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BehaviourUpdate / App3.Update() 1200 1877.2 2.2 MB
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FEEW < %ﬁﬁﬂ(ﬁ%ﬁl) ( patzsEd ~ ) HEEE < BE* =E® gt + Mipmap#{£ ¢
n3601_S 2 8.0 MB 1 1024 1024 ARGB32 1
Shared 2 4.0 MB 1 17024 1024 RGBA32 1
fx_104_gun 2 4.0 MB 1 1024 1024 RGBA32 1
fx_normal_attack 2 4.0 MB 1 1024 1024 RGBA32 1
a_function 2 40 MB 1 1024 1024 RGBA32 1
Font Texture 2 4.0 MB 1 2048 2048 Alpha8 1
n/a 2 2.7 MB 1 nan nan nan nan
SplatAlpha 0 2 2.7 MB 1 512 512 ARGB32 10
n/a 1 2.7 MB 1 nan nan nan nan
fx_104_gun2 2 \ 2.0 MB J 1 1024 1024 RGBA4444 1
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polySurface1569 2 63.7 KB 1 535 1155 535 0 535 0
polySurface12 2 10.2 KB 1 80 201 » 80 0 80 0
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Lostgarden_introduce3 1 68.9 KB 1 12.00 60
AirVehiclePath_anim0002 1 83.8 KB 1 7.77 60
AirVehiclePath_anim0001 1 59.5 KB 1 6.00 60
Lostgarden_introduce 1 37.7 KB 1 6.00 60
n2902_idle_2 1 130.5 KB 1 4.23 30

16_attack_4 2 \180.9 KB / 1 4.07 30
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TempBuffer 475 1 15.8 MB 1 1080 1920 ARGB32 1
TempBuffer 207 1 15.8 MB 1 1080 1920 ARGB32 1
TempBuffer 77 1 15.8 MB 1 1080 1920 ARGB32 1
TempBuffer 105 1 15.8 MB 1 1080 1920 ARGB32 1
TempBuffer 311 1 \15.8 MB / 1 1080 1920 ARGB32 1




AFITIL

« WebStream & SerializedFile
— AssetBundle inE Ay A4 B« EPE Y 5 5%

L
sbile-




AFITIL

¢ MonofEN7E
— ZHERERHENFL D
— —Bafd, F=RIEBES

eeeeeeeeeeeeeeee

WEFEFEE(MB)

0000000000




AFITIL

¢ MonofEN7E
— ZHERERHENFL D
— —Bafd, F=RIEBES

Mono Memory @ Reserve d Mono @ Used Mono Unused Mono

00000




AFITIL

+ Monoi 7
- RNV ERNENEFESE

o S New Class/Constainer
o Zi|Loghka
« For{X&Foreach
 StringiE iz
o R RKERFIRIE
« LambdaZFRiA=X . LINQZE SRR EH




AFITIL

Wﬁiﬂ%
— RIRHERITHOldTE AR
- RIER: AFRICRERE  RRIEAE

Texture =

e

0000000000




AFITIL

@ Texture BWREE () Texture RFLHAE

BREAEE/ N
@ eff_light_ball @ yanhuo_00017
E
20 v & v 1
s |
| D |
1.6 “ |
| / \ \
| ‘ \
1.0 | | \
\ ‘ \ ‘\
05 \\ / | \‘ \
{ \
/ | \
0.0 L ! ! L iy
154 5154 10154
s -
TR (AT [ EEFEER ] [ BB RS } [ BB MR ]
AR ET
HEEW * ERARIZRE) | AFESE ¢ HSiIE(E ~ =E S i L= Mipmap#{E ¢
Font Texture 128.2 KB 3 256 256 Alpha8 1
v eff_light_ball 42 KB 2 64 64 ETC2_RGBA8 1
! yanhuo_00017 16.2 KB 2 128 128 ETC2_RGBA8 1
duoduantiao_002 341.6 KB 2 512 512 ETC2_RGBA8 10
shengli_006 682.8 KB 2

1024 1024 ETC_RGB4 11




AFITIL

. WEHE
- =R

B 2EFH

#HE

U

00000




AFITIL

. WEHE
- =R

hRERERERILR
HEER
TREW WESHE ~
BG_CampionCup 512.2 KB
BG_LevelUpbonus 512.2 KB
Icon_Clan 264.2 KB
Font Texture 256.2 KB
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[ Mesh (113) ] [ Material (9) ] [ Shader (3) ]
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topdownmobile_nature
_source_materials.ass

Atlas_Naturel_nmp | Texture2D 2 | stbundle 1024 6827KB | ETC_RGB4 | True False
GroundObjects.assetb
topdownmobile_n é/
_source_materials. N/

