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| Profiling tips |

@ Unity"

ULTIMATE GUIDE
TO PROFILING
UNITY GAMES

ULTIMATE GUIDE
TO PROFILING

Follow this flowchart and use the Profiler to help pinpoint where to focus your optimization efforts:

— START HERE

= UNITY GAMES

Look at the ‘
_ Unity Profiler.
Are we in frame
budget?

Is the main
thread waiting
for another
thread?

No, main thread bound

Where is
the bottleneck?

Implement optimizations

and profile again.
Compare results using
Profile Analyzer to
confirm performance
improvements.

What now?

What might
the fix be?

Use Unity Profiler and
Profile Analyzer to
identify biggest costs. If
you can't see the
problem clearly, try
enabling Deep Profiling,
Call Stacks, or using a
native CPU profiler.

Optimize Scripts,
Physics, Garbage
allocation/collection,
Cameras, U, Animation,
Job dependencies,
Parallelization

Ly .

»| CGreat. Now look

Yes
at Memory!

Are we waiting

Yes, render thread ——»| (= 1® T

Look at Frame
Debugger and
Graphics or
Quality settings

Optimize
Cameras,
Culling, Draw
call batching

SOURCE: ULTIMATE GUIDE TO PROFILING UNITY GAMES E-BOOK

TO77A4)>% eBook M5DFv—hr T Unity 7O I MEMRNICTOT7A)>IT3dDT—070—%RLTWVS
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Unity Profiler DfLiE A =18 5

Unity Profiler i&. SYZALDZTRTI)—XOFERZEHL. FHEDTL —LXR R TRIHAHEC TS
W EIDLKIEBETIDICRIBET,

ZOTATFAT—IEAVAMAYT—=2a>0EBER—RELTVWEY, ¥—LABLUVIVS>OBHTY—
7y 7 INf=I—K (MonoBehaviour @ Start 7zl Update XV R EEED API MU LA Y) %,
ProfilerMarker @ APl ZEB L THTRMICS YISO —ROZrZ20%7O771ILLET,

CPU EXEU—DISYIETIAHILNTEMITEZ D SHBmOELLS, 7' —LICIGL T, Renderer,
Audio. Physics 2 ¥, RO TIOT71S5—EJa—IL#BEIZrHaieTd HIzIE. YIEER
EZHTZT—LTLAPERER-RETEY—LTLA),

4 Ml ks v - R e

Sc‘cc(cd:Trans!omlCh\chchw:.n\nch =

DelayUpdatel.oop.Update() (31.65ms)
oliderTrany Physics.Processing (0.92m /sics FetchResults (0.24n

Phy

Unity Profiler ZE>T7 7 )/r—>3> DN TA—I VRV —ZADEIDE TEZTINT 3,

BIRLETSYRIA—LRDOREOENAILTNAZIDNSTOAT 7 IV I T —2%2RIET BICIE.
lBuild and Runy %7 )29 387, Development Build & & UF Autoconnect Profiler O 7R
IREFTyILTLET WV, Fhld. 7O77100 T8N T T r—oa> 2R LIEWSEIE.
Autoconnect Profiler DRV IRDF v o %N L. 7TV r—2a>RRITEINSFETERTS
ZEHTEET,
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@ Build Profiles

p

. WebGL Switch Platform

[Www)
<z

Build Data

Add Build Profile

Open Scene List

Platform Settings

Welcome to Build Profiles,

System Default
Use Player Settings

ELRRER. TOT771) I =T 5RICHET 2.

TO77MIWNT 3TV TA—LDE—Ty b EEIRLEY, Record REVIE. 75— a> 0B
EE2HPE (TIA4ILETIE 300 7L—L4) EBRLEY, LB ZEIKLAEVWESIE. TUnitys >
TPreferences) > TAnalysis] > [Profilery > TFrame Count; »'5. &&T 2000 7L —L
FTRETTFEI, CNUE Unity TF0Z—HIBIC CPU ICERENMNTITAEIZ HETIHELH S
CeEEKRLETH. FEDIFHIAICLoTUIERATT,
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dules
2, CPU Usage

Global lllumination
ul
Others

Main Thread

Render Thread

Other Threads
Audio

RP for performance and visual quality | Profiling tips | Memory management for XR, web, and mobile games

® I4 Pl MM Frame:145/300 Clear

@ B e :

Selected: Gfx.WaitForPresentOnGfxThread “

Timeline Ea—%f#ALT. CPU {&k#EH GPU KEEN RT3,

TP —=2avil DWTEHARBREIRZAELVDRDRERIZEIE. Deep Profiling BREDEH
TTEY, CHUTEK2T Unity IZFRZVFRI—FROITRTOBEKTENE LRI RZEZSO777)L
TEI3O. 7X)5r—2a>DEDRERHERTIN. BEHDNRETIUREEDHIHEIEREICHZE
HTEFEY, LH L. Deep Profiling IFTRTDOXVYREVH LICA—/N—AYRZEBMT 37D, /N
TA—RI VAP EEDHBZAREMEDHD. FTNUICONTTOTF1I)> Ty arhicy — LAORITEREN
BLBDETY,

BEDIL—LEDTBICIE. TV RORE V)Y I LET, KRIZ.Timeline 7% Hierarchy E21—
ZERALTUTEITVET,

—  Timeline I&. BFEDTL—LDEAIVIICHITBEENBRRERLES, Zhickb, 7I7«E
TADEWI, FLBRAZALYRBITEDESICEELTWSH ZREITEEY, 4T3y
#{ERALT. CPU #k#EH GPU HkiEHh ERERL T T,

—  CPU O7L—LEEED GPU OT7L—LEBLDHELLZWEE. 4 —LIX CPU KET
9o CNIE CPU O —LOD v, ¥IEEE. b LLISMMOHEDMEN RS WTED,
CPU PR V%R Z D% GPU HME->TWLWB WS EEKRLTVLET,

— @IS GPU 7L —LERA CPU OTL—LEBLDBHZVES. 4 —LlL GPU #&7F
T9, ChUE GPU OIS T4y IADL AUV THRESIWTED,. GPU BLVA) V%
BZZ0D% CPU B fF-o>TWVWBR VST eZRLTVWET,
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sual quality | Profiling tips | Memo

y management for XR, web, and mobile games

—  Timeline Hierarchy & ProfileMarkers OfEEZJIL—F{LLTHRRLET. nUcLD. UM
BAOBREIOXN (Timems ¥ Self ms) ICEDWTH Y TILEZLAREZZEHTEET, /e
BAHAOD—ILEPTIL—LEDITR—JE—TXE (GC Alloc) #ATUNTBZZEHTIED,
Time ms LU Self ms #Y—hrFBIICko>T, BEEHEIRT, FIFMPUH LI#aeICiER
LTEHBFEDDD > TVBEEEERETEX T, chld. BBNT+—I AP R LTZEFRD
REICHZERTEZCICRIIBEY,

[ ] Profiler
@ Profiler
Profiler Modules v Playmode v I4 Pl M Frame:145/300 Clear Clear on Play p Profile Call Stacks v e B e
o 5 :
8, CPU Usage 66ms (15FP Selected: Gfx.WaitForPresentOnGfxThread
Rendering
Scripts
Physics
= Animation
GarbageCollector (30FPS)
VSync
Global lllumination
ul 16ms (60FPS)
Others

{¥ Memory
Total Used Memory
Texture Memory

Object Count
= GC Used Memory
GC Allocated In Frame

Hierarchy v Live Main Thread CPU:36.30ms GPU:--ms No Details

PlayerLoop
WaitForTargetF
PostLateUpda shFrameRendering
RenderPipelineManager.DoRenderLoop_Internal()
.WaitForPresentOnGfxThread
CullResults

Scripta
ReflectionProbes.Update
WatermarkRender
UlEvents.IMGUIRenderOverlays
SupportedRenderi atures.IsUIOverlayRenderedBySRP ()
Camera.Ren
EndGraphi b
Update.ScriptRunBehaviourUpdate
FixedUpdate.PhysicsFixedUpdate
U ptRunBehaviourLateUy

PostLateUpdate.UpdateAllRenderers
PreLateUpdate.Parti stemBeginUpdateAll
PostlLateUpdate.ProfilerEndFrame
PostlateUpdate.UpdateAudio
PostlLateUpdate.ParticleSystemEndUpdateAll
EarlyUpdate.UpdateTextureStreamingManager
FixedUpdate.AudioFixe
PreLateUpdate.AlUpdatePostScript
PostLateUpdate.PlayerUpdateCanvases

Hierarchy Ea—TCld. BFEOX T XIC ProfileMarkers ZIARNEZ 2N TES.

Unity Profiler DR2ABEICDOVWTIE. CHEOTHRTEERT, SOT771)2JICEEBNATLARL
B\BEIE. TUnity 70771100 AF9) HTEIFEEIL,

IOz TahEREILT 3E0IC. Profiler .data 77 7L ZREL TSIV, BEZETL. R17E

L7 data ZEEFICEERTHRLTIETV, NTF—IVREHETREHI. FOATFIIVI
B, HBOYAIILICEIILELLDS, £LT. BORLITOTR T,
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Profile Analyzer (RT3

Profile Analyzer (&, Profiler T—2DEHDTL —LEZEHNL. WROTL—LERDIFTZZHTE
F9, 7O IMIEEZMA &, Profiler NS543R i-LWeLFEY, Compare Ea1—Tld.
2 207 —2tybeO—RLTXRTEIENTEIZDT, EEEZTAMNTEZOREREZHXETSZLH
TEFY, Profile Analyzer (& Unity @ Package Manager B 7V XAIBE T, " DIEBEDEEMIC
DUVTIE. T5BE5D Profile Analyzer Fa—RU77)L Z#TELIEE WL,

Playerlcop
PlayerLoop

omparison for cu

TL—LER—H—T—2DFHMIZ. BITFED Profiler 24529 % Profile Analyzer SRR TE %,

TL—LHIODRRERIA LN TY N TIEET S
ETL—LiciE, BELTEUMIL—LE (FPS) KESWESTLNSTYMBESNET. 77
fr—sa % 30 FPS TRATTBICIE. TL—LAS TR 1 7L—L&H70 3333 SU (1000 SV
/30 FPS) £BRBCLRTEEA. A, 60 FPS DIBAK 1 7L— L&D 16.66 SUBY
ADET (1000 SUH /60 FPS).

RBIRR (VR) 7IUTr—2avzRETE5E. B<RELILIL—LL— RT3 i3, RL—X
BRABBRREEERLE—2a v IR AZACOICBBETSEELLRDEY, VR 7V Tr—3>d
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Q | Profiling tips |
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D FEF (1000 TUF /90 FPS)s VRIIRTL—L%Z 2[ETD (—2DRICKLTI1E) LAY
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Unity D750 —TCO—RZOAVNAILLTRITIBHIZHED WebAssembly (Wasm) D/NT+—
IVADREZERTDZICHEETY, Wasm HERD JavaScript EEERT/NTA—T X ZKIEIC
WETETZ—AT. FIEARERIL—LREZERARISER T HICIOT771) >0 2TV0WI—R%
RELTICIFVERPEETY,

TINTZADBEZEEICAND

1 LEAAIITOVTIE, —BLTRABMZES OIE—RNICHE TS ERA. 7/ ZDH—/\—
E—FLT OS A CPU % GPU ZH—TILZAOYRIV TS EBZAREMNHEH5TY, —MRASIRERR]
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ROBTRINTF -V RICEREEZEZSRARMEDHDET,
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PIDTEIFBZLTHZIHBE. €DT—LIF CPU KIFLBRDET, LYRVITDNTA—IVRICEHS
BEDREERD. GPU WIL—LDL AV JICERDIDDTIZ e THZIIBE. TNl GPU K7F
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TAT7715—%fFRIE CPU BEIDETOHNIETL—LNT TV EDRDDOTVE DD, Tl
GPU HRERGONZHMB N TETET, Chid. RDELSIC Gfx ZEREICHOY—H—%2H T3
CIC&oTIThNE Y,

—  Gfx.WaitForCommands ¥—H—HRRINHE. LUF—ALYROERBIEITITLSH.
XA VALYRTRML XY IDRELTWSHEMEDRH DI ZE®RLE T,

—  SEEXIC Gfx.WaitForPresent |CE BT 35 51d. X1V XLYROEFMNTETVSA, GPU H
TL—L%xRBTT20%HF L TVWBREENHZ 2 EKLET,

FHIEARYIDTNARE LV
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Q \ Memory management for XR, web, and mobile games \

AR=SAL I3 DOREZRST | BIDETZRIMEL T NT4+—XVRADET =5 SEI I/
MOBHEZAN—2AL I aV DR CEZRSLEY, AIRRARDETICUINZEFICEIDETS
CLICEO T BFIL—FICHEITPEELEIDETZEB LI, B THNIZBRE (F5R) ORHD
ICfER (BiE) ZEVET. BERIIIZYIICEIDHETONAR—2AL 723> DA —/N—AYR
D—RHEIEBEZEVAS5TY,

