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Draw Call 45~185 | 215 < 32~166 | 209
ERZJITPaR A ~75K (53.9%) ~90K (55.2%)
3% BH VE YL T ~4.5ms ~4.6ms
ANiZ5 BHTE YL B ~3.5ms ~2.9ms
FEAL S AL B 2K 58.3% 54.4%
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B 207 B5Eat iR EEE BN @
= Camera.Render - 4% 139723.00 ms 5556.02 ms 11605
= Drawing 78"/T 72% 10;91;3;19 ms 2373.73 ms 11537
= Render.OpaqueGeometry 38% 1% 52835.04 ms 1163.97 ms 11440
< Render.TransparentGeometry 34% 1% 7 48039.92 ms 964.63 ms 11051
Camera.RenderSkybox 2% 2% 7 2515.86 ms 2482.08 ms 24
Render.Prepare 2% 2°/; 7 2198.27 ms 2198.27 ms 27
= Culling 15% 2% 21387.70 ms 2859.05 ms 1899
= SceneCulling 12% 3% 16118.43 ms 4882.43 ms 995
= WaitingForJob 3% 1% 4851.09 ms 2006.23 ms 226
UlDrawCall.OnWillRenderObject() 3% 3% 3514.70 ms 3514.70 ms 86
CullAllVisibleLights 1% 1% 1429.68 ms 887.73 ms 18
PrepareSceneCullingParameters 1% 1% 1432.66 ms 850.28 ms 10
= Camera.ImageEffects 2% 0% 3000.92 ms 438.04 ms 88
= Camera.ImageEffects 2% 0% 2562.88 ms 1.96 ms 82
= Bloom 2% 0% 2560.92 ms 1.66 ms 82
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= Camera.Render - 4% 139723.00 ms 5556.02 ms 11605
= Drawing 78% 2% 109123.49 ms 2373.73 ms 11537
= Render.OpaqueGeometry 38% 1%, > 52835.04 ms 1163.97 ms 11440
= RenderForwardOpaque.Render 35% 1% - 48906.81 ms 14826.49 ms 11218
= MeshSkinning.Render 13% 71% Yy 1853817 ms 1754.26 ms 1914
=+ MeshRenderer.Render 4% 0% 5877.90_ms 511.40 ms 126
Batch.DrawStatic 4% - 4% \ ‘5456.87 ms 5456.87 ms 169
Clear 2% 2% 3411.61 ms 3411.61 ms 48
RenderForwardOpaque.Sort 1% 1% 7 1678.58 ms 1678.39 ms 18
= Render.TransparentGeometry 34% 1% 48039.92 ms 964.63 ms 11051
= RenderForwardAlpha.Render 32% 8% 44250.87 ms 11393.19 ms 10622
= MeshRenderer.Render 15% 1% 20732.42 ms 1591.04 ms 2366
Mesh.DrawVBO 10% 10% 13850.00 ms 13850.00 ms 612
Mesh.CreateVBO 4% 4% 5291.39 ms 5291.39 ms 109
ParticleSystem.RenderSingle 3% 2% 4578.66 ms 3032.76 ms 147
SpriteRenderer.RenderBatch 2% 2% 245141 ms 2451.41 ms 31
Projector.Render 1% 1% 1683.51 ms 862.25 ms 35

RenderForwardAlpha.Sort 1% 1% 1651.79 ms 1651.68 ms 29
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Draw Call Batching. Texture Packing (MeshBaker%s)
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6 CPU Usage

Cripts

Selected:

Rendering
Physics

Overview Total Self Calls GC Alloc Time ms Self ms A

WaltlngFOIJob 63.0% 7.6% 1 0B 64.81 59.29
5 litInstructions) . 0E

PrepareBatches]
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B u i I t—i n S h a d O W M a p =RenderForwardOpaque. Render