Atlas_Alpha1 Texture2D 2 13024 27MB RGBA4444 True False
_source_materials.ass,

Atlas_Nature1 Texture2D 2 etbundle Z 1024 1024 682.7 KB ETC_RGB4 True False
GroundObjects assetb
undle

SplatAlpha 0 Texture2D 1 Terain_Data_1_7.asse | | . 128 853KB | ARGB32 True True
tbundle

SplatAlpha 0 Texture2D 1 :ﬁ;—na'aj-z'asse 128 128 853KB | ARGB32 True True




‘ 228 (210) | | Texture2D (85) J | Material (9) | | Shader (3) |
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[Assetsundlezﬁz VIRtEESE Y/Read/Write [vYISubMeshii® VIGSEE ]

HREWR HRHE ABX (] ERIRIABX PIHEEESE Read/Writ SubMesh TRmER
i B I e N
polySurface370 Mesh 1 [ topdownmobile_buildings_source_models.assetbundle ] Off True 3 3559
polySurface 1566 Mesh 2 Off True 2 1143
polySurface1564 Mesh 1 Off True 2 1115
polySurface 1560 Mesh 1 .asse Off True 2 1019
N
L. e
polySurface1562 Mesh 1 mobile.n e_souroe_n}pch@}ssetbundle] off True 2 954
e
polySurface1572 Mesh 1 [ topd&'vmmobiIe_nah:re_sg@e_models,asseﬂ)undle J Off True 2 912
\\

polySurface366 Mesh 1 [ topdownmobiIe_b@i}gs_souree_models.assetbundle J Off True 2 865
polySurface1558 Mesh 1 l topdownmobiIénature_source_models.assetbundle ] Off True 2 855
polySurface1561 Mesh 1 topdownmobile_nature_source_models.assetbundle ] Off True 2 779
polySurface1568 Mesh 1 [topdownmobile_nature_souroe_models.asseibundle] Off True 2 767
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[ 228 (5830) ] [ AudioClip (259) ] [ Texture2D (1326) ] AnimationClip (906) [ Mesh (801) ] [ Material (1115) ] [ Sprite (1258) ] [ Shader (106) ]

[ TextAsset (58) ] [ Font (1) ]

BANTREIR
[AssetBundlex# [Vistreamphi®¥ VIDensefliB%y (v/Constantpli®y v SphiEy ﬂ“ﬁ:ﬁl]
FREW RN ABX fERAIABIT Stream Densefif Constan SHSH BEEY
I R - n " - - | o tREE RENE ¢ 3 n

idle AnimationClip | 1 0 252 608 860 0

idle AnimationClip | 1 206 638 844 0
showup AnimationClip | 1 247 597 844 0
showup AnimationClip | 1 328 345 673 0

idle AnimationClip | 1 302 371 673 0
showup AnimationClip | 1 304 330 634 0

idle AnimationClip | 1 0 258 376 634 0

run AnimationClip | 1 0 290 304 594 0

idle AnimationClip | 1 0 278 269 547 0
showup AnimationClip | 1 0 282 265 547 0
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etbundle
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topdownmobile_nature_source_materials.asset J

Atlas_Alphat Material 2 bundle build-in Shader Atlas_Alpha1
[ GroundObjects assetbundle ]

topdownmobile_nature_so

Atlas_Nature1 Material 2 build-in Shader Atlas_Nature1_nmp,Atlas_Nature1
4
Rock_atlas Material 1 build-in Shader rocks_atlas_nmp,rocks_atlas
i ials.
Roof2 Material 1 '"”s-“""@a nes-8sS | | puild-in Shader Roof2_nmp,Roof2
£
. 7N,

Roof1 Material 1 topdownmobile_buildings. source_materials.ass | | | Lo oo Roof1_nmp,Roof1

etbundle /

7

stamps Material 1 AL Estamps_source_matenals.asset build-in Shader stamps

bundle
Ruins_Atlas Material 1 ::::ownmoblle_rums_source_maﬁenals.asseibu build-in Shader Ruins_atlas_nmp,Ruins_atlas
Blilding: elemacie Material 1 topdownmobile_buildings_source_materials.ass build-in Shader Building_elements_nmp,Building_ele

ments_glows,Building_elements
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Gpaphics.PresentAndSync
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Selected: Graphics.PresentAndSync

(30FPS)

16ms (60FPS)
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Hierarchy Rl ms JERENT.00ms
Overview Total Self Calls GC Alloc Time ms Self ms A
Graphics. PresentAndSynr 62 4% 0% 0B 24.84 0.00
: 52 0B 24,83 24.38
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