UTDFo—yoTr7eyvbO—To > 7%= &mE L ET,
—  BERMAK I ERICKEICHRDZETIYV—IDGAAATESEEFT, ChICE>THIoO—F
BERIZEHEL. KDMERMICVY—RBEBETEZEDBRICEDET,

—  XKEADT7EY,ETYO—KT3 : Resources.UnloadUnusedAssets() ZFE->T. HIHBED
BOWTIEyrDEHBZIXEIEREBLET,

—  Addressable Asset System %Z{EH : Addressable Asset System %3EH LTS V21 LEFIC
EREATT7 Y EEEBLEYT, COPRTLAIRVITRPENTNIND TS YR T+—LICEWTIFHFIC
BHET. UE—rT7EYLORZN IOV TOYOEH . BESFHFAHETR—ELTVET,

HAR=DILIZ—E. EHNICKERADOIYR—JE—TXEVZEEL. BIDHTERRLEY, TEvh
AR—=2OL02aviE AVTFIVRERIFFH LV —>Z2O0—RLEBICEITIN, X1 T074T70
TRV -RDBIDETZRRLET, CHUIBBINICRITEINETH E—TROIRTOFATIT Ik
ZRANBBIZT. T —LTRAEZYEZ—HRELID. BFHNESROIDTBIELDHBDET,

AEBVEARZREBELTZIEVSI L. E=TFXEVZVLDFDET, LWORIDHTHEIFISH. £LT
AR=DIL I3 DFBEEDEIICRIMET 2D Z2BH I ZBKRLED,

SHICOWVWTIE, TWR—U b —T%#IER TS #IBELIETL,.

quite differently in the Editor

Inspect

Managed Memory

Memory Profiler TXFvFoavbEFv7Fv. BRE. BT 2.
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Q \ Memory management for XR, web, and mobile games \

Memory Profiler Z{ERT 3%

Memory Profiler /N —2ld, BTRERPXEVU =R EDRBEERETSHIC. Ix—JE—TX
TVORFYFayvbzBDET, BELAENCLT. Unity D550 E%ZCELIZEL,

Unity Objects 2 7% FERALT. ERTAIXEUIVMNIEHIBRTIZEIEERELED. RDXEUE
FERLTWAF TS IRERDITET, All of Memory 271& Unity DNEBFLTWE R FvFoavhA
DIRTOXEVDOHRERTLET,

Unity T Memory Profiler ZZZBFALTXEUEHEEZHRNETIHEZFUFLLD,

AN} \\ AN N Z \\—\ —
AR—TaAL 03> (GC) DEEZRST
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ERITEELEL. FENET L THSEEDOERTHBERINET,

GC ANAV%Z5|SRCTHEMEDHSD. REDFABRE-TEIDHTITERELELLD,

—  Strings : C# Tld. XFHIFBRETHD. EETEHDEFEA. ARIRICERTZHEEIE.
REBXFHDERMPIREITHSLELLS, JSON ® XML OLSBXFIIR—IDT—2T7
TILOfRTIZEEF. K1 DIC ScriptableObject . MessagePack ¥ Protobuf @& 5 BFH T
T—RZRELELED. FURTLICNFHEZBRTIHENDHBHEIE. StringBuilder 732
ZFERALELELD,

—  Unity B#FECHL | W<OoD0BEEIZE—TEIDYTEERLET, IL—TFDRHTEIDYTS
DTIEHRL, BIAOBRBEXvYIaLFET, . AR—JOREZTEITISEOREBLER
LELELD, BIZIE. FHTXFYE GameObject.tag ZLEE T DD TIEH<. GameObject.
CompareTag ZEALELLS FILLWNFHEZRTEHARN—ISHEETS/H) .

—  RyORt  BRBZHORODICEREREEITCIEBITELLS, CNIEF—BNERATOT
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—  O=FY yield BIFIZHAR—SEFKETEFEAD. HLL WaitForSeconds A7V +%
ERTBEAR—IHRELFY, WaitForSeconds AT oM. yield XTERTZDTIE
B, FeyialTEARALTIETL,

—  LINQ ZIERFIR : WINDAETH. ETRYIZEDEI D, AR—DEREIEHFEY, NT+—
IVRCBEDH BB EIE. LINQ CIERKRIFITEIFT TSIV, FHILWLWES ZEZ KD DI,
for L—=7%&%, URLEFEVELLS,

SMICOWVWTIE, THAR=IOL O3>y ORANTSIT42] DRIY=ZaTIR—JS#TELIETL,
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Q | Profiling tips | Memory management for XR, web, and mobile games | Adaptive Performance

AR=UOL I3V =R TEIRT1IVITZNFET S

HR=2AL U230 7)== LOREDRA VMIHE LRV EHERASEIE. System.
GC.Collect THAR—I ALV % NJH—FBEHTEXT,

BFXEVEEDFEAMAICOVTIE. TEFATVEEZIER TS 2BRLTKETL,

A VD)X )N HAHR=O L O —%FoT

W /=
GC OT—2rO—R%=DE|T3
AVTVAIBIIAR=OL o aviE. 7OJSLDORTHIC 1 BOEVEIDAAEZFKEIEDZIDT
<. BROTL—LICOI>TEEERZIEIE 3. EROIEEZMIBVWEIDIAAZFERLET,
HR=TALIIaVhBNTF—IVRICHEEZRIZLTWRGE. COATIa>yEEFMICLT GC /N
1ODEEEERTEZDESIHDE L THELS, Profile Analyzer ZERLT. HRIODT TV Tr—avic
EOTOX)y N EREERLTIETLY,

@ Project Settings

Android 6.0 'Marshmallow' (API level 23)

Automatic (highest installed)

Configuration

IL2CPP

Api Compatibility Level .NET Standard 2.1
Default (.NET Framework)
Faster runtime
Release
Method Name
v

Not allowed

Prefer External
)

Internal

GC ANAVZBSTIeDICA Y IIRVBINARN=C AL IZ—=ERT .
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Adaptive Performance

Unity & Samsung @ Adaptive Performance ZfE5Z EICK2TTNARDHPERDREZTEHTE
BEYICRGY 3EFEEZISNET, I—H—HREBETL—79355. level of detail (LOD) /N1TX
ZEIMNCHS LT — LR L—XICEMES BT 5 2 e A TEE Y, Adaptive Performance IZ&2 T
FREIIBEITZHETNTF—YVRERALIEDD. IS4V IRDEREEZHIFTTEET,

Adaptive Performance APl Z{E>TF7 U — a3 = MERE TE%—7. Adaptive Performance &
VOO DBEFHE—RBIRHBLET, TNS5DE—FTIE. Adaptive Performance I&WLWODDEER
BRBISH> Ty —LDREZRELET,

—  UEIOIL—LERICLIEBERIL—LL—F

—  TNAADBELARIL

—  BERICHTEZITNTROAEMGE

CPU #&#F %713 GPU I&KZDT /N1 X

ZD 4 DOIBIZTNA ZADIREERE L. Adaptive Performance I&RMLRy I EBENT 3701

BHSNCREZRAELET, CNZI> T/ —CLTHSN B2 EBEZHIGTEILICL>TERRT
E TNATROREZRLET,

Adaptive Performance (CDWTDF#ll&. TPackage Managers > TAdaptive Performancel; >
F'samples) %i#EIRL. TPackage Manager] RICEIGLIT VT ILETELIE IV, EH2TILIF
BWEDRT—Z—CHEERTEIDT. BRIRT—S—HNEDKSITT —LICREZEZ DD HMD
9, £foo TURI—H—RFaxX>+%ERELT Adaptive Performance DFREDEEM. BT API
CEBMEEERYT3HEAZERCCEHRELEY,
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TINAZDHIERET B LITFR LTI T LY,
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@ Package Manager

In Prc
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M

Built-in

Last upaate Ju
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Frame Rate
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Presets ZFALT. HED IO TIMD=Z—XIZEDEBT-R—RF1 VEREDERERTLTLIEI L,
ZOBBMNAR T IO—FICEoT. ROMSTEYMRELINDELSICED, HE5PBZ TSV T+—LA
TEDEIWNTFH—I U AREID—BE LIRBRER/DIEIIDEDDET,

I5BWBAAZZUE Unity Learn D 77— 7Y MDRRN IS O T4R1 £lelE TENAILT T —
2a>DT=HD 3D T—hwiEb] BTELIETV, CNSDUY—XIIEERMEERMEL. Unity 77
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FeBIT. UTDHAKSA % TREIE S N,
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DE—HFAXDKREIBRTIIF¥ICT 70O
TATY, B—DTIXRFvICEBDT IR
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HWELLYAU TR ZAE—R 7Y T TEET,
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D TexturePacker ZERALT. TIXFv%Z
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—  Read/Write Enabled 77> 3>% 471293

AT H A DIHE. CPU & GPU @
one (Use Global Mipmap Limit) - MATT RLRIEERIRERXEVIZOE—HME
B3N, 7O9XFvDAEITYRTUVED
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BEFELEDe TURALBICTIRFvZHE
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ENAIL. XR. 7T D=8 Adaptive Scalable Texture Compression (ATSC) ZfERAL %Y,
FAERDIZLALDT — LD ATSC ZHR— b 3REARYIDTNARZEIZLTBERADIHDET,

BOLWEISNIATDED T,

— AT MUTOTNARZZ—4 kT30S #—L (iPhone 5. 55 %¥), PVRTC %Z{FEH,

— 2016 EUFEIDT/NARERZ—4 2§23 Android °—L, ETC2 (Ericsson Texture Compression)
=R,
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- WebGL Switch Platform
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Ay aDAVR—bREZTHET S
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ZD 1 DBV RATFLXEIIC, HD 12D GPU XEVICREFBINET, IFLAXDIEE. COAT
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° =L
1OR—hREZBENLT S
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BIIEFI=AIAEE V) ERELTES L,

Unity DataTools
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Unity PlayerLoop ICIZF' =LV YOOATEREER T3 -OOBBIEENTVEY, COEEIC
. ERLE IL—LZ e DEFHHENIBTEZ LK DODDIRTLDNEENTUVET, IRTOIIZITRE,
Z D PlayerLoop ICKEFEL TS —LFLAZEHL £,

07710 0%T5 . 7Oz @2 ——— R PlayerLoop FICRRINE Y (Editor A>7R—
> & EditorLoop O TFICRREINET) .

CPU:36.90ms GPU:--ms

Profiler i3, TVIY2EDETIAVTHFIMNAT, ARZLRIVT M |E. 7719 IREZRTT %o
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Unity PlayerLoop % I2f#d %

Unity 7L —LIL—TDETEFZEERICEFALTHLESICLTLIETV,, IARTO Unity XU TR,
VDD DAIRY N ZRDSNI-IBFTREITLET, Awake. Start. Update X\L\o7=. X7UTH
DA TV EER T ZEROEVEZIBE T 2NENHD £, Low-Level APl ZERL T . FL—V—

DEFI—TICHREZLOD v I EBINTIET,

Legend

User caliback
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Start is anly ever called once far a given scrigt. |
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the fixed lime siep is less than he actual frame update lime.

internal ion update i

nternal ion update
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upa;

( yiwid StariCoren

Internal update i

Stata machine s |

OnStatabachineEnterExi
I PracassGraph

OnAnimatonic

Wit Transfarm

WiiteProparios

LateUpdate.

