§, Windows PC)iEH: | A Wi-Fi
RES

(3) @it USB 284 Android 45 1 5L 1H & % .

(4) 181 Build & Run %354 2 N F LT .

(5) £ Unity 4w’ 25 4T JF Profiler, fE Connected Player T iEHF¥#% .

Bk, MiZet@s AR, @i USB E#HEIES] Android %4, 1
Profiler M1% <2 id Wi-Fi BEATEEHE . Z J5 1% B Profiler % H IEZEULEE Android
& 1o b 48l

5 M5 ADB. iX/& Android SDK F R T EEM:. N T
ADB HHAT 0 #r, B ABAT T AP ER

(1) HifRARFE Unity ) Android SDK/NDK %55 5 %% T Android SDK, T
PARE )22 Wil 1.2

(2) B3t USB £iK Android #3495 B 51 5 %

(3) Hafr N R 7 i) )5 A T Development Build 1 Autoconnect Profiler
PR
(4) {#FH Build & Run & 300#4) 2 3 I FE ¥ o
(5) fE Unity gwi#5 4TI Profiler, FF7E Connected Player T iE#E% %o
WAE, MiZE 3 Profiler & M IEFEWEE Android W4 1970 M £t
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N R Android N FE K Profiler S22 E AT BT H B 8, W]
LLE S Mk 1.3,

5. YmiER M

AL Mg et 5 5 B EAE AT H E W ARSI I XA, vk, AT
PLJE H Profiler & I ) Editor 83, Jf#% & Connected Player 4y Editor, #1[& 1-3
F7R o

© Profiler

Profiler Modules _ 77!“““ Frame: 2978 /

& cpPU Usage F|
. v Editor

= Rendering

m Scripts

H Physics

o Animation

m GarbageCollector
m VSync

H Global lllumination
m Ul

m Others

4ms (250FPS)

Tms (1000FPS)

K 1-3 i B R as A I L g

THER, A giE as i, SR B B AR AR, A TT BEAE A L FE Profiler
# ) Editor 13, B3 Al RER SMBERL R 7y — MR R -

1.1.2 Profiler 50

Profiler & I 7] 23 1% 4 #84y, Wil 1-4 Fizs.

© Profiler

oe
Profiler {7/ — Frofierwades v aymoe~ © i st o Frame: 753 753 lear | clearon iy e prrte Catstacks £ B 0
8, cPU Usage
= Rendering
= Scripts
= Physics

N @ Animation

i ] el R P P & GarbageCollector
= VSync
= Global lliumination
= Ul
= Others

2, Rendering
= Batches
A
éEH TR E —>  Hierarc v |CPU:186.29ms GPU:--ms i
EE ' | imoms lsutms _|
&t f— Overview | Total | seif | calis GC Alloc | Time ms | self ms O
EditorLoop 99.4% 99.4% 2 0B 185.29 185.29
» PlayerLoop 0.4% 0.0% 2 0B 0.83 0.06
N » Profiler.CollectEditorStats 0.0% 0.0% 1 0B 0.12 0.00
MHuE  —

1-4  Profiler % K A2 R 2

e Profiler {514,
o [N [EIHHALIA.
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o Ui R .
o ALK,

4, Unity % BB TABYWETEH. AL LT HRBOEEY, T

9 2R B ARSRE, ERLENMNAFELET ARG,
vA )&/ Color Blind Mode, 4B 1-5 Fi+~.

Color Blind Mode

its Debugger  fnF5

K 1-5 WEEERHR

1. Profiler =

B 1-4 Firo & VTR0 A R A0 485 2 S TN R sie AT SR 4241, e ATmT Ttk
EE T A KE, UURAERA T RS PR R . XN SRR S
el

1) Profiler Modules

BRNTE DL R, Profiler N JULMARN ¥ REWELTE, XEFREHEE T
Unity 5| S 7E I (B Fi A0 B A KK T R G5 - X L8 7 R G 2H 2R 2 A S 58 1)
# X35 Profiler Modules 12655 AT LA SKASINAR A1 0 X3, B AR AT A o3k P
W e S “IAHILE” A%, USRS AT D T R e By .

2) Playmode

Playmode FHi 3% 5 AU VFEFR A ZE T Unity H PRI . 1252450 0] DUR 417
GniE s MR . SRR A OSSR, B R R ek RIsAT N AR
A7

3) il

i Playmode A4 32 1 3% il 42 £H (XU Bl #2241 ) v] LA F il gk 1, AT ik
Profiler i& % Fr 70 s - J8 UGB I, ¥ZEsidx s . HE, HAMEN
MEFFIZITHEOT, Ailsisir 8. X T2 g a5 TP s T i M R
XEMWEVLAUSH Playmode, HAREE %, 5o, X THSLMNHAER, ©
VARG . WG H T Profile Editor, 84 FT 7R 62 A 4 5 2% U 42
k&
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4) Deep Profile

T d 1 A HAd 3 UL Unity [B9 75 92 (40 Awake() Start()~ Update() !
FixedUpdate()) & [ () IR A F0 N A7 40 BAS S 5 F Deep Profile 12635 ] LA 51 %
FERER S E A, RS SN EARTE. XS BUS TN KR
DIEANBAHIEF GO T ERGZ, HHEMHRERNT, BT rficE
R HE AT T AR Bl « BRIk, 72 KT He, Deep Profile £ 2 & A HERT,
K124 Unity AT BEFEMNATT IR 2 B I 56 1 A7, B AR P iz TR, e
TIRERZTLE L.

