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= 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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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]




Main Tl\!~11

Unity Jol tem
Worker Thread
Norker Thread

PreloadManage

WaitingForlob
4.56ms




16ms (60FPS)

PU:54.84n

Overview Total
WaitingForlob 59.5% 0B
) 1% E

PutGeometrylobFence

Calls GC Alloc

_amera.Rende ‘ =
) E
E

PresentAn

Time ms
32.64

c

1.11
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Self ms
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‘%‘ 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 @
11163
10960
10501
10496
4113
1691
560
573
173
235

76

9820




CPUfLLAL

¢ YRR
— SERBHsTE Y - PR

ScreenSpaceShadowMask BlurffifE (fE#&: #&XIE{#, blog.uwadd.com) /A



— SEPRARSTE S — Receiver IS IE &

Fast Shadow Receiverffiff (Asset Store)
[F] B 2 +FShadowmap Al Projector




CPUtAL

S
o UIFHR
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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Canvas.BuildBatch
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— NGUI % Panel#f 1T B 1. UGUI & 1% Canvasi#t 4T B £ 1)

HRER SEanfEIHA( WEFSHE HEEE Vertex&s Triangles#{& NormalgfE Colors#} Tangents¥E BoneWei
b= ] IF 2 ghts
[C] [NGUI] NewCom 3 399.4 KB 1 8192 18 0 8192 0 0
["] [NGUI] NewCom 1 400.2 KB 1 8192 186 0 8192 0 0
[7] [NGUI] light_ball01_add 2 200.6 KB 1 4096 6 0 4096 0 0
[] [NGUI] Head 2 204.7 KB 1 4096 246 0 4096 0 0
[] [NGUI] Mesh 5 202.1 KB 1 4096 2 0 4096 0 0
[] [NGUI] Mesh 5 202.0 KB 1 4096 18 0 4096 0 0
[] [NGUI] Font Material 2 206.6 KB 1 4096 106 0 4096 0 0
["] [NGUI] Font Material 1 205.9 KB 1 4096 6 0 4096 0 0
] [NGUI Map_1 2 200.8 KB 1 4096 2 0 4096 0 0
["] [NGUI] NewLogin 5 200.9 KB 1 4096 2 0 4096 0 0
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Selected: Canvas.BuildBatch

CPUfLAL

.« UIBHR- T L R T R .

16ms (60FPS)

(59.19ms) »

Overview Total Self Calls GC Alloc Time ms Selfms A Object|
Ca ] end IRenderCanva 24 1 1.3 KB 3 1S 1 N

asMaflagef.RenderOverlays 14 2.1 1 0B 8.74

CPU Usage Selected: Canvas.SendWillRenderCanvases()

Rendering Canyas.BuildBatch 2 3.10 0.00

Scripts —_— -
Physi 33ms (30FPS)
5arbageC

240

r
Others 16ms (60FPS)

Hierarck CPU:S ns

Overview Total Self Calls GC Alloc Time ms S€lf ms A
- - 2 40, o
CarTvas'SendWHIRendelCavnvases() 62.4% 0.0% 1 1.3 K? 36.95 0.01 CPU Usage
anva ist formuUy 1 1 1 1346 0.09 Rendering
S Gra ! 1 1.3 KB .9 vii,uu: J 0
1.3 '8 ¥ : 33ms (30FPS)

sarbage

Selected: ScrollRect.LateUpdate()

1.3 KE
' B

if%—,‘: 16ms (60FPS)

Hierar CPU:59.19ms GPU:0.00ms

Overview Total Self Calls GC Alloc Time ms Selfms A Object
Canvas.SendWillRenderCanvases 24 0 1 1.3 KB 36.95 1 N/A
anvasManager.Render 14.7 1 1 E 74
ScrollRect.LateUpdate() 14.5% 1.6% 2.1KB 8.60 97

anvasRenderer.OnTra 0 112.7 1 : 7.5
2.1 KB
B
B
B
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BB E M K, Canvas, VPAJEZD Canvas.BuildBatch F75E [H]

Selected: Canvas.BuildBatch

é. CPU Usage
Rendering

Container

Hierarch CPU:46.63ms GPU:0.00ms
Overview Total SElf Call§.6C Alloc Time ms Selfms A Object
- i N ‘ Lo -
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Canvas.BuildBatch

Mesh.CreateVBO

Mesh.DrawVBC




CPUtAL

o UIBIR-S A
HEh 4 (17.29ms)

R [fIPixelPerfect, 4 Canvas.SendWillRenderCanvasesflCanvas.BuildBatch

Selected: CanvasRenderer.OnTransformChanged

é cpu Usaja

Total S€IFCalls GCAlloc Time ms Self ms

0

[=]
@ 0y
4 .

Oe
E
:
=
)
B
B 1
:
=
:
E
:
=
:




CPUtAL

o UIEH-HUDIM 24140

— [T, &% 1001




CPUtAL

o UIEH-HUDIM 24140

— SCFHER IR CPU i FT L

ooms (19

Selected: CharacterManager.Update()

6 CPU Usage

Rendering
script

33ms (30FPS)

16ms (60FPS)

b

Overview Total Self Calls GC Alloc Time ms Selfms A

CharacterManager.Update() 40.1% 7.4% 1 8.1 KB 57.15 10.54

endWillRenderCanva o¥.5% 28.3% 1 0E

9.49,
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Canvas.SendWillRenderCanvases()

Canvas.SendWillRenderCanvases{) 74% 25.7% 2 30.49 28.63
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Canvas.BuildBatch

Canvas.BuildBatch 5.9% 0.0% 1 0B 6.34 0.00
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CPU Usage Selected: HudText.Update()

Rendering
33ms (30FPRS)

16ms (60FPS)

+ 77 757
!

Overview Fotal Self alls GC Alloc Time ms Selfms A

HudText.Update() 46.1% 7.3% 0B 3591 5.74
amera.Rende: 19.2% 1.0% 0FE g )€ 2
anvas.BuildBatch 1 ] 1 E S
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— Optimize GameObject

* Animator.Update 5.72:8.28 70%
* MeshSkinning.Update 1.16:3.87 30%

é CPU Usage
Rendering

&% Rend

Animator.Update
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