" OnRenderimage

OnDrawGizmos ks only calied white Working in the editor. _ OnDrawSizmos

onGul ]

( vield WalForEndGIF rame

©ONGUI s called multiple time per frame update

OnAgplicationPauss is called afier the frame whers the — -
Pause ocours bul ssues ancther frame before actually pausing, | RS O S e

E—

OnAppiicationCuit
1

OnDissble is called only when the script was disabled during
the

rarme. OnErable will be Called i It is enabled again. Ocbeatie

OnDestroy

PlayerLoop L XZUTrDSA THAZILIZDVWTES,
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— —/— W =
BIL—LRITEINEI-FO&R/IME
JA—FHBIL—LRTINBRENEZILT, €L T, Update. LateUpdate. FixedUpdate 5
FERODYIZMOIRIET, CNSOIRYMEKIE. BT7L—LBEHLBITNEE520WI—R%
BELDICEN BB THZLERIC. EOEETEHRIIVEDRVOSYIZHRIDHTIEATIET,
BRERIRD. WRAD B LISBRICOZFOTYIZRITIBLIICLELELS,

Update 2R T 3HENBIBEIE. n TL—LTLICI—RERTIEZICERFTLTHELLD,
Chid. EVMEEEREZEBOTL—LIZDBIEZ2—RNBFEATHZFITLRASII VI ZERATS
FED1DTT, UTDHITIE. 3 7L—ALTLIZ ExampleExpensiveFunction Z#&={TL TV,

private int interval = 3;
void Update()

{
if (Time.frameCount % interval == @)
{
ExampleExpensiveFunction();
}
}

T5ICRBUVWAEIZ. ExampleExpensiveFunction B\ 57— 2t v CH LTRISH DRIEEITIIES.
BALRSAIVTZFERLT. TOT—FDEREZH Ty MITHLTEIL—LREETSZETY,
N 7L—LIEICTRTOEEZITOIOTIZHR 1 TL—LIEIC 1/n DEEZITS52 LT, CPU A
BEARICZRNA VT D TIF R, 2FELTIDEELTRIARG/NT4+—Y 2V INF5NET,

Start/Awake TlFEWOD W I % EEITS

RO —HO—-RENB L. UTOBBHEA T IMIRHLTHFOHINET,

— Awake
—  OnEnable/OnDisable

— Start

TIVT=2a vhRIDITL—LZLUAVITIBETIE. CNSOBEKTREFm N ELOI YT IdE
IFTLIET WV, 25N HEBUEICO—-RFEEIPRCGZAIREEDHDET,

FRICOVWTIE, TRV FEHDOETIEF] 22RLTEEL,
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28D Unity 1R % BT S
ZED MonoBehaviours THUJY—XHURELRD T, ZED Update XY/ % LateUpdate XV RiZ
HIBRLTLETL,

FAMIINSDAVYREFESIEEIK. FUTOvvT—FoLIT4T = EVET,

#if UNITY_EDITOR
void Update()
{

}
#endif

CCTlEd. FRELGA—N—AYFHEILRIZADIAT Z %<, Update in Editor ZEHRICT NI
FESEHTEET,

TINYITOT AT — X b3
Log AT7—kX> b (#FIC Update. LateUpdate. FixedUpdate) (3/N\74—< > XEZETIE3AEE
HRHDET, EILREZITSHIIC Log AT— R XM EEMICL TSI,

hEIDBEEICITSICIE. VAt TFoLoToT BT Conditional EMEZER TR %
BELTLET WV, BRI, UTDESBARZLISAEERLET,

public static class Logging
{
[System.Diagnostics.Conditional(“"ENABLE_LOG")]
static public void Log(object message)
{
UnityEngine.Debug.Log(message);
}
}

Script Compilation
Scripting Define Symbols
URP
USE_CUSTOM_METADATA
ENABLE_LOG
+

Copy Defines Revert  Apply

ARZLDTIT Oy TALOT1TZBMT B L. ATV EDETES,
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ARZLOZATATAyE—%E/LEY, Player Settings T ENABLE_LOG U7 Ot % #E5h(C
T3L. Log RT— AV ME—E|THETEET,

BELZ&h Debug.DrawlLine X Debug.DrawRay Y. Debug 5 XDMDFERFIZHHTIEED
¥9, CNobFEL. BEDPOAOEREBERLILBDTHD. NTA—IVRAICAIHREEREEZ3
AEeEL HD £,

= o — N _— ~
NFHNINNTA—=Z—DRHODIZ/\Y > a{BREERT S
Unity 1. 7=ZX—2— ITUTI. BLUO =4 —DFONTAEBRBRIZLHIC. PATLRET
XF5aEFERTRIEIEHDEFEA, RRUEBETSEH. IRTOTAONTBIETONT1 ID I
Ny>attkdh, Thoo ID AREICTONT %2 BBI37-DICERINET,

FIX—=Z—, ITUTI. x—HF—T Set XYY Get XVYREFERT35HSIE. XFIIEXV YR
TIFBRCEBEREAVYREZFERALEY, XFIXVYRIFEIIXFAZ/N\vaftL. N\yadhizID &
BEEXYVYRICEEL T,

Animator @7 O/\NT1%ICId& Animator.StringToHash ZfERAL. YT7U7INEIz—F—070O/NTr
%1Z1& Shader.PropertyTolD ZfERAL XY, #IHMEERICCNSD/N\Yy D aBEZEIEL. Get XVwR»
Set XYY RICETREN HDIHBEDDICERICF vy a L TETET,

B 78T —H G EEIRT S
F— SEORERIE. | TL—LBIOATESRET 570, DEICHELET, ALISaVICURN,

By, T4 aF)DENEESIRENEKSTVEITH 2 ETBEEEERTIEDBELLT. CH D
F—AEEICRET S MSDN A1 R ICREVELELD,

OYVR— b ERTEFISBMNT 22 CIf8T5

S>3 LIz AddComponent ZIUH T ICIE. FNRDOERADDDET, Unity 1&. 221 LH
ICAYR— 2 hEBINT 7N, EET3IAVR— M ZOMOMBERIAVR— 2 NEFT VY
FTRIRENHDFT,

WMEBARIVR—R VT TICEY N Ty T INI T LN T EA VU RE 24 TB3IESH. —HRBNIC/N T+ —
IVANBLLADET,

T—LATOTONEAVR—F o heFyvyiadd
Update XV RTOMUE LEEIT37-IC. Awake D Start DEESHNTEREX vy ad30H
=BT,

UTIE. GetComponent UM LAYMEDR LIFMEMICERINTVSHITT,

void Update()
{

Renderer myRenderer = GetComponent<Renderer>();
ExampleFunction(myRenderer) ;
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BHOBERLS T vy aTNBDT. GetComponent #—E 12 TN T LSICLIEADHIERNTT,
FryladInERIZ. FNUULE GetComponent ZMUH Y ¢ 4<. Update THAIFITZZH
TEEY,

private Renderer myRenderer;
void Start()

{
myRenderer = GetComponent<Renderer>();
¥
void Update()
{
ExampleFunction(myRenderer) ;
}

Unity 2020.2 £DFEID/N— 3> Tld. GameObject.Find. GameObject.GetComponent.
Camera.main I3 EEICETAZTVHOTLEN, WEIFESTIEHDEFEA., CIFE X
Update XYY RTINSZHFUPHTDIFEIT. BERZFvyIaLTEREDTFIT1RICRSDH
BB TL&Do

IO T—I)L=ERTS

Instantiate ¥ Destroy |&. HR—JeHR—=JOL 03> (GC) DRNAIEFREIEZAEEEN
HH. —RWICWEBHNEVNTT, RKEDFTPIIMEAVREVRLTZHELRHIHEIF. 77T
INT=INDTI=ZyoEBRLTIIEIW,

Z DI TIE. ObjectPool BBFIADT=&IC 20 {8D PlayerLaser 1 Y XZVRE{ER LT WS,

AT T=ILDRIANT ST XIE. CPU ANAIHDBEIMLFHVE FIZIE. XZa—E@EIC
W3ME) ICBFIBRERAVAIVRAZERTBE TS, T0%. COATSobo T7—)L) #3L
23> TEBHLES, ¥'—LFLARERBIZSECTROMBEIEERT YV RZVAEFMIL ATST
I EBIETZOTIER<EMIL. T—ILICRLET,
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active pooled objects

inactive pooled objects

T TA T TRFAEBITITVEIEEA TSI O T—IL DB,

CO5TBLT 7OV IMOYR—JEIDHETORZRS L. AR—2OL 73R ZBE<SZL
MTEFE Y, Unity ICId. UnityEngine.Pool &BIZEMAS T I ERAREREI N VDA TSI T—
DI OHEENE FNTUVET, Unity 2021 LTS UPETHIARIEEARCD&RIZERIE. ATV T—ILD
BEEBZICL. AT I MDSATHA IR T =LA XD rO—IL B EDIEEZBENLL X5

SVTINBA TSI ONT—=I2 TSR T L% Unity TIERRS 2 A EICDVWTELLEIDIEWESIE. 265
ZHEEEL TS, Fo. Unity Asset Store TAFAIEEACOY Y TILTOD TV MTlE. 7700k
T=UDTNZ=RFDMBLD/INE— 2% Unity —VICRELTRZZEHNTEET,

ScriptableObject =R 3

MonoBehaviour Tl <. ScriptableObject |CE2MIAREPREXRIFEL £, ScriptableObject &
TOCIIMRICEETSZ 7Y MT. —ERITRETIHRELNHDXT,

MonoBehaviours (. #'—LA T I (FIAIETIEHET Transform) RN LTEESHES
REDHBIO RDBA—N—AYRHBRELFT, DED DOEZREFETIHIC.ZLDOERERT—
REVERR T BHENH D EY, ScriptableObject (&7 —LA T UM ¥ Transform ZHIRT 2T
COXEVIYNTIIREZRVLMELET, £fo. 7O T IR RILTT—EFZREFTDIDOT. EHD
S=UhBRILTF—RICTIERATEIHRELRHIBEICEF T,
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SL<HBZERBIE. SUFALPIIEFTZHEDORVN. RLEET—ZICKETIZLDS —LFT
SIUMBHBIBETT, DL —LAT DI CICEBLI-O—HILT—2EFE DD TIERL.
ScriptableObject IZRI LA TEIXT, £LTC FATPIMI. T—22DHOZIAE—TZDT
&R, EET 27y OBRERELET, CNE. ATFH0FATIoMERSTOT I
BVWT, Ki@BENTA—IVRAELEEHS5LET,

ScriptableObject IC 71 —JLRZER L TERHREZR7ZL. MonoBehaviours T ScriptableObject %
BRLET,

Save

Inventory System

Equip
Screen

Z DI TIE. Inventory £S5 ScriptableObject MEI F I F AT —LA TSIV FDREEFIFL TV S,

ScriptableObject D 74— JLREFEHE TS LT, £D MonoBehaviour THI7Y IR EAVRAZVR
LT BIUICT—EHERT D EHSENTETEXT,

VIO TERETTIE. CHUETSA T MNEZ—2D I EN 5 &1L TY, ScriptableObject Zf->T
COESICO—RZBRBEINIX. ZLOEEZIE—TINEHLELAED, XEVITYR I RBEIET
EET, ISAMITARNEZ—2FIFLHETBELD/NNEZ—UPRERANCDVWTELLEVT-WEEIE.
eBook [FH7>/\V4Z—>& SOLID TA—RZELNILT7 v T3] BHHRALLEIL,

Mntroduction to ScriptableObjects(HAGET v 7> 3 )1 F7O5%4%BEEL T, ScriptableObjects
BHBRIT-OTAT T IMIEDLSITRIIDODERDIFTELLS, ZHE5D Unity RFaXVheTo=H
JLHA R TUnity T ScriptableObject Z1#H L TES25—0"— LT —F 70 FvE (BT 51 HBREL
TLIETL,
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VDD DEREIE. ENAINTA—IVRICEBZEZZFREMDHDET,

MRELT—OEEZRSTH. ENICTS

Unity IFENTILOMEE L —2BHHEIT-ILLET, 7TUTr—arTINHMELN TV
BEITEMNICTIN. 2EOIDBVNTA—IVADTHICHEEZRSLET,

@ Project Settings

Browse

F e Type Automatic
Configuration
.NET Standard 2.1
Default (.NET Framework)
Faster runtime
Method Name

v

Not allowed

Disabled

iPhone + iPad
Device SDK

ENAILT—LT TAccelerometer Frequencyl ZFIBALTVWRWESIE. BERICENICT S,
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< A== : == A —
AE7 TPlayer) RE® TQuality) REZXENICTS
Player REICHEVWT. Y R—bINTVWEHEWTSSYET4+—LTIE TAuto Graphics APLI ZEZICL.
BRI T—HA—NUTVRDERERETET, 7SV r—>3>hE0 CPU ZHHR— L TVLARWESIE.
Target Architectures ZEMICLE L&D,

Quality sXET. TRHER Quality LNILEENICLELELD.