$87~: Y13k Deep Profile & ZFH HiFHEAME , FaF KI5,
B b SR A7 38 A2 MK P Sk = ik A A

BT Deep Profile 312 M Ze v AN AR, BRIHAE K 2 305 Ak
JE XA IE TS AR I BRI 20 BT I UG VE SR (I 2 06 1R T A7 DAFR H i) AR
Vs, IR AR B AL M — AN N S PERE N, W] DS R X AN e TR B
TN

TR BRI H R 5t 75 2 Deep Profile, {H Deep Profile i IifE iz 17 H 2Bl
TRPERE, IS4 W] UG HoAt 7 v ok BEAT SEVEAR 20 A, TR 1.2.7 75 “ARHS v Bt
(R X A3 4T 7

5) Call Stacks

W& Call Stacks 13, Unity Profiler 7£ 45 | Deep Profile 1% A8 5 7
S M USCBRTiE XR HRORE RL I N AR MBS S, Wi 1-6 TR

Main Thread

¥ Seripting Threads

¥ Background Job

¥ Profiler
¥ Other Threads

¥ BakingJabs

1-6 W Bl 3k A7 2> BL O A5 2

SR A I ZAE T, it ] BLE AR A7 X B L AE, Profiler R &7 A 1750
Fe AR SRR R, ] 1-7 B
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1-7 A28 B (R P 5 X

HJ, 7E Hierarchy ML, 53R BE R BC A . SRIETEA LAMF R
Hir{J]4 3] Show Related Objects, HEFEH A —N N/A X R R 5, WLAETR
I 151 3 B BT RS B

R “HBENFEI” K LM TR AT

53 £ Unity 2019.1 F, Allocation Callstack R /£ %4 % F #4725
B o g6 TAE,

6) Clear

1 Clear 1B 10, 75 BRI R FlA B A Bir s 10 20 A B0

7) hn#dRE

Ay A T AR R L, INERAT T BT (T Save 1ETR)RAF
(53 AT .

8) fRArfi

b EA e lBl, v el R SR e AL LT Profiler
AR RAE B XM — IR AR IRAE 300 Widlids, ZEORAETE 2404, Wt
FRRIER M. KZHIGH T, R@EF LW, FoUMEREE HIE, F
5~10 PPN A7 R R IR OR e, DML S 2504 (9lan, Ke a2 bug
W b)), Z R e R A A E ) 221 . AR CARAF I Profiler 4 #nT {4 H
Load &I fN# 2| Profiler 1, DALY RKAL A o

9) Ml

Myia%e 3 X 35k 1 JUAS T 6 R 4H ik« Frame Counter ‘&~ 490871 17 2 /it DA K 7E
IS TR b A P e e — it AR TR TR 2 e AR ) 1 B R S RS
B —WT, 1M 53— I (Current) ¥ 126 1) = B R S5 I CR IR ol . XA,
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4073 ML EIFEIZ AT 70 B 9ITA]) 2 o 2 BT 7 B s, 9F 8oR Current 524

2. EE)3HALE

B[R] el PR ) S s 2 AT B ) ) i, e 1-8 B

Bl 1-8 M 804 Biros v — R G T 5 F /245 A RAT R8s 2R R i S A
(BEITHY), Ao 2o i B i BB AL R .

8, CcPU Usage

® Rendering

m Scripts

m Physics

= Animation

m GarbageCollector
= VSync

= Global llumination
m Ul

m Others

9, Rendering
m Batches

| SetPass Calls
m Triangles

o Vertices

K 1-8  BFiEAMALE

TS IEMETT LLY)e, LSO At () i B 1 B3 20 PR ke S 40 25 2 f mp
DA% o
TE ST ) AR B Hp e o — AN DX, 7 2 T 32 ot P 4 23 400 P o (g ) e L T T
TN ERT RGN RGBS o ARHE 7RI () Fl R B A o KRS R, 404 40 B
ERAFEZERME R

B XA b A R X AT DK DX MBS T AR A Bkl 3R R
Add Profiler ] LI [X 35k 557 in 21 A 1) e 400 B o o

AT A B i #8 AT AR N (RVROOR R BB 2, B4R E MU 245 5. MR
2 R — /N K B 4% G 7R 2k B P £ B Al — S8 BAh 45 2, BB I
TR

PRI 24 i it rp X 40 (12 X 35k A2 e e D B AR [ 4090 4 Pl rp 2 SR R R 1)
R, o MEEGETR RS A AFERED . B Xk, REEEiES
I [ ey 400 P 22 1) 2 3 A B o o BRI X3, 2 7 R X 3k Py B o A 1T R 2 4
MR R, e, R AR B FE gl o M EE S, R BB XK
BF 257N o o

3. WO MEEE

AR A 1) Ay 30k XIS AN [, 40 2 DL B A PRE S s A R B B2 871 R AR
AN AR I o AN 7] DX IS (AN R R, X ek T B 1 A A (5 S 2 AT LY,
LA I e (5 2 an o] S DLAE 40 70 LI o

4. WHHLE

AR 4 A I 45 10 DX DA S AE A 00 A0 B AR A e B I I T AN R 20 0 L
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IR E B2 E IR filhn, —8 XL 0 BRI T R 51 R AE
R A FE B, PRI B A B e e il i, B2 —E BB AL
A, XM MRS RS 5

PR R A IR X, DL AR5 A [ 2R 2y m) S SRR I

1) CPU Usage [X 3

XA X E R CPU I G UG v 508k o 2 X I0RT e i % e I
X3, PONERHE Unity FIKET RS, W W MonoBehaviour A &L, —
ST QLAY B AL . P SR SRl I g B AR AT, I ERERE AS 0 ).
AR . Profiler 5.

TS AL, o CPU A IS LR XA 3 Fh:  Hierarchy #5230, Raw
Hierarchy #% 01 Timeline 15 5X.

(1) Hierarchy xR~ R AARIIE A, 17 7 (RN, ad IR
Y3 &3 70 2 R Unity (¥4 5 b8 200 o 91 4075 44 73 B 45 » 40 BeginGUI()A1 EndGUI()
WA S FF 2] 7 — k2. Hierarchy B H BT 4@ PAT WS e i H 2
TR Z [¥] CPU I i) .