‘%‘ AN\ = MeshRenderer.Render
=

P rOj e Ct 0 r Shader.SetPass
f@: é\ $ j\ RenderForwardOpaque.Prepare

= Culling

Batt BBt SR BSEN
- 2% 171007.91 ms 3009.40 ms
91% 0% 154764.73 ms 781.40 ms
= Render.OpaqueGeometry 54% 0% 92744.69 ms 541.17 ms
51% 7% 87494.96 ms 11233.46 ms.
I =+ Shadows .RenderShadowmap 13% 1% 22400.47 ms 1298.40 ms
10% 1% 17831.27 ms 124523 ms
Clear 8% 8% 13292.02 ms 13292.02 ms
MeshRenderer.RenderStaticBatch 6% 6% 9979.20 ms 9979.20 ms
4% 4% 6822.62 ms 6822.62 ms
= MeshSkinning.Render 3% 0% 5867.90 ms 386.58 ms
2% 1% 4074.08 ms 243291 ms
=+ Render TransparentGeometry 35% 0% 59378.94 ms 456.75 ms
Render.Prepare 1% 1% 1771.78 ms 1771.78 ms
8% 1% 12977.06 ms 2383.26 ms
6% 1% 10487.79 ms 2089.08 ms

= Culling

R @
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10496
4113
1691
560
573
173
235
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ScreenSpaceShadowMask BlurffifE (fE#&: #&XIE{#, blog.uwadd.com) /A
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Fast Shadow Receiverffiff (Asset Store)
[F] B 2 +FShadowmap Al Projector
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NGUIEHROCPUSER > 45EE 9 : 0.8~ UGUIHRRCPUFERS =455 : 0.1 ~

> FH] 10.6ms, 13{E43.8ms; </ 5.4ms, 9EH1.7ms;
MMORPGﬁi UWA3fEZE: 0~5ms, @%ﬁ 21.6%. UWAEZ: 0~5ms, IAFRE: 48.6%.

21.6% %

69%

Canvas.BuildBatch: 0.0 ~ 3.2 ms;

Canvas.SendWillRenderCanvases: 0.0 ~
UlPanel.LateUpdate: 0.4 ~ 8.4 ms; 25ms:

(k)
NGUI ™/ UGUHERIEEL  giokmmmmasnme: 7641808 MB: g iokpmsbianm: 0.0-39.0 MB.
31% UWAEZ#E: <20 MB, X#r%: 35.8%. UWARE: <2MB, skiz&: 54.1%.,
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s (30FPS)

16ms (60FPS)

PU:54.84 3PU:
GC Alloc Time ms Self ms A

Hiera
Overview Total -
WaitingForlob 4% 0B 32.64 30.39
PutGeometrylobFence E
1% E 2.81
£

c

1.11
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— Loading.UpdatePreloading

Loading.UpdatePreloading CPU$ERT

CPURHE(ms)

10000 ¢ . 15000




CPUtAL

o INEHRER

— Loading.UpdatePreloading

BYE Btk BSERLL Bl ES#ER AR O
V<) N,
o HIHE
= | oading.UpdatePreloading - 0% 13560.66 ms 2151 ms 431 AR AN i
= Application.Integrate Assets in Background 100% 1% 13539.14 ms 128.38 ms 431
=4 GarbageCollectAssetsProfile 52% 0% 7102.53 ms 65.09 ms 41
= | oading.AwakeFromLoad 25% 1% 3440.45 ms 85.08 ms 347
Loading.ReadObject 8% 8% 1134.02 ms 1134.02 ms 61
Texture.AwakeFromLoad 8% 8% 1111.50 ms 1111.50 ms 205
= Shader.Parse 8% 1% 1020.11 ms 165.53 ms 67
= Application.LoadLevelAsync Integrate 21% 2% 2867.79 ms 221.53 ms 25
GC.Collect 15% 15% 1987.71 ms 1987.71 ms 25

= UnloadScene 4% 0% 559.93 ms 2217 ms 21
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— Loading.UpdatePreloading

BYE Btk BSERLL Bl ES#ER AR O
,‘//—r N N,
. . o RIHE
= | oading.UpdatePreloading - 0% 13560.66 ms 2151 ms 431 AR AN
= Application.Integrate Assets in Background 100% 1% 13539.14 ms 128.38 ms 431 SN
2 o BRURINEL
= GarbageCollectAssetsProfile 52% 0% 7102.53 ms 65.09 ms 41 AR 72N
= | oading.AwakeFromLoad 25% 1% 3440.45 ms 85.08 ms 347
Loading.ReadObject 8% 8% 1134.02 ms 1134.02 ms 61
Texture.AwakeFromLoad 8% 8% 1111.50 ms 1111.50 ms 205
= Shader.Parse 8% 1% 1020.11 ms 165.53 ms 67
= Application.LoadLevelAsync Integrate 21% 2% 2867.79 ms 221.53 ms 25
GC.Collect 15% 15% 1987.71 ms 1987.71 ms 25