N = A —
ARELRYIRBEE ZENICT S
J=LDYIEEEEFEALTLALISE. TAuto Simulation & T TAuto Sync Transforms;
DFTVIENLET, CNSIEELETTIT—23 % AE—RADVIET. CheLoieXUyhid
HOFHA,

N N Nga

BT —ALL—hERERIRT S

ENNTOSTIRTIE. TL—LL—beNYyTU—FGPH—TILZROY )T DNT VA EEZ 0%
EWBHB, 60 FPS TTNTADRRICHETZDTIE AL, ZIMEL LT 30 FPS TORITEKZETLT
<IEEW, Unity OENTILENTFTIAILME 30 FPS ICB>TWET,

XR 7Sy hTA—LBZ—T Y THZIBE. TL—LL— I EHEHTRICIEREISEETY, RAR%E
HMRFLE—a> oy IR RZRBSTEDICIE. ZLDIHE. 72 FPS, 90 FPS, &5I21& 120 FPS 7L —
LL—FDRETT, IDFVWIL—LL—MEIRL—XTIHEEEOE VMAEBRORERICIZIIE. VR BHiE
FOMBLIRTEHICIFEETY, LHALABDS. CHNICITETEECAERDRICEVLWTEEDLHD.
Z2EZVRT7OYD VR AYREYMMIDWTIHFICES T,

ENAIWTNAR, RZ2R7AYD VR AyREyh AR TNAAZDOVWTNUIZEWTH, BLIETL—
LL—FEE&RZIZ. THHOBE—T YN TIYNT+—LEBEDERPHIFKZEE TINS5 T,
BYIRTL—LL—rEEEISEIRTZICICEST. BRBZ TSN ITIA—LBTNIA—IVRELD
A—H—FKEBEOmAERELTEET,

Application.targetFrameRate TS 421 LBICTL —LL— EBBICAEIZ D TEED,
FIZRIE. oKD LIy — P LBHEEN RS — 2Tl 30 FPS RiBICEE L. ¥—LTLATIEELD
B FPS ICRETBLIIEETEENTIET,

RNIRIRSPEE = B T2

FEEBIEDEILELLDS =LA TPV ERERBICRANIEIRELRRVGEIZ. RTPLYTaVT%
SUTNICLTEES WV, BEAVNTVE, O—2RD Transform ZFFH T BB, IILFIALYR%EEH
FTREHAIYRERDET, BEMNEME . FHRER Transform OFEZF|ISEIL. AR—
aALo2ay@OARMHEBIILTLEVET,
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TR THr— L% 2 [BITIEZR<CT BS993

X T. Transform ZEH§IESI&. Transform.SetPositionAndRotation ZEBLTAIB L ElEEE—E
ICEFHLEY, CHICKD Transform ZZ_EEIET A CICKDREETEIA—N—AYREEEETEET,

SURALRICT — LA T TUME Instantiate $RREBEHHBDHE. BAEELELTIE. TR
22T BBICRT LV MEL TEEB T3 TYh,

GameObject.Instantiate(prefab, parent);
GameObject.Instantiate(prefab, parent, position, rotation);

Object.Instantiate IZEAT 25EMI&. Scripting APl ZBEBLTE T,

XR. 7x7. ENTILORAEICEITS Vsync

XR. D7, ENAINDT Sy T4—L%ZBAETZHES. Vsync (Vertical Synchronization) .
Unity T4 — (TProject Settings] > MQuality]) TEMIILTHEMICH>TVREE X TIET LY,
Vsync IEZLDIFEINSD TSV ITA—LDN—FITT LRIV TEITIN. RIV—="DT4TIVT
EHIAL—ABRESaTIENERRLEY, GPU B+ BRI TIL—LELIZIITTETTAR
TLADUTLyal—hIlEhESNBWVEE. ZOREDOTL—LEZFREFLTERTIZZLICEST
WRBNC FPS ZHIBLE T, TSV I4—LTCICZOEEAERTOEFHELLS,

ENANT YR TH—L  BENAILTNARIE. TARATLADI)TLyal—bk GFLLWTFNAAIR
1% <I5E 60Hz U L) ICESLSICERE I Vsyne #R1ITLET, 7IUTr—23>DTL—L4
L—tHZOBEZEEZTEZBE. TNTRIFEIDTL—LERIEL. RAFZYEZ—PANTIHEE
ICRELET, BELIETL—LL— EMIFTIOICIZL VRV TDNTH— VR e REL
FTREHEETHD., BEBMBEZTEIOIHRBENANTNARIZEVWTRL—IGIREE%
BERLET,

DT T FSy b TA—L D HFIC Unity Web BREDDT T TS oY —ICEWTH Vsyne ERI1TT3 L
WEL TARTILADUTLyoal—beDRAEERICLET, J5U—RTRITINZENM
DA—=N—AYREZETDIE. —BLIEIL—LL— 25T 3-00T7 S )r—a>0RiE
1id. REMBNTA—IVRABETZERTIHICIERERTY, JT7/IvhT74—LDMEEIT
IETERDT, HHWBRRBZITSZIH T NARETAMLTLIZE L,

XR7ZYhTx—L : XR REBICBEWVWTIE. ZORENRARDEVWVREEEZIFO>CLHS. &<
BELIETL—LL—rEMHIFITEICIEBEISEETY, <D XR TNTXIL 90Hz UL LT
Vsync ZE{TL. WABZTIL—LL—FDETHI—HF—DFRREPE—3>IvIRRIC
DRMNBZEARENRDHDET, GPU NINSDOEWVERER/LTLOHICIK. LoFUVTHh 4R
BEET 7V —2a3 06550302 &E1LE 5 EHARARTY,

XR. Tz, ENTINDT SR TA—LICHITS Vsync DEBRFEZEMRL. —BLIETIL—LL—I%
BT 37-0ICT7 VT —2a 2RE(b T3 ICEoT BRAT IV IA— L ETaA——DHIRFIC
IGZBRAL—ATEDGBEMOE MEERERHEITEZICHTEET,
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Q Programming and code architecture | Project configuration | Graphics and GPU optimization

Vsync Count

Unity @ Quality 32ERICHS Vsync Countl &EIF. TL—LDLYAVIIRTAIFLADUT
Lyial—heREEENBZHEZRELET, TEvery VBlanks (Vsync Count 1ICHBY) ICERELT:
ma. Unity 37L—LDLYAIVVJZEEETSVILEBL. TAXATLA1DOUT Ly al—hE
EOLSICTL—LL—rEHMRMICHIRLEFT BIZIEX. 60Hz = 60 FPS)s CNUFRIU—>DT17
2T %BERL—RBREDaTIHE N ORRICRIEE T,

F7-1Z. TEvery Second V BlankJ (Vsync Count 2 IZ#B) ICERE LB E. TL—LL—MEEDITEHRD,
TIVr—=2a> )Ty al—rDONTA—I VR E+DITHIFT DL VIRRORIZIRIID
AREMED B D EF, Vsync EER) (Vsync LAWY ICF3E. &K FPS BESNEITHRI)—>DT+
FIVITHREIDZET, LWKODDTIYRT4A—LTIE. REICEADHST/N—RITT7LARILT Vsync
HERITINBZ A HDET,

® Lighting © Inspector L2 Project Settings
=v By QO+~

Adaptive Performance Quality

]

AOQT Settings

X Add Quality Level

Graphics
In-Editor Tutorials Current Build Target: WindowsStandalone

mpL et le to the current build tal
Input System Package 95

Settings
Memory Settings _
Package Manager Name PC High

Physics
Physics 2D ble Render Pipeline is in use, some s

Player

B Rendering

Quality Render Pipeline A B PC_High (Universal Render Pipeline Asset)
Scene Template

Script Execution Order

Servic: 1

ShaderGraph V Every V Blank

Tags and Layers | Usage Don't Sync
TextMesh Pro v Every V Blank

Time dV Blank
Timeline ap Limit o Every Secc =

Ul Toolkit

Version Control

VEX

XR Plugin Management

Current Active Quality Level

Forced On

Particles
Particle R

Terrain Setting Overrides
i g s

Quality 52ERIC# 3 VSync Count
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BIL—LIZBEWVWT, Unity BLYAVVIIBZREBEOHZ AT EREL. FO—I—ILZER
LEY, FO—O—-ILEEIZTav IR AP ICAT DOk (ZAKARY) OEBEZIETRTSDHDT.
—ANYFLRRO-O-LDTI—TTHD, FLHTEITINET,

IOV MOEMHIAEBTICON. GPU OFEERERBILTIODNATSAVHRBIZHRDET,
A=N=HILL 2 E=IN1 TS5 (URP) I&. LRIV ITDEIRBE LTIAT—R, T4T—R +, T
T7—R®D 3 D% HYR—FLTVET,

TAT—RLYRVVTIE. TRTDSA T4 T %I TILNATEMEL. —RIICENTILY —LTI
FTIFIRELTHRINTUVEY, 747—K + (3 Unity 2022 LTS LBICEA TN, TSIk
CCTIEABRLLERENICSI R ER ) VTR TIREDTAT—RL IR ) T EHELE T, ChickbD,
TL—LDLIYA)VTRIZFIRTES ST F 2RO AKIBISEMLES, T477—RE—RIZ. B8
SARN—ZABZHEH BT —LRE. BEOT—IEVWTEBLVEIRKE T, BILYEBR—IDI
FaJr. V=L PC 6D TUTILIE. BEEPETLYMIBIRTE Y,
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| Graphics and GPU optimization

UFDORIF. URPICHIFBLIAIITD 3 DA T a>zBRLTVWED,

Feae 737—F 737—F + T177—F
FITDT ORI .
A -
DUTILEAL | 9 gggg;ﬁgg | msue
S hOBARH =
20DFATF 3y
G N\YI7TOEEDEF L FBEERT/NTF—
<V RELE)
EotILEND IVa—F«Y | TA—FT4>9
P J7L (IERER | L NEEAIYO—FT1>y0 (ERRER. ENTIL
IvaA—Ta>Y | EigE) ([ERERERE) GPU Tld. NTA—IVRICAILTEERZE5Z3
ATREMEH D)
FMICOWTIE. G N\ T 7ADEFED TV —
T EBBRLTIIESI L,
MSAA EqA [F3N ARV
BEZT1T1>7 | 1FW ARV ARV
HIR(ISITHAR—b { Unity 1. T«¢77—R/XR
Camera 0 . HERALT. R—XAXSDHEL VAT,
Stacking TAT—RLYA) I NZA%ERALT. IRT

DA—N=—LAAXSZL AT LET,

Unity 7OY 7T URP ZFEAT 2B EDFFMICDWTIE. eBook LA Unity 20T 15—[EIFD

TN Z—=/)NTTZ1T AT ZBTELIET L,
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GPU D il

IS5T4wPRAL IS T REILT BICIE VR ENTIL . I TDOVWTNICEWTH. Z—F v k/N\—R
IT7OEIRZIERTIMNELRDHDET, Fi-. GPU OMERMATIOAT 7 U I HEZIBRETIHNEN
HOFET, TOATFAI) IS TRBEMNDEZLVREZ LS LTVWANTF v IR EZTEZI D
TEFEY,

—  VRIVRN\—RII7IE. AL—XTERABRDHZEEBREHIFTITI0IC. gWIL—LL—+ (&
% 90 FPS LU L) rFBERBEOEINERINEY, GPU [IEMAS—>% 2 [0 (—DDBIC
WLTI1[ED) LAV ITITEZRELRHD, NIF—IVREETaTIEREORADRELE
BEICITSZEHBERINE T,

— BN TFTRILYTRAY =L EHART, ENTILTNAZDOMIBRESTE XEVIFERSATW
9, RBELICBVWTE. FRO—O—-IIO&IME. TOXFYHAXDHIR. 27N r—F—
DERISEBL. CNSICETNYTU—DHEEPTNARDA—N—b—rETEEHBLRL—
RIEINTA—I VA ETERLET,

—  9x7 U7 FSYRTA—LIZDVWTIE. FHZ Unity Web 2FRT 358, 75U —KRIET
RITTZ3BOHEHWENTA—IVREDNT IV RZRSBLTIERDEFR A, RBILICHWVTIE.
EILRY A XDER. A—REBOR/IME. H5PZRRBZ TSI —PN—RIT7DREIC
WI2HEBREOEREZBAETINENHDET,

GPU DL YA JEEERDID. UTDRNINTZIT1RZ2ERALELLD,

GPU ENYFI—UF 3

TOT77AI)TDEEIE. ROFI—IDBIHEDIDHBEMNTT, RXUFI—IETS5E8ED GPU H'5
EDESBTOAT7A )V IR ERBZIREINDONDET,
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GPU 95710y IRN—RDIFIFAERIZER D FI—ID—EIZDWTIE. GFXBench #8HELT
f2EW, TOUTTHobTIE. BEFARTEELR GPU OIE Y. & GPU OMEDIFICDOVLWTEN
LTWET,

LA TfRat 2 HEaR d B

T—LEa—DRLEICHB Stats) RE>%ZIVvILET, $HL. BEE—RFOT7FIr—23>
BT 3UTINEALDLY AV I ERDBRTEZ IV RUDRTRINET, COT—2EAVT
RONTA—I V2 mBEILLELLS,

—  FPSI1BBLODTL—LE

— CPUMain : 1 JL—LDLYAIYY (BLUVEIVAVRIDITAZ—DEH) ICEYBHH
—  CPUDLYH=ZALYE ! #—LEa—D1TL—LDLUE)VIICEY 3H

—  NyF  ERIEEINSFO--ILOJIIL—F

—  Tris (ZAH) ¥ Verts (JER) | Xy aDIFAXNIDEME

—  SetPass calls : Unity ABIE LD —LA TSI Z2L RT3 T—4— /A%
PDFEZZEB (FNRIRDH CPU A—N—AvREDHLI-STHEEEN HB)