(2) Raw Hierarchy #2301 Hierarchy # L, {HHTE 244427 Unity BRE0H
SR & B b, AR A IFR]— A RK B, K4t 45 10 P 5 0w LA
Bk R SZAG A2 RITERA T 200, B NI S F b ) 2
LTS FE T 21 CPU AN AE, Raw Hierarchy #02RA H . #40, Raw
Hierarchy i, 4 BeginGUIO)A EndGUIO)A M #8 S EARRKZE B+, 5
Hierarchy AR L, IXFERE IS RN R BB AH 1T 21k

Timeline 1 (ANEFN 3 Timeline M BRI ) P BEA& CPU Usage X3 A FH .
Timeline 5% AR H Ak 1 3 (8] 1 FH AR 6 e i 77 28, A4 A CPU S A1
RN

(3) Timeline A5 0K 41 53 40 EIFE T BT [n] b 22 F BIAN R 36 25, RIS AT 1)
ANFZRE, Bl F 4R EPELBREM &G 6 T/EZME, #N Unity Job System,
F T Imad i s Al ST 5805 80 o KPR RIS TA],  Fir DLSE J7 HUH #61 CPU
WP LE T2, JrHe 58 48 R R AR IS (], B 2% 5 LAC R /N 1 FH BT ¥ R T s
). AR A, KRN R RN A EZ WA . 7£ Timeline
10T, 40 AL B THES 0 77 B B Unity 515 AE S AT I U4 A B9 eR BN R 2
[E19), il Start(). Awake()E¢ Update(), 1 I ¥ 75 H i b 5 5L T U 1) R 4
AJ DL HoAth ZH A F A ek B8 I CHAT R

Timeline BEAIEAL | —FpAREHMT . FF R 77 3K, DB IR AR H (0 e
ANTTEHEFE I [ B %, LA R ey 5[] — ot e ifil FH ) At 777 325 B ¥ B 1 Ak ZER s [
AT LLBL . IX T DAAE B die /b IO RS 0 SR p1Aiki 3 BOME g i) i 1) o K S AL
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Blan, EE B 1-9 Frosth s UL BV BE [ . PRI 58— Tt T LU,
A3 ANTNEFEHBLR A, EANEARRI LB 2L, BUAEAT 5 R .

Timeline - CPW28.73ms GPU;0.00ms
Main Thread

UIUpdate Update()
8.34ms

Render Thread

* Unity Job System

Bl 1-9  Timeline A5 2 A0 1 BE A8 A1 B

K 1-9 1, AT 3 MAE K MonoBehaviour 4144, #8HI T 16.667 ZFP T
B WHER, A 3 MR R LSO RE, X EME AR 2 ML EI T LA
U ARG . IR R, RE AN ERIPERE, RS IETH IR — WU R b EE R
1/3. Rk, AIRERR ER A AALIbIX 3 ANk, DAl AL BRI () 76 TS 2 Y

C 45 %47 Main Thread = F &0 44 2 7~, % Main Thread ¥ 7T 482 iz &

9 1B/R: 1& Timeline 2 X B, #AFH & Unity Job System 7 &, B
ARG 1 .

%, CPU Usage X380 B TR o] B e, 3k 4 ) R i it 56 2 2% g
T TT SRR

2) GPU Usage [X 1,

GPU Usage X i#H! CPU Usage XKML, 1B AT H B2 KAELE GPU LITT
AR RAL B R] o X AN X3k B Unity 7R S3EHL. 28], RNEV R
EHR U ETE . IR A5 A %,

GPU Usage X352t 72540 CPU Usage X3k ZE A5 2., FHAh T H & FhiE
Y iR £ (1 Camera.Render()) BT 46 21 4 o [ ({15 2 V8 G2 75 24 17 INF 7] 40 ] wh gk 38 1)

Mg 1] 2 A 1)
FEIEEES 6 & “EhAEE” I, &K GPU Usage X2 1R M T H.
3) VEGLX I

TEGL X ISR T — L5 F R R G B, OGTE GPU s By i #E 25 B AH TG
3, X —RINGEN KA CPU H(HEJATAAFE, ELELE GPU WAL,
7E GPU Usage X3 n 1 E1H). AL EERAE T A -GS, 180 SetPass 1 FH 1
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HE (WA Draw Call). JE 3237 5 KRS 2. @IS ZhA b ab BN FE AL AL 3
B W R S A TR, ARG N AF TS A .

TE G X S0E PRt — %4, A T4THF Frame Debugger, 1 ULES 3 3 “Hbkb
HEH 7. BER 3 BmAIE 6 BE, 2RI XIS HAlE BIRA .

4) WAF X3

WAF X IR SR VFLELH 73 A0 B BA Simple 5 3XF1 Detailed 52 20k A8 B2 A 7 B A
ARG L

Simple B R R {E1 5 48 N A2 T FE I 2 OB UG, 045 Unity Ji€JZ 51 % . Mono
HE 2R (P z % [l WA 5 BE A BE AN HE R RN ) BB BRI SRR . Zeoh X, #=
FTRAT: Profiler Y8 R 1 A7

Detailed #5327~ %51 GameObjects F1 MonoBehaviours 4+ Native 1 Managed
FORITHFERI AR . ZAEEH —, EREAAAX ROTREHAE N A7 LLACE P fE
IS 4 5 o

SEE: HREKE R Y C# (Unity b 8569 My 205 2 42409 — A 8 A 4%
W, € 8 SHBEAH GIREIE B NG, 124 R 3E R4, A TR
12 5L A2/ BUAE AT ] F 3R, XAER, AR L KAt WA =1
MK B LEM, R 8F “FHRAFEFE,

VER, i Take Sample < TargetName >$%4H(TargetName A 77 4T VERE 7
P E AR, X B AHT R Editor B0 N MERE, LK RN Take Sample
Editor . 412 24 77 IE 7E i i Playmode, 4 1% 1% 4%l < &/~ N Take Sample
Playmode), {52 X7E Detailed B0 Nl FaRFERER, WE 1-10 s, X
#& Detailed NSRS B HIME—T77%,  BOARERREHTIN B 347X Bl 73t AR
Wik m e

: Detailed (| | Take Sample Editor | Gather object references | Memaory usage in the Editor is nat the same as it would be in a Player. |

| Name e ——— | Memory
B Other (155) 0.99 GB
b Assets (836) 91.0 MB
P Builtin Resources (573) 9.9 MB
P Not Saved (175) 4.0 MB
P Scene Memary (66) 1265 KB

B 1-10  PYAFREEn 7 LI B TR AR X

4143 #0L P R AEAR 25 Gather object references HIFZ4H], & AI LAScEE — 26X}
REHREHRNAEE B
8 FALIRANZF I WAFE B E 441, LA Native 1 Managed [N 175 373K
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IS, WA X R A K TR,

5) EAIX

DX S G TR T, BT A T R AR SR CPU AL, L
L FI A 1 TS0 B 45 ) 5 SR 0 B A ) AL A7 VR A

MGt TIRZAEER, WRURAESMAGET 7, LS E
BIOE TE AL %

TR X IRAE S 4 BB ZEAR BRI 2 1RA .