= UnloadScene 4% 0% 559.93 ms 2217 ms 21
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— Loading.UpdatePreloading

252424 Btk BSESLL BN B5#EN AR O .
o BRUEENE
= | oading.UpdatePreloading - 0% 13560.66 ms 2151 ms 431 AR AN i

= Application.Integrate Assets in Background 100% 1% 13539.14 ms 128.38 ms 431

° }//—rf ?7 jJI:I N,
= GarbageCollectAssetsProfile 52% 0% 7102.53 ms 65.09 ms 41 VRS //%\ %Zl‘
= | oading.AwakeFromLoad 25% 1% 3440.45 ms 85.08 ms 347

« GCHEHRT

Loading.ReadObject 8% 8% 1134.02 ms 1134.02 ms 61
Texture. AwakeFromLoad 8% 8% 1111.50 ms 1111.50 ms 205

= Shader.Parse 8% 1% 1020.11 ms 165.53 ms 67

= Application.LoadLevelAsync Integrate 21% 2% 2867.79 ms 221.53 ms 25

GC.Collect 15% 15% 1987.71 ms 1987.71 ms 25

= UnloadScene 4% 0% 559.93 ms 2217 ms 21
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— Loading.UpdatePreloading

252424 Btk BSESLL BN B5#EN AR O
,‘//—r N N,
. . o Y
= | oading.UpdatePreloading - 0% 13560.66 ms 2151 ms 431 AR AN
= Application.Integrate Assets in Background 100% 1% 13539.14 ms 128.38 ms 431

° }//—rf ?7 jJI:I N,
= GarbageCollectAssetsProfile 52% 0% 7102.53 ms 65.09 ms 41 VRS //%\ %Zl‘
= | oading.AwakeFromLoad 25% 1% 3440.45 ms 85.08 ms 347

« GCHEHRT

Loading.ReadObject 8% 8% 1134.02 ms 1134.02 ms 61
Texture. AwakeFromLoad 8% 8% 1111.50 ms 1111.50 ms 205 S E[
« GO
= Shader.Parse 8% 1% 1020.11 ms 165.53 ms 67
= Application.LoadLevelAsync Integrate 21% 2% 2867.79 ms 221.53 ms 25
GC.Collect 15% 15% 1987.71 ms 1987.71 ms 25

= UnloadScene 4% 0% 559.93 ms 2217 ms 21
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A FEINE: http://blog.uwadd.com/archives/LoadingPerformance Texture.html

MRS INEL: http://blog.uwadd.com/archives/LoadingPerformance Mesh.html

Shader/lN#%: http://blog.uwadd.com/archives/LoadingPerformance Shader.html

i B EBOIN#E:  http://blog.uwadd.com/archives/Loading AnimationClip.html
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21261

TaskQueueBehaviour.TaskCoroutine() <Coroutine- MoveNext>
EntryPoint.Update()

UlPanel.LateUpdate()

UlRect.Start()

EntryPoint.LateUpdate()

MainThreadTask.Update()

UlCamera.Update()

Destroy

UlTweener.Update()

BIERTESE(MB)

383.37

49.11

18.84

6.37

5.05

1.54

1.37

0.68

0.53

5

489

18036

1344

820

514

529

FISRARRE(KB)
21.77

279

10.66

13.34

0.29

0.88

1.65

1.35

0.73
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— Shaderfi##T

¥R O CPURE I
FE P ARTE: 4.37146.8 ms

YIME N25.1ms

60.0%
50.0%
40.0%
30.0%
20.0%
10.0%

0.0%

Shader fRATFER 2270

<30ms 30~60ms 60~100ms >100ms a
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& CPU @ | BERESERER
[2:1 569 SCPUER) BENE 2 261 BigRE 24E
(ms) 53t #EMB) EHIEL

Camera.Render 162679 38% EngineDriver.Tick() 133 57%
Canvas.BuildBatch 35872 8% \ AssetLoader.DaemonHandleAssetLoaded() [Coroutine: 20 9%