FIITAZ—RAD FPS BT LBHEILRDNTA—I I RICDEDNDBEIERDFEA. RHIERER
BRZE/Z0HIC. ELROTOT77A ) I%Z T3 2EHOHLET, ROFI—I%ZT5H4.
SUBBROTIL—LEZALDR 1 BHI-DDTL— LB EDDIEERIEIZE D X,

W [ Stats Gizmos

Statistics
Audio:
Level: -74.8 dB DSP load: 0.1%
Clipping: 0.0% Stream load: 0.0%

Graphics: 92.6 FPS (10.8ms)

CPU: main 10.8ms render thread 3.1ms
Batches: 240  Saved by batching: 26
Tris: 356.3k Verts: 295.4k

Screen: 2677x1249 - 38.3 MB

SetPass calls: 67 Shadow casters: 114
Visible skinned meshes: 0

Animation components playing: 0
Animator components playing: 6

UTNEALTLA) I ERERT S Mt RD
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Q | GPU optimization

RO—Jd—IL%RE59

F—LA TSI MEBETBTDIZ. 7571y APl (OpenGL. Vulkan. Direct3D %4 ¥) IZRO—
OA—LEFTLET, CPU IIMNERT—F%Z#HELT GPU ANEEITIHNELRHD. ZDH% GPU I
ARVRZMEBLTAT SO LRI 20OT. ERO——ILIFVV—XEZKREITEBELET,
ITIVTZILOYIDERGE. RO—I—)LEOEERREZEIZ. CPU A—/N—AvRZI5IZEM
IHEZUREMLBD T,

PC VYV —ILN\—RIIT7IIAEORO—D—I)LZMBTEIZ—AT. A—N\—AVRIZEETRHEL
DRBRIZETT, ENAILTNARA, VR AYREYh 97750 — 0TI, FO—3-J)LD
BEIIN T —I VR EMIFTBIHICRAIRTY, FO—d—ILEERSIT T, FICUV—XIC
HIRRN BB TSV TA—LICEWVWTIE. IDRL—=XTHRBICL VAV VTR TEBRLSICHEDET,

BICUIT. VR, ENANDT YR TA—LDNTA—I VR Z2RELTBHIc. FO—D—LZHSY
CLIFBEATY, CNEEHT 3D DEELHIKIIUTOEDTY,

1. FTOIAFYTRSR%ZERATS . EHOTIATFvE2E—DTIXAFYTRSRICEFED. TIRAFY
NAVREE LIV RO—D-IEERNMMILET, CAITTITPENTILORBICEWVWTIXIEIC
EET. HIBREDODEILHL VH )V ITMEROE EICDRMNDET,

2. RFVUZINEREILTS . O MDOITFUTILESP T — 4 —HEFIBLTLESIWL, £F
INFRTUTILDONYFHEISICBZICAD, RO—d—IILA—N—AyRHED T,

3. LOD (Level of Detail) 2321793 :LOD ilixFE>TEN TV AT I MDEMMZRHD T
AAZGHEREVATVI/bRO-—-ILEEBSLET. EVLWIL—ALL— E#IFITZICHE—
2 Iy IR RAZBASTOICARRIR A VR %, MIBRENICHIRD HBENTIL TSV T+—LAIC
roTld. CO7TO—FIZEETY,

4. WIVIEMZERYTS  #EH)VITELIVAIIN—2av A IZ TV AR AT DH
LAV ILET, IXTOE2—DMUICHZA TSI MO DA XRIIZE>THH DI
ATV OEEZLBZVWIET, RO—Jd—IILBZHRTIET, ChICL->THEWBTIvk
TA—L FIZVYV—RICHRD HD VT TRENAIINRRICHZ TV TA—LDNTH—I VR
MNEELET,

FA—J-ILZNyFRIETS

FO—O—=)Lo/NyFALE IR, Xya%zEEL T, Unity BA&EDDAVWRO—O—=ILTLYA) VI TS
3L BRBEILDHETT,

FO—2—LANyFRIBIZ. COISBWREZEEZR/NRICHZ. AT IbDOLIRZIZTITHDSB
CPU JXMZHIKL &Y, Unity id. LKDODDTIZvI%EST BEDA TV ELDDBR VY
FICFEHBENTEED,

—  SRP/\yFHLIE : HDRP £7:i& URP ZERALTWLWAIEEIE. Pipeline Asset 5% ® Advanced
IZ%3 SRP Batcher #8%ICLEd, BEMOHZ > —4—%FEHAITSHS. SRP Batcher I
FO—3—=JLE®D GPU £y b7y 7EHIREL. XTVT7ILT—42% GPU XEUITKEICERIFL
9, CHUIKD. CPU DLVAUVJEREZRIBICIIZ D M TEFE T, SRP Ny FULEZTS
ICHETBICIE. BINNROF—T—RTEDD WS T—4H— N7k ZERBLEY, COLUA
>0 0—070—%2O IV MIERTZHEICDOVTE. 25650 SRP RFa XV REEBRBLT
<I2EL,
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Q Graphics and GPU optimization | GPU optimization | Shaders |

@ Inspector
@ Pipeline Asset_High (Universal Render Pipeline Asset)

Addressable

General
Quality
Lighting
Shadows

Post-processing

Advanced

SRP Batcher

Dynamic Batching

Mixed Lighting v

Debug Level Disabled
Shader Variant Log Level Disabled

SRP Batcher |&RO——)L D/ N\ FAIBICIRIL D,

GPU AV REVOVT  BLATSzor (ALAYSa2eITITIEREDEY. K. BERY)
MNERBHBHEIF CPU 722 I ERALET. COTIZVIIE IT Ty RN—RIT
FERFEITNYFUEBZITVWET, GPU 1 VRAEV I T/MICTBICIE. Project T4 RIT
ITUTIL%EZFEIRL. Inspector T Enable Instancing #F v 2L %95

BRIy FUE ZEFL AV AXNIDIFE. Unity BRICITU7IILZHET B Ay a0RO—
T ZEIRTEE T, BMNNYFRUIBLDDMENTIN. DZLDXEVEZFERLET,

BRICFH<KIEDHRWVXyTald. AT Inspector T Batching Static ¥ ¥—2 L9, Unity Id.
EILREHCIARTOEFN XAy 2% 1 DOARIHBAYSallEELEY, F/o. StaticBatchingUtility
ZERATIE. SUR1LRIC FIRIE FEREHRO IO —IvILLARILEERLIZET) 0
S5BEMNNYFEBD TIER TS CHTIED

BRI/ FRIR L NS A Ry adDIFE. Unity 1& CPU ETIERZVIL—FELTE#RL. 215
Z—EICHEBETZEHTEIET E TR BEOO—RIXYLa (BAy2aDIERD 300 LT,
FER7RJEa—FDEFD 900 UTF) H7BRVED. ChefERLAVTIREL, E5THWES
Bl NYFRIBZITSTHDNIBRYL 2% LIC CPU BBEZRETZZLICRDED,

VKOO DEEBIL—ILT, Ny FUREBOMRZZARISERTZEHTEET,
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S—UTHEATETIRAFvORERRLBROMZEY, TIXAFvOBL VBTN, BERER
DITITINBHDLB0, Ny FUEBHBZICRDET, T5IC. AIRBREDTIAFv TSR %
ERALTZEL,

SARRYFIIAREBROBICRADT FSAYAXTRAILTLIES WV, F1IyTOHM D%
TNRITITZILOREEEDDBLTEAEIH XAEVTYRTUMIERLTIIES LY,

EREFICITUTILEAVZAZZIELABVWELSISEELTLIE SV, XU U LD Renderer.
material IC7I71ERTREITUTIEERL. HLLWIAE—ADIT7LURERLET, N
&0, TTICFDOIYT VI ESUBREONYFIIRESINE T, N\vFFIZIDITITIL
ICT7 ot ZLIWESIE. K1 DIC Renderer.sharedMaterial ZfEA LTI,

50 of 100 | unity.com


https://unity.com/ja/releases/lts
https://unity.com/ja/releases/lts
https://unity.com/ja/releases/lts
https://unity.com/ja/releases/lts
https://unity.com/ja/releases/lts
https://unity.com/ja/releases/lts
https://docs.unity3d.com/ja/current/Manual/GPUInstancing.html
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/StaticBatchingUtility.html?
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/Renderer-material.html?
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/Renderer-material.html?
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/Renderer-sharedMaterial.html?

Q Graphics and GPU optimization | GPU optimization | Shaders |

—  Profiler ®&BELHRDL A VT EFE->T. BN\ F AT ErO—O-)L
DM EBICBERLTLIET L,

SMICOVWTIE. FO—O— LNV FALIEQRFa X REBRLTIE IV,

GPU Resident Drawer

GPU Resident Drawer (URP & U HDRP THIFAEE) &, CPU B RE(L T3 LS5 ICRETINE
GPU BBEIDL VAUV IS RTFLT. NIA—IVREALIEET, FNIFIARTSYNTA—LLY
A>T %FR—EL. Vulkan ¥ Metal ZFo-BMEENTILTSVRIA—LDEENTED. BE
DT7ACI VN TCEDEEFEATIBALSICKETTNTULET,

GPU Resident Drawer & BatchRendererGroup APl Zf>T GPU 1R 2RI EHICT —LAT
DrUMEBEL. RO—J—/LE%ERES LT CPU DMUIBRE%EHiE L £9, GPU Resident Drawer
IFUATDHZEDHATEETT,

—  TFT—F+ LYAUIINR

—  OpenGLES Zff<. AVEa—broz—4—%HR—rT305T71v T2 APl BKUOTZVETA4—L4
—  Mesh Renderer AVR—% Vb EFDHF —LATIT N

enderer (Universal Renderer Data)
Instanced Drawing

Disabled
 Instanced Drawing

Disabled

Quality
HDR

FidelityFX Super Resolution 1.0

Per Pixel
v
512

Light Probe Groups
Per Pixel

GPU Resident Drawer : LY —/N\1754> 74y T lNnstanced Drawing) %#3#iR
Instanced Drawing 77> 3> %8R93 . BatchRenderGroup Variants MR EIE TKeep Alll T

BRIFNIEASEV] EWSED Ul EEXyE—UHRRINZEHHDET, JTT1vIXRETID
FTa> % TBD . GPU Resident Drawer OFRELTTTLET,
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Q Graphics and GPU

nization | GPU optimization | Shaders |

£ Project Settings

Graphics

Set Default Render Pipeline Asset

Shader Strip,

Lightmap »

y
ene Template

Import From Current Scene
ion Order

Custom
v

Import From Current Scene
Strip Unused
XR Plugin Management 2 a... RS

Strip if no Entities Graphics package
Strip All
Keep All

Culling Settings

Camera-Relative Culling

Shader Settings

Always include

9571y AFET. BatchRenderGroup Varient DFE% Keep All) (293,

2L=LTFNyH—&ES

TL—=L7N\vA—iE ERO-0-IDBBEDLIICENENDTIL—LIMER T NI-DDZRLTL
9, NPT —HF—DTOANTADIITIN o a—T12 7 TBDIFEBICEERY—ILTHD. 7—L
DLUAIV VI HEEDITBDIRIBET,

@ Frame Debugger

TL—LTNYyH—EITL—LEZRBILTRLDRTY DT B,

TL—L7N\YAHRRHSHTTIN?CESDAPFIAFa— 7L EZELLE T,
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Q | GPU optimization

Graphics Jobs #9Ed %

CDALYRE—RIE. WILFFRIMYTRAY =TSV TA—LTHR—INTED. CPU TILF
ZALYRNTA—I VA %ZEESEZOHENTY, EAHERIE XTVILYR (—RHARS—LODy
DA =AML =23 FBY) ERATA4TITTav IR TRALYR (LYFEIV TR EBY)
BOARERRAHIEIRINZZETT,

COFLWRLYRE—RICEZNTAF—IVROAELIE. FTL—LTEEINZFO—-I—-)LOEIC
ISCTEELET, ZLOATSTIMCTIRTFYESUEM LI —2RYE, RO—O—-ILHT5ICZV
S—=2Tld. WNITA—=IVADKIBICELELET,

LTI P EEPLIEBVESICTS

XR. ENAI. DI7OBEEDHE. BNSAFOEREZGHIRIZICHEET. BFICTHT—RLIUA
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FrINZADFRREEATICLIEWEITRS, =LA TSI TIERL, Canvas OAVR—x V%
EMICLET, CNICED. BUBMICLEEICX Yy AR B #BERTINERHD A,

GraphicRaycaster Z#IPRL. Raycast Target Z#EMNICTS

FIORI=2BZYTFRI )y IR EDATIA R MIIE. GraphicRaycaster 1 7 R—R MR ETT,
B, BELEOZANEZIL—TL. FNH Ul O RectTransform RICH I D ESHERESEL
F9,

T 74JL O GraphicRaycaster ZBEEARAD My M Canvas hSERDREEY, TORODICERD
GraphicRaycaster ZHEEANUBELZER (R4 X7O-ILLIMERY) ICMZAET,

1 v Graphic Raycaster

sraphics v
None
Everything

FI7FILETEMICER>TULS Reversed Graphics &9 %,

I5IC. Raycast Target ZXE Y LERVWIANTOD Ul THEIMEEERTINZEDNICLET, Ul HBE<LD
BERTEMLESIE. COLSBWNIBEETCRBERHBEEZRSTENTIET

[a]l v Image
Source Image [s]BoatAttack-logo-W

None (Material) I
Raycast Tare

'

Simple

Raycast Target |ERTREZR IR DEENICT B0
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IVR%EALIEZ7H. RAMEBIFT TSIV,

X 100
K

: X0
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Start Axis Horizontal
Child Alignment Upper Left
Constraint Flexible
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Y, A—RZAREIAALT FUEALEICLAIV—LENIEERZLDDBVERNYFICR—
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TVWBRAASEEMCLET, ERRIC. —BLEDFYIONRDEAICEBNTVWS, BEEOFYVNRER
HEMICLET,

2Em@ Ul OfFIE. 60 FPS TEHTIHEHN AL, Application.targetFrameRate Z I3
CERETLTIZS LY,

D=ILFZERMEAATZERDF Y I NRICHASEZEIDETS
Event X Render Camera O 71—JLREZER|ICLTH< X, Unity IZBERIIC Camera.main Z{EH
LETH. TNICIRAREREBR/RIDINDET,

Canvas @ RenderMode (i, D XZZRE X L%\ Screen Space - Overlay ZRJEEAFRDERE LT
<IETELN,
[®] v Canvas

World Space

miMain Camera (Camera)

Default
0
Mixed...