T2 A MRMAAY TZRR, BAHFTNEZRX ST

8 RBR: AR, FIAFHRELS, [2wREHEHETE, F
[ F2 CPU &L 32, REZRZukT |

6) Physics 3D F Physics 2D [X 13

A WA A[F X 45 : Physics 3SD(NVIDIA f#] PhysX)#1 Physics 2D(Box2D).
XA X IR A [F] I BESGe 1 T 40d . %10 Rigidbody Collider A1 Contact 144

BB IX BRI 40 0 BN F RGN ARG SR T — S AR (E 5,
{H 3@ 1) % Physics Debugger A] LABE ER AR 2 1) &1, ¥ 0LEE 5 3 “hnid 4y
5187,

7) T 2% 5 S DX IR X 5 45 B [X 35

XA XL T Unity 4% REHIME R, 1% RGUETE Unity 5 RKAE 51N
BT B R 45 BB T N FE R 2 S Unity $28LHIRE S APIHLAP S £ 452
API(TLAPI). HLAPI & —NH 5 MRS, HTE P Player fl GameObject H 7))
W4 [P, 1 TLAPL ROEEHFER FEEN—NEE, R Unity FFAE W
HE KM% RS,

W 25 SR FE AR — AN FT DA'S — BT (0 8, 1 LA PR A o S8 R R K
R FE P IR 7oK . XA Unity FEA MR, FA A H N 25 0 ZE
AINE 1

8) MLARIX I

Ln 5N FE P # A Unity f9 VideoPlayer API, it 4 R ILIX AN X 384 T 2 141
AN RAT AR R

BR[O A B2 — MR R 2410 E Unity $5E 1 M8, ARBATFHE.

9) UI F1 UI 15 [X 15

XSS X I TR ZE A6 Unity P& UT RGN T WS/ 8 e SCE R
Bk EE =J7 /) UL R G053 NGUI), X 88 X I a] et 4 AL T -

AEARAL ) UL @ 25201 CPU #/8t GPU, [KIEEE 2 F & H UT 19— 2848
A e, 25 6 =M 4H— L B AH KR T7 i
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10) 4R el X35,

42776 8 (Global Humination, GI)[X 384 Unity B4 Rt KRG gt 7 KEM
FHaTT . RN AT EH G BN %S XA X, CAIGIEN AR &7 IE
AT .

XA XIS 6 WAL RRFIB SR 1R A .

1.2 Mt ey sAE 7 ik

B, RAFR RS SR T H B I E AT DL B8 ) 8 AR R A R ARG AR X
7 B, T P P B O ) R S A T e AR . B, SR TvE R b — A
ECRH for 7H3, IR DL 22 4 iR e M g n) /5 HY BRAE IR IR T R 2R, B
FAEI T CLEN 1977 N2 N A F B A7 R, BB BRI IMI T K 2 TAE,
BCE R N N — AU T K2 TAE.

MR, TCE M TAE IS R AE R A TAE, W2 ARSI A 2 & U T T
KE, TEEESIEENNRIS . A8y 7R — AR s
%, PURTF RN R A I 8] 22 B A A, DUEE R Egmig 77 . SLbr b,
DA REAR AL 1R 44 SR RV 22 A QRS B8 e A A E S A B el i HE 15, (A
PERE e . A R 3L R B AR AR v . DR E . B T, St
H—N HARAER 2 5, AH SIS AN B ARG AL 2 58 2 (I (R A0S /g, i sE3l 3 4 H
B JLF- 2 AN ATRERT o

TERGEANZH B, YRRk RIS ik nl B 55— Fho 2, 178 A v @t i
g W B AHD e) AT g 2 — MR B IR R . MEREDLAK I H FR a4 RSy
HroRWE AR, FHRIEAT AR, SRS IE SN TRAERM H T4
KT AR IR R o BRI S, TFARN DR AR 5 T R 88 o e =00,
B RN Z O B2 T RSN I AT HEE 1. VR 2 ARSI R
H S E BT IR AR VO SR T P 5 S I B E W I ) AR5, Ak T DA R 4R B
I R AR . AR B I — A

i ke [ L 2 T RS B — AT 5515 B AT B RN R B E T I AN a8, IR
AR BRI (AR S SR AT e PLAL,  TATIX A A 0T 32 2 1 P BRS04 A 5
Wilo 48R, AIE AR, A H MR ERZE R, BT
F3& FH TAEAA] Unity B H -

o IHEHFRAA R SFET R,

o IFRATE S b tH I I EUR 5 1R

o IS UESAt B IR ;

o I/MEIETEREAT FIACAS TE s
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o R/MENHERN;
o GUIMESMHEC .

1.21 IEMAKREBEE

A, MTARE B LR, HNRAER(LW, FREERRHE &M
R, (HEAELEAMRARA S ). XEARTGEFEIRE 58], K ALK K
FEFE AR RA, AR BANTRRAZINZESR . A, AMIS BB
S R4 T, BSPr EIFR KA, BATA BB AE R B AR E N R et 238 4T
EHSTERARIZT). RERFEEEIEZEE], FOYANTIZ RIS —K
R, SRBORA R BRI AL UH TAR (R, AR P IR % B AT I A AR ]
PN, ANTE BRI A A B B ). 76 Unity IFREEH, A —N o] g 2 LI
JrAERBLHRE, A A2 6 0E 0 B2 R A (R VA2 T SEAFAE T3t

N T PRI AR A & R AEAE, W LAE Hierarchy % H 0 SCAKE 4 A\ LA

B2

g
t:<monobehaviour name>

%140, 7E Hierarchy SCAAEH 4 t:mytestmonobehaviour((Ei=, X/ K/NE),
BRI E GameObject IIFIFIER, 151138 47T 2/ — MyTestMonoBehaviour
BAAE LA

9 BR: EXANME P RAL O35 L0 A W R 4 ARk 4 49 GameObjects.

N A% TR B B AT ATERER GameObjects A2 AR T-HUFIRES, BT
REFE Z T IS A L Tz R &E 1 e,