MoveNext]
EventSystem.Update() 20602 5%

UpdateDelegate.Update() 19 8%
Animator.Update 18682 4%

AssetlLoader.CreateWaitOneFrameCoroutine() 14 6%
ACTActor.LateUpdate() 18077 4% [Coroutine: MoveNext]
SortOrderedRenderAgent.LateUpdate() 16448 4% BHEntityBase.Start() 13 6%
AssetLoader.DaemonHandleAssetLoaded() 14593 3% EventSystem.Update() 8 3%
[Coroutine: MoveNext]

AssetLoader.DaemonLoadAsset() [Coroutine: 5 2%
UpdateDelegate. Update() 13824 3% MoveNext]
Canvas.SendWillRenderCanvases() 10192 2% DramaDriver.Update() 4 2%
Assetloader.DaemonLoadAsset() [Coroutine: 8070 2% LoaderDriver.Tick() 4 2%

MoveNext]
BHAIrVehiclePath.Update() 3 1%
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* ToplOpR#L (CPUJT4HAIHEN 1E 4 HL)
FIHE . W E
¥ X B AR I ]

= MonoSkillButton.Update() - 0% 12.74 MB 654 B. 9552
= MonosSkillButton.UpdateForCDMask 76% 0% 9.70 MB 44.78 KB 9552

= AvatarActor.CanUseSkill 75% 0% 9.57 MB 0B 9552 ﬁ s i E‘

= AvatarActor.IsSPEnough 75% 0% 9.57 MB 0B 9552 .__I:A ﬂ:‘ ,;Fﬁ‘ E ﬁ /I?'\
= AvatarActor.GetSkillSPCost 40% 0% 5.14 MB 637 B 9552
BaseAbilityActor.GetProperty 40% 40% 514 MB 5.14 MB 9552

ﬁ :b > ﬁ Mz

= AvatarActor.GetSkillSPNeed 35% 0% 4.44 MB 8B 9552 i ﬂ:‘ ,;I:.d‘ E r[])\ é&
BaseAbilityActor.GetProperty 35% 35% 4.44 MB 4.44 MB 9552
= MonoSkillButton.Try ToPlayUltraSound 24% 0% 3.01 MB 274B 9518
= AvatarActor.CanUseSkill 24% 0% 3.01 MB 0B 9518
= AvatarActor.IsSPEnough 24% 0% 3.01 MB 0B 9518
= AvatarActor.GetSkillSPCost 13% 0% 1.71 MB 0B 9518
BaseAbilityActor.GetProperty 13% 13% 1.71 MB 1.71 MB 9518
= AvatarActor.GetSkillSPNeed 10% 0% 1.30 MB 648 B 7241

BaseAbilityActor.GetProperty 10% 10% 1.30 MB 1.30 MB 7241
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* ToplOrKZY (CPUJTHHAIHENAE41TE)
— Mono¥E N 7
7 Ji i < 20MB/50MB

25t 64 EHREFHIEMB) 15 ERRE FISIRIERSEKB)
UlPanel.LateUpdate() 29.48 2355 12.82
GameMain.LateUpdate() 16.58 622 27.26
CSceneUnitAl.Update() 16.48 2813 6
Loading.UpdatePreloading 8.91 345 26
GameMain.Update() 8.09 5851 1.42
CoroutineHelper.EnterGameSceneCoroutine() <Coroutine- MoveNext> 6.72 8 859.59
UlCamera.Update() 215 1531 1.44
GameMain.FixedUpdate() 1.33 544 2.51
ParticleController.Update() 1.33 4564 0.3
CSceneUnitAl Start() 1.32 32 42.19
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o SN ZENew Class/Constainer
o 5t Loghan
* Forf{E Foreach
o Stringi&E 4%
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— Mono¥E N 7
Tt S AN B [ HE N A7 97 T

if (!disabléRotating && null == transform.parent_&& IrotationArrived)
{
DoUpdateRotation();
}
TransformAccessor.UpdateRotation 1% 1% 18.00 MB 18.00 MB 10400

TransformAccessor.UpdateScale 9% 9% 14.76 MB 14.76 MB 10400
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if (!disabléRotating && null == transform.parent_&& IrotationArrived)
{
DoUpdateRotation();
}
public bool rotationArrived
{
get
{
return Quaternion.Equals(currentRotation, targetRotation);
}

}
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— j]l:] %ﬂi jj‘ :T;E New WWW 44 LoadFromCache... 0 CreateFromFile CreateFromMemory ()
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