Render Mode |2 World Space ZfEfAd 315& 1. Event Camera ZZRICLAL,
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Ul Toolkit /N A—< > X
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RELEY, TOERFEDVEDIF. Ul BEROEDIHFRICERS TN, BEICRELINLUA
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Ul Toolkit Z5ERALT Ul ODNTA—X VR Z&RE{L T D— R BRHRFIEE VWS OMENLE T,

WEBRLA T O ZFERTS

MENBRLAT IR FHT Ul BEROMUBP YA X2RAETZDTIFAHL, Ul Toolkit BRI S
Flexbox BREDL A7 IR —T#EBIBIETY. LAIT7INIIIL—TFRELATIMNEZESNIC
WIBYBT8. NTA—IVADKIBICA ELET, FEESNILATIRL—ILICEDE Ul EROf
BY A XIDELGRRINE T, ENBLATIMERREITZET. FERICLBLATINTED
F=N—=AyrZzOEL. —BE0H3&ELIN Ul LR VT ZREBLET,

Update TEEDEWEIEZEIT S

Update XV RTRITINBIER. 15IC Ul ZROER. 12F. SHEOLSLEVERMFZR/NRICIIZ
&9, Update XV RIE 1 TL—LAICDOE 1 AFUVHINSELH. CNSORIEISEIDIC. HBHWE
AIBEZR PR DFEALARICIT S K SICL TS LY,

© 2024 Unity Technologies 710f100 | unity.com


https://unity.com/ja/releases/lts
https://docs.unity3d.com/ja/current/Manual/UIE-LayoutEngine.html

P

| Ul Toolkit performance optimization tips |

AN MLUE =SB bS5

ARVRDY TRV TIUIEE L. REICHST-SFHREMBRLTIIETV, BEIBA ARV NI
INTA—IVRICEETEDT. BEEARVIFZYTRISATLTLET W,
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RAEANS—hTHERASNTVBREZTILISREELIFZ—DEBITEFRLTLIES V. SHDIL—ILZE
ROARBRRREZAIIS—EINTA—I VR BZEXZURMDHBDET, REZMIL—HIERE
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Unity O 777U —IL&ERLT, Ul O/ST3—IVRRMLRYIEEE L. IENRALA
TOMNTECERABEELR Y. ISICRELTIZBIEZRDITHLELLS,

=T YNTZYRNTF—=LTTANT S
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A—=T4F

O Inspector
F—=TaFE. BENTA—IVAORMLRy2ICIE 0
HOFEEAD. XEVZENTZOICREBELTS imeratie
:ttzt'C%}i'é'o Force To Mono

Normalize

Flowing er (Audio Clip) Import Settings

Load In Background
Ambisonic

Default

v| O ide foriOS

Load Type Decompress On Load
Preload Audio Data* v

Compression Format Vorbis

Quality

Sample Rate Setting Preserve Sample Rate

* Shared setting between multiple platforms.

Original Size: 1.2 MB
Q mported Size 59.1 KB
Ratio 4.77%

FlowingWater

F=TAF V)T DA VR— I RE
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TTDIEEME WAV 771 )L &2 —X7vbhe LTERTS

FE#E7+—< vk (MP3 % Vorbis &) 2R Y 3358 Unity IFEILFEICENZRRL. BERELE T,
COFER. REFERNZD 2 BREL. BRNBBENHILLTLEVED,

)y T ERL. EfEOEYRL—hETITS

FEMEIBLICFoTINYTDH A X X EIVERAEZHIBL T T L,
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Iy TP AL TRERBILLET, FLIIUATORZIEILZSILY,

Vv TH1X | ERG O— R TRE
Decompress on Load ZFRHALXJ, _hid. YOV R%E
£ D 16-bit PCM A —FT1 AT —RIBERTBIE. HIhi
I CPU OAZMOHDDETH P41 LRHIRBE VN T+—
/I (200 KB f?g“g;a TURERIELET,
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Sample Rate Setting #{EHT 3
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MEDTZA=23 VP RATAIE. TZX=2a3>DTLrTa00%, LDEMLBREICRBELINTL
9, LT IIERSNS—RH BNy T7HHD. YTV TEINIcA—TREDMDT—2D
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TEREDBEDHBH IS
Animator @ Culling Mode % Based on Renderers (5% L. Skinned Mesh Renderer @ Update
When Offscreen 7O/NTZ#EMICLET, TNICKD. Unity B EIRRETRVWFYSIE2—DT=
A= 3 2B ETITEAET,

D—0 70— =&t T %

ZOMDRBELIFS—VLANILTITSSENTEET,

—  Animator AT ITUDZEEIC. XFEF)DORHDIC/NYSa%ZERT 3,

—  MRIED Al Layer 3% LT Animator 3> rO—)L§ 3%, OnStateChange. OnTransitionBegin.
ZOMMDARUMMIT B TIVEA—ILNY I ZiRB S BB e AR,

—  State ZJEFERALT. Al DXT—FI 2% Unity DXT—RIIVICEBEIC—BTE 3,
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DY, CNSOARMDEGRDHOHNIL, >Zal—2a> EHMARBLTEYICER TS CHTEET,
UTOE R EFRTZ 82—y TL—LL—FE#FLARHS, Unity @ built-in physics (NVIDIA
PhysX) ZERL TS —LZBSMIBETIET,
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HEZERBEILT S

PlayerSettings T. Prebake Collision Meshes (CIZAJBEARDF v IEANTE T EL LD,
Optimization

Prebake Collision Meshes*
Keep Loaded Shaders Alive*

Preloaded Assets*
AOT Compilation Options*
Strip Engine Code*

Managed Stripping Level Low
Script Call Optimization* Slow and Safe

Vertex Compression* Mixed...
Optimize Mesh Data*
Texture MipMap Stripping*

Prebake Collision Meshes #B%IC9 3

Physics settings (fProject Settingss > TPhysics)) HENTICHREL TSIV, Layer Collision
Matrix ZRIREHRRDERILLF T,

Physics Settings

ixed Update

IOV OYIBREREZEEL. SOBVNTA—TVRES|EHT,

DZal—Ia iEE TR TS
MIBEEI VO VIEEEDRBATY I TEELEZ T, 7O IVMARITINTUVBREEL — M.
FEdit1 > TProject Settingsy > [Time] N"SHEERTI T,

Fixed Timestep 7r—JLRIF. EYMEBEREX TV THEAINIREOEBEZEERLE T, HIRIE.
T7AILNMED 0.02 # (20 SUF) (£ 50 FPS (50 Hz) ICHEHLET,
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Q | Physics |

Project Settings D7 7#JL D Fixed Timestep & 0.02 # (1 #¥#7=D 50 7L—L),

Unity OFZ 7L —LICZH D BERREIEENENEL D0, YIBERESIal—a>eRL2ICEEELTVWS
DIITIEHDEEA. TVPUIIROYIERBERBEATYTETHUUNLET, T7L—LDDTMIEL
BT DR o1 D LTHZE. Unity IXZBREZEFERAL T BYARBEI Ty S TYEERE Il —
2aAvERITIBZIIIVIERELET,

TL—LOERIZREEIDDDIHE. NIF—IVABICDBHBZ L HD £, FIRIE. 7—LAIC
ANTIDRELIHE EROT—LATSIIRDAVRAZV IR TARIDSDT7ILOO—R
RE). TL—LDEITIC 40 SUBUEIDBZEBHDET, TI7A4/ILED 20 SUBOBRERBI TV
Tld. AZRBREZXTYFIC TEVWDL | 72®IC. ROTL—ALT 2 DOYIBEE S IaL—> 3 hET
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T#—LTIE. CHIFHEEDTEINAIILIC DB BEIEELHDFT,

ROTL—LOERFICEKELIDD B . ¥IBERESIal—23>DN\yIOJbRBDET, CDTed.
TL—LHE5IERD. 1 TL—LBDICRITTEIal—2a>0BBEMLEY, EORKER.
NIF—IVRIFTETETLES

ERIICIZYIERROEHFERNRAFERBERATY I ZB RS8N HD &I, COFIRZEBZ3 L.
Unity ISYBEREOEHZHEITEESICRD. F—LICRRZYZ—DEELTLEVET,

MIBERICLD/NT+—YVABBEZERTBICIE. UTET>TLETEL,
— 2Zal—iaYvEEZETFR3O0-IVREFEDD TS YR T+—LTIE. Fixed Timestep Z42—7 vk

TL—LL—bEDBHPPEDICKE LTI SEV AIZIE. E/NAILT 30FPS DIFEIE 0.035 #
ZERALEY. CNE. NT3—IVADOTREINAZILZFRCDICRIIBEY,
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Q Animation | Physics | XR optimization tips

—  Maximum Allowed Timestep Z I3 &D/NE%AME (01#4RY) ZERTIEMEERES S
L—oa>EEIRSVEEFETH. 1 JL—LAICKRIAYIEEEEHORKLEIRINE T,
BR2EZELT 7O IOEHICESHDERDIFT TSIV,

—  RBEBICSLT. YMEEEXTYIEFEHTITVWEEIE. TL—LDFEHEMET SimulationMode
ZBEIRLET, ChICKD. MBEREXTY/ZRTIZF1I0%OMO—ILTEET, Time.
deltaTime % Physics.Simulate ICE9 T, MERERSIal—2a VBB eRAPAIES
CEHTEXT,

COFER EHBYIERECTL—LBBICKEILBEMNHSZS—2TiE ¥YERESIal—2ard
RLEICHRBPIREMD BB, ERICITEIRIVETT,

. B oe

ed: TransformChangedDispatch *

FE§Ial—2avii&? Unity >—>0 707717

MeshCollider [@l7F(Z CookingOptions #Z#E ¢ 3

MIERETHEAINS AV ald. IyF I JeMENETOERZRET, Thid. L1F v Mot
REDYIEER I T)TEIFI BLIICRY 2z mLET

MeshCollider ICi&. ¥MIEEBEDOHD Xy a %R TDDICRILDLDHD CookingOptions HY
HDET, XvPalllNSORENVELRVWEKIETIZHEIE. CNSEZEMLTIOYF I IER%Z
REMETTIET,

CDIHEIF. B MeshCollider @ CookingOptions T. EnableMeshCleaning. WeldColocatedVertices.
CookForFasterSimulation DF v 7 ZALTLIE SV, TNEDA T avid. FVE2LEICTOY—
SrILERTNIEAY 23BN TID. Xy 2add TICBU R =AREEF>TVIIHEIFEMIC
TZEET.
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F7o. PC #H2—4whICLTW3IHEEIE. Use Fast Midphase ZBICLTEWVTLIZ T L, Zhid.
2Zal—2a>OHREERRET PhysX 41 OFETILIUXLICTIDEDLDES WPIEEEIT)DT=HIC
RETZUEMDHZ=AFDNSHEYRERDIATDICRIBEEY) .