1.2.2 ISUEBIAOR ¥

WRAEFE Profiler F¥EHT, ¥ E F|HA MonoBehaviour 77 iEAT IR EL L T
W2, BEEHAT I A P ORI, BERT e 7 22 B A B AE I s IR
HRESWHN 2 . A NE S RIES RIRE TR 2, 8% =
HAEARHD o S A 0T BRI L PR 22 02 SE A AT REY . WSR2 IXAE,  IR) AT R
TR T REES ), FoA TR, T LM 1.2 5 “PHERe i
BAETTE” AR ITIER I UE T

R B R e R A, (R AR B B A AR L B Y
Z (D), RIS — SRR R B IR IX P OR A, T DR S —
86 5 5 X m R A B AL, 25 P BRARIX MR IR OC R IR AR
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B LSRR A R AR R R AR R, KON IR, WR AR W
P RO S, AR TAH AR, AT RS NS eI A
MO E . XATRE R B D TR AR, HRARIZN NIRRT
DR

1.2.3 WIEEH8IRF

Unity B 27 EZHAT AP BB E RS B — R 5 B o X — MBS0
5% 8 &, X BN R T8, Unity I 3 2R AR ] 5 042 & B AR 7 SRR AT
7E Unity N HFETFH, ARESHAT A B 5 R £ 8 2 main() R EL), A5 B
BT, WIIEW T E T RS, HE RIS ATE MR R K while fE 3 (8 & R
NGRS, KB PN, R, ERAEg R, EE T AR
RAIETL S IR PR H R IR H .

AHJZ, Unity 57 57 A BRIEXRAGIR, FF AN T3 B LE Ry 2 I 21038 F 5 a0 Awake()
Start(). Update()Fl FixedUpdate()Z5 A1 . 5 RHIXAITE T, AFEXT R A AH R 28 A
FAF BT AT AR EE R . 2 na — AN HTg S ol 2RI S — Mg st ik
B2 A E), #5414 MonoBehaviour 4114 1) Awake()[B11, {H & FoikHf
SE Vi FH T o

USRI RAE Awake() [m1 HHAC B — LB, 53— 40 RAE H Y Awake()
(=] 3 H O X A L B A AT — LA B, g s R — S A B A, AR
J 0 2 5 A T — AN BE AL AR A (B AN 28 9 T 2 AT 4 S R el v g S EiX L
Awake ()1 N7 & A2 2078, A8 5 T 52 nT e a0 AR % LA 77 AW 46 46 1
34T A BE . MonoBehaviour 4 AFHE A1) Fr A FoAth BIA 2wk, 40 Start()
F1 Update().

TEATA] e 24 I H A, A C VR 2 78— 2H MonoBehaviour 2144+ 18 F [F]
FRAER T, BT CLEEEE /NG, A BB G a1 2 URE 8 BT A A2 1
SEBR b, Ym S ARSI, KA AR R 1K e [ 3 7 L LSRR A, R e ]
REALEAT AT B HH 1B

AbFR I FAWI AR A I — AN SR 4 1 77 7542 1 MonoBehaviour ZH 4[] Start() [F] 1 ,
B RIERRN N R T Awake()Z J5» 55— Update():Z BT 8% 8 FH  Ji5 JH 52 3t m) DA
7E LateUpdate() =] i+ 5€ % o

WAL 5T S (0 SR P I 2 R, B8 F 7 IDE (MonoDevelop- Visual
Studio %) 1B R AR ALY, B35 18 ] Debug.Log()fi H ] 5. 1) H i H)

RAEAFRIAE, THRAEFHR-ERERMEE, ZIAFHHEIER

8 1BR: Unity 89 B EBEFF 5. BERKTHRAE DA, {240
PR JE P AR K 6 SR HATA AT e) B EARR.
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PRI T 90 S — L F AR A, EATI R I fid A Bk T i fd ) yield
FA o AR AN AT T 2R A T B & WaitForSeconds yield 2844, Unity 5l
BORATER, X EWE RMEEAMA A E, AN EAT A2 E AT
WA B, £ Neibd, TR fENHEFBITIE WA 60
ANEEHT, AR 59 ANEE, BRI 62 AR, A
S, ATREAESE RPN R 61 ANEEHT, RS AP 60 AN, 7R =Fbrhif
JiI 59 4~

TEV RS B FIEE R 2 [l 1K) Update() R E0R & 048 1, BHtk, wiiRvhis
WA T AR R Update(FF € WA B, shasthinl . — B R3E), &iFi
FRE R BRI, AN HABAT N BOREME o 251 SO AN, R R —LE 5
BH E =B BARIN T XS IELZE, NSEOH R K, BOVE
T Y If) 5 B 2 I e DA B ) 2 B R U R P i 2R

1.24 wm/MEIEFE#HITHRBER

N T B e r) LT T ML R P 2 AT A B S i A TEBE AT, R D B A I (]
WHERS , SR E L. AR AR sl H S E A W R IR BN, BRI
fE, SINKEYTA, SR g AR FRAE 7 B ¢ 105 M B 1 L4 H 7 A 9 K B
Bl BAh, WERSICMERENT, BN RS AR R & IR AR FIHFEA L 22
AT T4, BN Unity B2 6] & & 0 H il b B Z 1 CPU M AE BT .

R DRIZAN 8 R — AN D AR T S BT R — A~ B S 4 AR e Bk
R, DMELLSIRE S HBIEMIER . & n] LUE AR ) TR, ECRS 2 5
T XMEFMESL SN A, FFREE AT 2 SR A6 IR S I REAR 47 M B R A 2
BBEARENRERA . 5%, WRFANNA T —MEERF, HEERZTE
B BT B W A B SO I SO AT R, AR R T EASRER IR DL RS DL Rk 2

FE ) (R T Wby o a7 v, RO IEIN TT DLER B SE S RO T AT Ak . AR L
PR RAF AL B AR (B A if-else B), TTBCA AR SRS I XU, A 2 AE JT
G LIRSS A 240R, XANTNEIFARZ AT, fln, WA ELE 1000 B3
— bRt A RBCETREE KA T, R E EERBRE, IR R
o af ), I AE I RAE IR il A 1 A