~ Procedural Mesh

> ayer Default

None

Everything

P Procedural Mesh

Cook For Faster Simulation
Enable Mesh Cleaning
Weld Colocated Vertices
Use Fast Midphase

Xy a0 IyFIIF T3>

Physics.BakeMesh =fEfR9 3

F=LTLARIIXy>a%= O —JvIVERT 258, 41 LEIC MeshCollider #{ERT 3 &
MTEFET, LHL. MeshCollider AV R—R IV REEEX YD AISBMTRE. X1V Ly RTHIE
BEEOYY [ RAULET, CHIFEE% CPU RBEIZEE T 3AREMNHDET,

Physics.BakeMesh ZfEf LT MeshCollider EHETHERATIAYaZEfHL. XRA1IT—F%Z Xy
SaBBEICFRELTESV, COXyazB8BI3HHLL MeshCollider (F. (Xy>a®BERTY
TRDTIERL) TORTIIBEHAT—2EBFALEY. CHdRIC. O—>0O—REEP1YIXEZ2UX
TEDRFREZEMEI DDICRIIBET,

INTA—=I VR %EREILT BICIE. C# Job System ZFEALTAY 2D I7yF I %RDI LY RICAT

O—RIBZEDNTEIET, ERODALYRIZELD>TAY L2 ERAITEZAEDEMICDOVTIE,
ZELDHEBBLTIIESIL,
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Q | Physics |

- R e

Selected: BakeMeshJob (Burst)

Profiler ® BakeMeshJob

[AR7S —>1Z1E Box Pruning #EHRT %

Unity O ¥IBEEI > UIE 2 DDA TY I TRITINE S,
—  TA—-F7x—X: 2177 & T —TINAVIL=ERALTEENLERZINE
—  FO-7—-X  IVIVHEBIEREZHE

JO—R7z—XDTT7#ILMRTE TH S Sweep and Prune BroadPhase (TEdits > TProject
Settingsl > TPhysics) > TBroadPhase Typel) (F.—MXMICTFIET ZLOIAZAE—HH2T—
JLRICH L TR ZRE T B B0 RN B D £,

S—=VHEARTIFLALTEDIZEIE. COREZE|TT. Automatic Box Pruning %7:13 Multibox
Pruning Broadphase ICtIDE X T TV CNHDA TS aviET—ILREST)YRIZHDEIL. &Iy
REIDRA—FRTIL—2FRITLET,

Multibox Pruning Broadphase Tid. T—ILFDER TV R LI OB ZFHTIEETETEFIH
Automatic Box Pruning Tz ZNEHELTNE T,
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@ Project Setings

ting:

Physics # 7> 3> ® Broadphase Type

VILIN—DAFL—23 > %ZEETS
HEOYIEEEARTADOIIal—2a>yzIDERICITVWEWESIE. TORTr D Rigidbody.
solverlterations &L %9,

@ project settings

Physics Settings

Fixed Update

12w RART+ ZkIC Default Solver Iterations 4 —/\—251K93
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Z & Physics.defaultSolverlterations (FEdity > TProject Settings1 > Physics) > Default
Solver Iterations] H5H7 7 XA8E) ZA—/N—F1RLZXT,

YIEEESIaL—avERELT3ICE. 7O oD defaultSolvelterations | ELERIIE L ViE
ZHRELET, ELT SDFEMELBRIBERELDAVREZVRIC. &DEWARA L Rigidbody.
solverlterations fEZERAL £,

HEN D VRT3 — LEBREHEINICT S

FT7A4ILETIE. Unity & Transform OZEEZYEEET OV BFMNICERALEEA. KD DIC.
ROYPIBEENEFINDET. £/IFFEIT Physics.SyncTransforms HPEIENS FTRHELF TS
CNEBMICTE . 0D Transform £lEZDFATI LI MIHS Rigidbody *° Collider Hi4IE
BEIVOVEEHNICERSINET,

FETRAINEZIIVT

autoSyncTransforms NEDIFE. Unity |& FixedUpdate THIIBEE > IaL—>a>hfTh
N3al. F7-I& Physics.Simulate THHRMICERSNIIBEICOA NSV R TA—LZREHELF T,
Transform OZBCYIREROEFOMIC. MIBEEREI O UHSEEGAAL APl ZFERAT 3155
. ISICAEEITSHERHIHhBLNERFA. CDFlELT. Rigidbody.position (2771293
Z&*. Physics.Raycast #3179 3 EhEIFENET,

NIF—IXVADRANTZIT1R

autoSyncTransforms IFRFTOYIEEE I TUZRIELFTH. NTA—IVALDOOARMNIRELFT,
YIREERED APl ZIEUVH T I-CICEEANDEHII NS FICERO T Z&EKRELTRITIS
HEIE. NITA—TVZAMMBET RN HBDET, UATDRIANTZIT70 RITRSTLIE I,

— BERFEUSNE autoSyncTransforms ZERICTS | ' —LXNZ IR b, [EETHREN A
FEEDAR R AIGEICDHFBEMNIC LTI,

—  FETRHTS : NTFx—IUREBELIEZICIE. BFD Transform T—2%E BB I3
H LO#IIC. Physics.SyncTransforms() ZfEBALT Transform ZFHTRMIE X9, <D
FiEIE. JO—/NLIC autoSyncTransforms Z8ICT 3 LD HIIERMTY,
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Q Animation | Physics | XR optimization tips

Physics Settings

Projected Gauss Seidel

Unity T Auto Sync Transform Z&EMICL TS —>%2 7077193

Contact Array ={£H9 %

Contact Array &, BET—4 (i) ZEFFEX TRV LVERTIHEZRMBLET. DED.
BERARCCICHEM S DRI DERIN. ENICTI7EILTUETZENTEEY, BBYITHS
7=, EFHELIEXATU IOV %RMEL. BRT—2DNIBROT7 I/t EEER LI EEYT, o N\vF
WIBICE LIS TT — 2% ¥/ TS NTF—IVABROENBZEIRTIE CH# Job System LHEAED
HTHERTZEHFEETY,

Reuse Collision Callbacks

ERECHIE—RANICH R DZETH 7. BEIZERI-INYIZBRABY 5D HEMES)ZER
THRIENHMBEINET, L. KEDHED HBHBRIIUTORZERL TSI,

MonoBehaviour.OnCollisionEnter. MonoBehaviour.OnCollisionStay. #& U MonoBehaviour.
OnCollisionExit @A=L\ ZIFTRT. BRA DRIV RAZENTA—FZ—E LTRITRMD T, COERE
AVRAVREIXZ—T =T LICEIDH TSN, AR—JOAL VRSN AITNIERDEEA

HR=SOREEZRDIE-VIEEIL Physics.reuseCollisionCallbacks (TProjects Settings.
> TPhysics1 > TReuse Collision Callbacksy H'56 77t XA8E) ZBMLET. chEEIC
FBL. Unity IZBI=INYIIZ 1 DDEERTAVRAZVAFEFEEDHTEY, KD, AR—
PALIZ—ADOERBEFNRD. NTA—I VAN EMELET,
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INTA— > RE EDT=8.—fi%BIIC I3 TReuse Collision Callbacksi ZEICERICT R HHERINET,
COMBEEENICTZDIE. A—RIMEL D Collision VZADA Y AEAVRIKIZLTHED BLDT1—
ILRERETIOHNIEREN AL A —TOSTIMIED T,

jon Entered, Collision Hash: -328171520

Fixed
Delta: goe
Previous

Time: g

Current

Time: et i

Unity 1>V —JLTl&. Collision Entered & Collision Stay IZ 1 DDEREA YV RAEZV AN H B,

EEas O Rl S Bk VAN

BMIOS14—IF. Collider AV R—%>h%2#F5. Rigidbody ZFl-AWS —LA TV TY,

FEEMY) CWOEELIBRMIC, BNISI4—3E8DITEATEET, ThETIICR. MIBERERT«
DUEZZEEIBIEITTY, WEDOEZRBEL. VMIEREEHORICERALEYT, #HNIZ14—%
DI EIFIC, Rigidbody IV R—RVMZEBMT2HEREHDEEA,

LHL. IS4 —ZtOYEBEBERERTA Lo BB A ETHEERASIELWVIESIE
Kinematic Rigidbody ZBM LT T W, Transform AV R— U MNIT7oEXTEZHKHDIC.
Rigidbody.position & Rigidbody.rotation Z AL TEHMLTLIEIV. ChICED. YIEEET I 0
ENMEDFRAILPI<ABDET,

F:bl. SYETLBICEALD Static Collider 2D #EL1D. BREIZINELHIIEEIL.
Rigidbody 2D J>R—=%>r%BML. Body Type % Static ICSREL 9, _tud. Rigidbody 2D
MHBZEIC Collider 2D DL —a>EEDRATIBT=HTT, F>4-1 LK Collider 2D D
IIN—TF%ZBEEED. BRETIHVENHZHE. ThENDT —LATI I M 2@R)ICHEE
IEB3EDH. IERRICEOTLS 1 DDF Rigidbody 2D DFICLIcADERSED T,
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FERIDHTOTZFEATS

3D ATV TREDESrARICHDZIATIEA—%RHE LINET BICIF. L1y X P BoxCast
DESBMMOYIEEE I T = FERLE T,

OverlapSphere X OverlapBox D &SI, O A4 —%Ec5 & L TRY Physics 7TUIE. 215
DATP O YR —CE—TFEICEIDHETRARELNH B CITERLTIEIL, ChiE. AR=Y
AL VA—HREMICEIDETONAT OV ERINTIHNENHZZEKL. ENHRE-T
BAZIVTTRIDENTF—IVADME T I AN H D £

CDFA—=N—=AYRERSTICIE. TNS5DIITUD NonAlloc N—2a>zERLEY, FlZIE. 5
MEDEDICHZIRNTDEZSNZATAR—%UET 37| OverlapSphere ZfERA L TWV3IHE 3.
K DI OverlapSphereNonAlloc ZER LTIV,

CHIUZED, NyTr7e LTHEET 20514 — DS (results /NSX—4—) ZETEHTEET,
NonAlloc XV RIGAR—JEZREETETICHELET. TNUANDRTIE. METIEDEHTXYYER
CRILESICHEEREL X,

NonAlloc XVyRZFEAT3EIE. +RBY A XDERNYIF7EZERTBHVENHBLITERLT
KTV NYITF7OREHNFRELIEE. BEINICHRINSZLIEHDEEA-

2D ¥BEE

FEOEVNE 2D WIEBEE VT IICIEETEED FEA. TNkl Unity @ 2D ¥IEEE S X T LTI
XYwRIZ TNonAllocl EWSH T4y IXDBRWEHTY, TORDODIC. BROBERZIRT AV YR
ESUINRTO 2D YIEFEEXVYRIE. BB FELIFURANEZFFITE2F—NN—O—RZRHLED,
BIZIE. 3D YIEEE S X TLICIE RaycastNonAlloc DESBXVYRBHDFTH. 2D TiE. UTFTD
£5IC. BIZERT)E Tl List<T> /NS A—H2— LT (1B Raycast DA —/N—O—RhRZFEVET,

var results = new List<RaycastHit2D>();

int hitCount = Physics2D.Raycast(origin, direction, contactFilter,
results);

F—N—O—REFRATIET. 5574 NonAlloc XVYREMREBXHETIC. 2D ¥IEEESXTLT
FFEDYTITVRRITIBR_ENTEET,

LAF v ANDT T2/ \yFAUIET S

Physics.Raycast ZAWTLAFvRMIITVZRITTEFY, LHL. LTFVvINMEEOHAZVEE
(= 10,000 EDRRDHERY) . CPU BRNKIBISHESNZ AL HDET,

C# Job System T RaycastCommand ZERALTIIVZ/N\YFRIBELEX T, CHUSED. X1VRLYER
DOEEZAT7O—FL. LAFvANZIEREAD DAFIITSSEMNTEET,

RaycastCommands M RFa XV ER=IHSERHIE BT,
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Physics Debugger > TtREN TS

Physics Debug 7> R (TWindows > TAnalysisi > TPhysics Debugger)) ={ERLTRIE
DHBZATAE—PAR—BDOLZ TN a—TaVJIRIITRIENTIEY, Chid. BEWICEZRTS
AREMOHZT —LA T 2EBRFTLTRRLED,

Clear locked objects

Physics Debugger Tl MEEEEA TSI EDLSICHEEERT2h 2 HENICHER TS %,

SEHICDULTIE. Physics Debugger D RF a2 X EIEBELIE TV,

J—070—cd7RL—23>

N—=2aYEREESNEER

Unity TO7 V7 =232 DBRIE ZLORREZETACAKENDRERTI, F—LHAASKRL—
23V TERLSICTOP I RBICHREINTVBRCEZEFEELTLIET L,

N—23VEIEIVRTL(VCS) ZEATHE. TOP IV ROBEZRETCIEIMENRTZEEL.
F—LHBHEMNICATL—2a>ZT5CBHREICLET

7Oz TrAIIE. URSRIERIENZHET—EZR—XICRESNE T, EHENICTOS I~
EURISRIINYIT YT TRIET. AHBEEHLIRELE. 7O ELUEION—3VICRY
C D HEBEICERD XY,