1.2.5 wm/MELAIEREN

Unity %45 &5 A B4R i, XA I S AR X 2L He S Y 1 ) RUAR 15 R AL

HAE, WAL — W AR B, e R B R ) R T, 84 Profiler
A RETCVEAR A R IFILSRAE Profiler & 1 Hh. QA A N AR 7 87 S MW 46
PSR SR B S AR BRI, Ji= 1T ) 1 € L CPU 23 AT B 5 PN 20K B2 ik — LGl v it
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i L ) 2436 7 R

an SR Bl e S s, H O & 4TIF T Profiler, WIAEHZEEZHT, A
BE 7RG R R gEART Game & 1. W Profiler L B 1H 1, A
mEmAaBTREHARERZED, MTARBITHNHERF, FKER
GameObject &R Ff. KBS GameView HEPEALS, HE
WaitForEndOfFrame yield ZEB W FE . WIER Game & 1 7E 4 ’H &5 HH AN AT WAH AT
EHPRAS, WA ANZALENEGAET N, BRI S iR K Game B 1178 411
Ao

i L [F) 2P (BURR AV Syne) 155 B2 B2 75 B4 il 28 DT FC 2 7 2% B i3, 491 o et/
AT AT e 60HZ(BEFD 60 ME, RFAMEHLI 16ms), 1 a1 SR AR E GG
A ECIX AN FE PRI 10ms), AL 2 55 4r(6ms), B35 HHvE Qe mioh ko 25
PEID T R, BOFERT— IR EBUR S AT, R s B IE B R ds, T2
BEG R — 2 EEN N S IHEGES .

AT A H T VSync 1 Profiler 7] f& £ 7E WaitForTargetFPS #5# T ] CPU Usage
DX 3l 7 AV 2 I R R WA, DR A S P RS O PRI B, DAL TC Y 7 #4828
X LU I E g AR A U AR AR R, RS e 280 W TE S 31— N EEH /M T
wWO b, XHFAFEIRZ CPU 8 GPU LAEKRE.

XM PR A AN L BEREL, T ECE M I IE B ) 8. 7E P BRI TR AR
CPU UEAE IS, BIZHf PR 7E CPU Usage X 38 T2 VSync & IEHE . 1% Edit | Project
Settings | Quality i 44, X5 1 H A RTIEEE B & - DU, 5T BL5E 445 F VSync
BFj i

W RAZFA R TR R N A R g s 12 & & D P I T K& R AR RV BT
SEMEREY R, Unity 7 Debug.Log()MZEMLHIF7i%, W Debug.LogError()
Debug.LogWarning(), £ CPU i F ZAHE N AT HFEIE R K, X FEURAED
Wem, HEZEK CPUMEIHRGENEE 8 3).

X T DA 2 U R/ DU H B kUG, XM IE S A R, BROATE
iR de i, RZHETRR B WS sl BRI R AR, EAETSRALE
AT R AT T e A W, KRR AR TR, A AR R SN
W A L N SRR AN I AT . B, R E R T AN g A EL N
H, {H'ETE Update()El A H I H, F-4—4> MonoBehaviour 2> 7R K 5 H7 i i
HOFT B i o R AR AT N TR 2 AL BT,

VERS, ATRAVE R B 1-11 Bs 4 B A R B B 00 2684 . #isk i H Ead
KRB SRk, WHRE CPU MW RIAT, HEAVFd g ABERBIR.
R, 8 A X S T MR RS, W] DA IR R 18R AR T
HERANE.
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=
|C}uﬂjﬂn|‘!uﬂ

BT P R H 20 (4%

1.2.6  &/MEIMNERFZIR

FHRIIANEAT G G R AE CPU B - KRB AR A, (At h 2.
A RET 2 TR, A SBEZMSAER, XA A T
SCPFROREAE Vi), N PR e P i LT PR 3 W e 1o A RN PR e SRR IUAT LE T
WIRERERS 2, 1 OIS B R G AT 55 B 4 (B S AU HLAR AR Fr) 2 AT £ /7 CPU
WAE. BEELES), X RE s B )

1.2.7 KEBFREBEXIEDHT

T SR R ) R A I T A B RS AR AR, AT BE T s — A P
ST SEBR A . Profiler B 1R A 250t e 7 1 8 (1) R S5OME oL, 75 Bh R 381 75 22
B RIREE W, P E WA MonoBehaviour A1/8 715 S8 T @, MR, T
T 1) R 5 e B, FEAF A TS OUT B AR, DA% Il AR A e o i) R0 (1) 7

N T FERIX RS, W LR — 2 R HOR, ARG ) H AR AT — L4
I3HTe KT Unity BH, EATEA BRI NHE:

o TEAARCHS i Profiler:

o [ ERMHEILFKITIE.

AR ANT A E SR LTI CHRAD M AR . 4o fTaem e
BT A G b A 0 RORIE AR KT P T

1. Profiler BIZ<$% ]

AL T Profiler ZR7E ALY 4% Profiler. XA JLANE HIITIE,
A BAFE Unity STRE R EATT, 3 rpodi B B0 7 VR R AR B AT N B0 AN AR F 23 A 2
eI BT k. BAEAARIS F1#% 4] Profiler, RJ LLIEIE UnityEngine.Profiling.
Profiler Z5f¥) BeginSample()F! EndSample() /77K 5281 .

i, Eb, MR ERE I RAZX G BAM A2 F 3% Rt

8 B7R: 4@ 7 % BeginSample()#= EndSample(X /2 7 & Ay & it A2 P
AT, X HARA IFRIERA.,



F1E MEMEERR 23

BeginSample() /7 VEH — M EEBIMA, VAR HE XA B IMAE CPU
Usage [X15[#) Hierarchy B . 40, i p A o4 B A, IR 4
i R ELAE H 8 SOhR T gy ML, R s

void DoSomethingCompletelyStupid() {
Profiler.BeginSample ("My Profiler Sample");
List<int> 1listOfInts = new List<int>();
listOfInts.Add (i) ;

}
Profiler.EndSample () ;

}

WA A RKINEER SR, Hhas—a a8, H2)E5%
BAEEZAIR) N %2 FE—AE KM CPU MHIEE, SHIRFHAE, &
7 My Profiler Sample #7/8 T HIZ070HL &, ankl 1-12 Fros.

© Profiler
Profiler Modules

8, CPU Usage

= Rendering

= Scripts

B Physics

m Animation

m GarbageCollector
m VSync

= Global lllumination
m Ul

m Others

4

e
Playmode ~_ © 4w rame: 51171 3272 Clesr | iear on ey Deep pre i stacrs & 1 0

Selected: My Profiler Sample _

10ms (100FPS)

9, Rendering
® Batches

m SetPass Calls
| Triangles

o Vertices

£¥ Memory
Hierarchy v | |Main Thread v |CPU:16.43ms GPU:--ms (2 No Details H

Overview Total Self | calls lccAloc  [Timems "lsefms |4
v PlayerLoop 62.4% 0.3% 2 8.0 MB 10.26 0.06
v Update.ScriptRunBehaviourUpdate 59.3% 0.0% 1 8.0 MB 9.75 0.00
v BehaviourUpdate 59.3% 0.0% 1 8.0 MB 9.75 0.01
v Assembly-CSharp.dlll::SomethingStupid.Update() 59.2% 0.0% 1 8.0 MB 9.73 0.00
e e : ETIAT

>

mple |

Assembly-CSharp.dill::ArrayExample.Update()  0.0% 0.0% 5 0B 0.00 0.00

K] 1-12 My Profiler Sample F7 /& T F20 4341 1K

2. BEX CPU &3#f

Profiler R & 0] 1) T H 2 — . HEFFH KN AT ReAs EXAID AT B 2 LRI 5
FrATH &l WYFAHE Unity Profiler /2 545 H T IEMIE R, tBIFAAER
FFRRKT , s R et N AR AT . NEIPEM 4, T#
— SO ARAE AT S A BT R AR — TiE R RE,  BETEAN OK AT REAE AN
RAER S Unity.

ST TRIEEIER R, B RN BA KT RerE & #L AR RS M H Ok
B — AR AR TT & o FEDIR CPU ¥ FH B DU, B IE 75 B2 — AN e 0 v i
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ARG, —MPRE . KBRS Bidx ik, UA—2H T e . NET
E(NHA B, & Mono HEZE)TE System.Diagnostics 44 X2 (Al gt 7 — 4>
Stopwatch 25, #] LB 211 A1)5 3l Stopwatch X%, 1R% 5 E & H Stopwatch X
RIFFLIRET T ZKWA],

BRI /2, Stopwatch KIFATANERM, & REEREHIIZN, HEZRFHE] 1/10
=R, T CPU I8 1550 Ak B (1) S Ay e [ 2 — TR e AT 55, Rk, R
SRR B —FR i Stopwatch 2835 & 77 R 774k

FEFEAR L, SRS FEI — A 0782 2 s AT MRt e Bise il il
T HR LA 5 B AN R, At R i REAE — AN & BRI 8] s AT T 1
K BE AR, ARJE R ETEFER R R AR AT 8, wiAs 20 5 i
LT (PN ]

TEBAT B SRS FE IR E R, ROZSE IR ) B O i /R B . K2 50k
i B LA 30FPS 5 60FPS FI# Iz AT, XEMWA EA1 M A 33 ZEk 16 ZR [
INFIA] R SR AEA T T A N2 . PRI, 5 K R e AR L )3 47 I [] PR
B 10 ZAPLLN, AN T AT RE 2 1 = 2 H T s R AMEAS T .

NS AN EHE SO SRS E L, B Stopwatch TR 25 E MR ELH
A

using System;

using System.Diagnostics;

public class CustomTimer : IDisposable {
private string timerName;
private int numTests;

private Stopwatch watch;

// give the timer a name, and a count of the
// number of tests we're running
public CustomTimer ( string timerName, int numTests) {
_timerName = timerName;
_numTests = numTests;
if (_numTests <= 0) {
_numTests = 1;
}
_watch = Stopwatch.StartNew() ;

// automatically called when the 'using()' block ends
public void Dispose() {

_watch.Stop () ;

float ms = watch.ElapsedMilliseconds;

UnityEngine.Debug.Log( string.Format("{ 0} finished: {1: 0.00}
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" + "milliseconds total, {2: 0.000000} milliseconds per-test "

+ "for {3} tests", _timerName, ms, ms / _numTests, numTests));

}

RR: ARRZELZM AT EL, TR EGRR L E(EAAD
FR)E T ik BB Ao p AR E, XR—AFR LA A% k.

CustomTimer &) V<100 F

const int numTests = 1000;
using (new CustomTimer ("My Test", numTests)) {
for(int i = 0; 1 < numTests; ++i) {
TestFunction () ;

}
} // the timer's Dispose () method is automatically called here

FEAE IR TR, EER T = 5.

F—, AR ZATERRN AT . a0 SAR BRI ) 7R AN [5] 5 U8 A 2 15
FEEAR R ZE R, A BA BRAR I HOAE B 24 ()~ 3 Rom ok .

B, MR WAV AR W, B4 EEE KM E N A S BN =4
A Z(CPU REAR PRI BN A ER, BN B ARAEAE Sl U 0] 1 [R) — X350 o
5@ AR LG, 0K BRSSP 2 e (]

B, BT RLACNER, S2EFOIT)9 1 R RO Bk, R~
CREMINENE A . T %32 NET 3EE —, WL 8 &.

using i T DR AEFRE B UL B HH A PN B IE A B 5% . 24 using BR&S
WA, ¥ H 3hE X917 Dispose() /7 15 R AN BATAr) v B . N T SEBLIX — &,
Xt G b ZiSE IR IDisposable #2111, IXIEfEE E X Dispose() /7%

R, AT DARRAE AH B E &R A R AR RS He, AR BB — A4
PG, A RAEACRS I EE RIS 5 2 58 il — L6 R I, ZE Rt T p AR e b 2
XFEAE Y

187R: using 3 5 using 35 6] ABRA, using 35 &) A T AR LA 69
9 K, ARBREMLARZE., 28, CHPERLARZRGREFE S —
MNREFAH LR,

using B CustomTimer ZEELHE T — A5 19 75 RAT QI A, X P51
THAEHAR I T AR E I A A

75— A BRI 1) B RE e AR (8] X3 SR 3hi, WoR 7 2
FEAE BN B, VIR R T RS, EERE GRS, FEPAT Ho A
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VE 2 i 75 Bt R Awake()FH Start()[=13, W Unity )8 B RAIR K. 1XFhF
BRI T e R R — 80 8h, (B an AR B AE F BRI G AT AT, U255 Ik
SRR AR E R . FRAREER IR, AT AT I IR SO AR B R Y A
FIFEREZFA I, X — B REE,

HARTSOLN, W RAAE BRI WIGA e RS, 7 H SRS HdTE .. X
FHALRAATH, BIAEAE T, FTROR B AR ET .2 Input. GetKeyDown()
H, DMELE TR A S AT a0, R T A AR R AR R A B AT I T v

if (Input.GetKeyDown (KeyCode. Space)) {
const int numTests = 1000;
using (new CustomTimer ("Controlled Test", numTests)) {
for(int 1 = 0; 1 < numTests; i++) {

TestFunction () ;

}

WIATHTIA, Unity ] Console & I H Eic &MLl 44 23R B . Kk,
AN REAE 23 A i o (ESCEE AT D X A TR (S I 28 H G077 W SR 75 R 4R 1) 43 A
B, RS & A B E —MEFE R PRAT TR, R AN A
() L HARIE AT £2), WA 2 28 R g2 q7 H E8dE, FRERERKEflaifit, X
Y5 CustomTimer EAH A . XKHHADIZATINITEE, (HWESRNTF. k2, IR
FE A (] H 824> Debug.Log()WH 2., T2 S 80U IAE P 52 F BN R], AT 52
M N X 5

CustomTimer Z5i0f# H T string. Format() /772 BAKJE RS 8 & “HEIEN
FEEEL” A2, TR RS A2 DR R B A P A E R (1 AR5 Debug.Log("Test: "
+ output);)AE il H € X string X R FEE S FINAE TR, 22 RGEHATHIR
oo AN, XFECKE S SEIRAER v I AT A ) B R AH PR

13 A Fotegex

PEREDRAL 75 N2 — 2 R B AR LT AR = S BRI AN L AR 55 . W] DU/ MUEAE
R B, REKRAA R A RF T i TEZWOVEE R 1k
THEMEARRAA LA RURAR A H B .

KT IR AR — A B o de TRAGEW W BRI 3 FANE K

HEHE :
o IHf# Profiler . E;
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o WATH:
S

1.3.1 IEf# Profiler TR

Profiler & —Fi& it RI4F. EMM LA, Fith, RTEL WA/ IbdEg—A4
DRI E A 78 3% U R 5 SCRY, kAT DL T e R e . XF Profiler TR
MRy RFE . RRPERIRG T AR, HUBRRER AR T T IR M(E R, ATDAERY
6] T s S B N E R EA M. PR N R BIE B A RATEE P
FRRIAE DL R, 384 100 AMPERESRRE TR ZAE R, 17 HAaBAS HE an o] A 2o 47
PERE AT o

BT, A2 UE 23 T I TR R P v o 1 B E (P AR A o o B ) O A B2
PRI B b AE, TR ARE SR 300 WU N 2 H SRR Z A, e nT DN g
{EL R 9 AR AR AR T 5 S80GSR AL T ol S ™ B . (R, ERF [A] I f e B 1 b
WEMERRRELR, BEBRME, HIFA—EEWREFIE R R .

N T AR P P LA XSS T IR HE i 2%, ETTUUK PR ITE R BoR,
HA A S EATAHI M R A FPS {H, X812 SRR 5 In) L 1) 7 SRR R o AN
Profiler TR 1, LCNRIPEESEAL . SHEF—F, RAEHPEREEr
A EE,
B, anR— MRS CPU i UG A 81T 60FPS B¢ 30FPS JE#E S (L ik
TR0 H bRiR), 54 B8 77 A%, MR AR CPU &g 8.
A TC IR 8 A Ul S D e, S T gekiE AR EIE, Fiix
I R0 SHE AN A — N 5 T P P AR 6 110 X (7] A

1.3.2 BT

T2 ML E SR DT FHURF AR 2 BT B EdE, s H i3k
PR E BARE— b Ml o2 7e i 7T RN A EOGB N2 . B2 I 40
i B2 A AR AL PEANIE 98, ik N7l SRR AE DL R TR —
o0k 24 AR DR A AR, ORyE /D 7 EE AL B A

kb Profiler IS TR ELILR , R T 1l e MR 1 R 5 3 SRR 8
FRIUEEARL o T DAFE A IS T8 A0 P X 3 A RS € SR ME SR A /M 2T

2EFEHBACMN, BAZTRIFET —IoradtEA—%
TR L.

IAh, GameObjects ] LM A, CAR IEEAT 1A e A B0, X A B T3k 4 o

8 Rn: ZERERABBETY ARG, BRIFARET -0
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MBI TR EL . X E RS0 5 F BT R R I M e T, AR, WRIR
AERXR, EEREEXN RN, TERERNER[ERHLZ, BLARRZNES
IF] L R AREAT R o

1.3.3 XiE[E)@

HTHE 7T, ZRAEBIAT R 2 R, RN RRNAZ TR
T ER)IE) A, OPIE2ANSE 4 S o Ty 4R AN ik B R Jo 0% BB RAT 55 FIAE 57 T0 2 B
K73 Lo

fiHl Unity Profiler AT 0 M I PEBEACIT IR /1N, FEIEFE Deep Profile I TS, iX
PO 2 B B A ) B S A ST B 2R BN PR RE A SI NN TR PP
AR R AR L LA/, AR 5 L A I (T 5L 1 73 A 4GS .

A DU R RO AR S R o 7 A SR 98] S B AR A o] BE O IS T g
FEURER N IR TP ASEAER] bug, 1 A0SR 2 AN HoAt 2 A T H B LT
iz, WAl A KRN QEREAEH A TRKE T, g &
DU ARBIR A, BURTCIOTARRI 1o SRT, A RAEBUA R 2 b AN T H BT
S, EATRRER MRS SIN BRI, 1A A2 T 2 B R 1 i

BT T T, SR T BRI IEAT T AT, Rz N R
BEAT B — R T, DASGIE B SO R IA 21 7 POYIRCR

14 KZF) 4%

A TS T TS I AN 53 A LR Y R B PR RE IR, 158 T Profiler PR 2
VERIRR S, RR T HFHNG . T T BAAFE MBS, R ERS BN
K4, FFAEROL VR IR EATT, i nl AR B R e

AT T ORI B RE 1) T 7 A MR o 5 SR TR R
e 2 1 R DL SR T RESR miPEREMI T ik FTRL, 2] T AT Z )G, NAES] CHTR
MISEBCR G, LA WMATLE Unity BIAS ek 5o 5 W 00 1 REBRFE »
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