VCS ZAWd L. BRIOEEZEHITV. N—JaZ>JBICENSZ 1 20FIIL—Fe L TaAZIyhTE
9. COAIVMI. FOPTIMDEALIAIY EO—RE LTUEDIFENET, URIDON—U3>
ICRIHENHZHE. TOIAIYMIBOEBRIRTTICRIN. 7OV ZDRFRDIREEIC
BrInEd, ISYMRTIN-—HMEETNREEZLEa—LTEETEICH. IIYhZERLICHED
HIZEHEBETY,
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7Oz 2EDOREICTIEZATES D, EDEEICEOTNITDRELIHZRELID. BEIC
HIBR S NTcBEZ BT LD, ¥ —LPEEOV) —AFOEEZBHEICRFaAXVMIFEHTDTS
CENTEIBELSICHDETD,

TSI, N=2a BRI IIURFLIEFHT —N—ICRESNBZIEHZVH. ARF—LHET
THEELTLWTHOASRL—2avzYR—bIBIEHTEET, VE—FT—ID—RILLTWVBE S,
COXRVYMMIEDEELDHDICBRO>TVET,

Unity Version Control

Unity Version Control (UVCS) &, 7AOJSN—7—T0AbEHR— 21— >2—T1—X
ZRRT-RHBN—D3VBEVRATLATY, KRBEBURSEIPNAFTUT7ILOFWEBNTED,
T7ANR—=REBEEELYIR—ROY)a—23> LT 7AJPIMEILREETIERL FEHD
BEDI7AINDHELTVO—RTEXT,

UVCS ICT77tERTBHEIE 3 D2HDET, UVCS TRV YT U147 bR ERLTERDT7 S )r—
SR URSRICTOERE S, Unity Hub Z@LTFOSTIMIBME 3. £ldvz 7750
H*5 Unity Cloud EQURISRIZTIERTZHETT,

UVCS 13U T ZRIBLE T,

— T=hrTFEYIPREIINYITYTINTWB I ERRLADSEET 3,

—  BT7tvhOFREEZEHT 3,

— TEyrEMEIOAITL—avIcRT,

—  B—phRURSKITEILIN IO ERITT 3.

—  BEOTIYRIA—LTRAERIDREICTSVFEERT %0

T5IC. UVCS IFBNI-RIEIY =L THEO—TILEZEBLET, FICT7—TrXME. BAEF—LL
T—rF—LDHREELIDBRICT B EBET S Gluon 7S r—o3>v@1—HF—JLYRY—HDJ—
I70—%5ETZTLLSe COTFT V=23 aEATIE. 7OV NEEROURI NI ZEMIC
WO, BBRI7AIVEITEEREICESRSSVOBEETESLSICRDEY, @RtInizv—o7

O—ZRMHE I3 TEHRL 7EYFDON-D3>VDEBVERENICHER TS fi—SnicnN—2avE
BRIBAOERZAZICTEY-ILBRHLTVET,

N=23 BBOY—JICRIIDL SIS, Editor 52E T Asset Serialization @ Mode 7' Force Text
ICRRELTH B CERELTLIES L,

Asset Serialization

Mode Force Text
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Version Control sXET. AZLON—S3VBEEIITL (Git YY) ZFEALTVSIESIZ. Mode B
Visible Meta Files IR EINTWVWBZ & #RESRLTIETLY,

Version Control

Mode Visible Meta Files

Unity ICIES—2 T LNTEY =TT 3700 EILLT1Y YAML (ARIICHESRAIRER T —22UT S
AXEEB)YV—IDPHEEINTLET, FLLEUnity RFaXIbD AV —2U%FBRLTIESIL,

Unity VCS. —fRIIBN—I 38R, TOPTIMERDNRIN TSI 71 RUCDOWTDF#IF. eBook
S —LBAREED=OD/N—2 3 EBETOS TV MEREDONINTZ 071X ZTELIET LY,

KRB —20RETS

KRERE—D Unity >—2id. OAFRL—2avilBLTWE A, 7—TAANRTHAF+—D'1 D
DLANLTEDHMEBICH L. BREDVRIZ&R/NRICHNZZZENTESLS. LANILZERDLD
INS R —UIZHEILELES,

2214 LERIZIFE. SceneManager.LoadSceneAsync zZf#fH L. LoadSceneMode.Additive /\>
X—HF—F—REETILT. 7OPTIMII—2ZzMBENICO—RTEET,

FHINTVWEWIY - ZHIIRTS

H—RN=TAHDOT ST TATIVEN Y RIS Te R ERADOT7EY MIERBLTLET WL, 2D
ZLUIEDRENTCT AT EYMRCRIVT b 2EH. ENSZHIRLBWVWEEILFO—RRICRD T,
TORZAESITDEFEOTVWBARER )Y —RZEBDREIET,

CD eBook ICRINTWVWBRBILDTEHDIRTOEVME. FIVRTA+—LICEBHLSTT —LICE>T
BREBDEY, ROEI3>TIE XRBLVVTT OB DO DEFENBZREVMIEBLET,

Unity Web EJLRD 7= DTSy b T74—LEEDE >V~

Unity Web EJLROS&ELIZ. FEDHIRE DT IZ0H—RTT7 IV —2a %2RT93% LETOR
BRHZe LD, BEDO7IO—FEELEYT, Web EJLRIE. NTA—TVA, O—REHE. @LEW
FNAZARTSIHFICHTE2EBREDNT UV REWMBZRBELRHDET, DI a>Tld. Unity Web
7Oz alFICEERMNICE b EEEBHIRCARIN ST XAEBTVEEXY, 7y hEEPXE
DERBEIEHS. EILRYA B I— —AEBROBEEET. ChoDEYMEBNTA—IVADTTT
TIVT—=2a DERICIRIIE. HE5WBIEBRIEE FTO—LLIREERERELED
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Framerate

—  Unity Web EJLRTIZ. Application.targetFrameRate =5 74/LcDTOY T U NREE -1 1S
LTHEITEY, targetFrameRate & -1 ICLTHELZLIZKOTUIL—LL—FETSTHD 7 X—
23yl —bh] ICBEMITBESICTITHICITRLET (Thb5. CHICE>TRARERRDER
DLUA)TL—EHREINET), D7R<EH Firefox ¥ Chrome IZEWVWTIXGBE. 7= X—
VL —hETARILADXATATIL Y al—heELTY, L LAD S, Safari ICHEWLWTIE.
TLwal—bMEEIZ 60 FPS ICHIBRINTULET,

— 7OYIOFTTIAIREZEELIGE. HLL C# XTUThZ2ER T3 v, BIFED
AOVTRERWTE =T Vb TIL—LL— b ZRETEZEDHTEET, BE. ChiET—Lz
TIHRRE T BRIV T DRV IV T —LEB RV T RORICHD EY,

ising UnityEngine;

0

Application.targetFrameRate = -1;

Unity Web OFRTE =TS

EHE

EfEIBLICEST A= —DTSIH— IV O—REINBUEDH B T7 IO A X2 KIEIC
HIBTEE Y, LDNTRT7IIILIE. LDNSEHE TV O— RSN THEABDOHEED D BRCTES
=P

U OEHEREDFHRIEETY,

Brotli : gzip ICLERTEWVWEMBREZIRML. 77T XAED/NES<ADO—REEAERINET,
BHOTSOHICHR—bIN. RL% https:// ® URL 7= http://localhost/ ®F X~ URL h50x 7
HAEDRESNZZCEERLET,

Gzip | LKHR—FIN. LWEABMRNAFETY, AVTVYDRETIEARW http:// H—N\—&EHT
R INBIHEP. Brotli B> TV ERETRTEHDRENREBD VT T H—/N—ITHRILIh
TW3B5E. £7=l&. Brotli COEBRMEHDE/EHRVISICEMES CODN O—RNZ VI IRxvyia
AVITSRNSOFvEERALTVRESIE. COERBRICLTIESWL,

FIEERE : 77T A DD ORI O—FEREIEVD T, —MRIICERICHLTIIHREIhEEA.

DT —N—DREDF TSI ER/T vy aDERADHAICERSTED, Brotli % Gzip DEMBHA
ATV EHR—FLTVWARWVEETDHA. COFRETRALTIESIL,
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Unity Web EILRELRRT3HBE. BVWERR. IS0 R—ME. NT3—IXDEICEWVT,
2BIIC Brotli ’REDEREHET,

=
Settings for Web
Icon
Resolution and Presentation
Splash Image
Other Settings

Publishing Settings
Brotli
Brotli
Gzip
Disabled

High Performance

ABAERTE T Brotli Z:&RI 3

HALDRBVWRAEZ— 7y IR Z R Y 57-IC 'Decompression Fallback) 5% %* Disabled
ICTRTCEHRELET, MAT R—=JPERANTZVTTH—N—IEEMHEEAD Unity A>TV %E
RIETBESICREL TS,

BRIA—INYIEBMITIE. ENAIWTZOH—DONyT)—FERSICERZEEZRIFL. T—LA
DAFZ—L Ty TRBEZECLET, CORFaAAR=DIZHZTVTTH—N—DREATRTAIC
ﬁEOT(TC‘éL\o

Strip engine code

TL—V—REICEVWTFIVIT3H5—DDKEIE. TPlayer settings] > lOther Settings.
INZILICEH B Strip Engine Code DBEMILTY, CNICI>THMEMBEILREBRLED,
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Strip Engine Code ZBMICT3

Enabling Strip Engine Code (. #§IC Unity Web Z7OY T MIBVWTIINENREIL RERRT S
TeDITHBEINE TSV T1RATY, COKBEIIKRFEROIY DY I—RFZHIBRLT. REEILROYIX
ZARIBICHRNTE TSICEVA—RREPIDRUVWNTA—IVRICDBHDET,

Enable Exceptions 2 Tld 'Nones %&:#IR93

BIADNRIDFIZIE EILRISEBMOOA—RESTCIENRETY, FINEEMICTRIICLOT,
SR LDFTYIRENZNVRI T TEOA—RZHIBLES, LA IREINDN RIS
EEIET7O—- LBEVW—AT. IRATORINZRITORT DI=DICKRZZE5IE. FINANYRUDTHR—
NEENICT B IET— R ZOFENMCDBRDDF T,

Frldk. 7TV —2a> D GIANY RV THR— b 2RBLTIBE. —RBICHIANVRUDTD
d—RY 1 X% RE1L T3 WebAssembly 2023 #BMICT R EZHEETLTIE T,

EILRICFNADRERBZEIL. Unity Web EJLRZTDTFICHS TPlayer Settings) V1> RUDHT,
TPublishing Settings] Z/L1FT. Enable Exceptions] Z None |ZEXEL £7,

Enable Exceptions % None IZERET S
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4—4y  WebAssembly 2023 {getzy b

Firefox 89 L E. Chrome 91 W k. Safari 16.4 U &5 —LDRX— v LTHBETE3HEE.
WebAssembly 2023 #gEtw b ZBMIC LTI — R Iz NI E £,

WebAssembly 2023  |&. JS BigIint. Bulk Memory Operations. Non-trapping float-to-int
conversions. Sign-extension Operators. Fixed-width SIMD DOZH&EENFI B ARETT, BT T U —
N=2a> M R—b9% WebAssembly DEREBEZTANSIZIE. WebAssembly Roadmap D_R—
EIEBELEEIV, https://webassembly.org/features/

Code Optimization (8%

=R —EJLR@EIFIC Project Build Platform Settings B2 Code Optimization % Disk Size
with LTO ICEREL XY (LTO EILROERICREEENDZ D HDET) . Ficld. BEEFRDIFEIF.
Od—RYrIPRFEL SN -EILREIFIC Code Optimization % Disk Size ICEREL £

Unity Web EJLRD O 77120 %175
Unity O—ED7O7711) >0 —)LOFERICAIZT. Chrome DevTools % Firefox Profiler &S
BY—=INEEALTNTA—IVROTAT AT ERRDTEXT,

Chrome DevTools

Chrome DevTools |&. Google Chrome 75 UH—|CHAAFNI-EENAVIITREY—ILOE Y
T NTF—XROTOT71)>4, JavaScript DT/\YI. ZYNT—IF 0714 ET1DHF. LV
RV T DB T DA EIRMLE T, Chrome DevTools #BEMLTZERNBRITYAIZUTD
BOTY,

1. Chrome DevTools ZRA<7=®IClx F12. F7=lE Ctrl+Shift+] (Windows/Linux). F7=l& Cmd+
Option+l (Mac) Z#HLET, R—J ETHIUYILT MNnspect ZERLTHRITETS

2. TPerformance] #7A\##£Y, Record] REZ>% 1)y L. Unity Web &' —LEIEEER
LTNTF—VRADOT—2%iRLE T, Stopy 2oy I L TEREKRT L. BRLIET—2%
PHLET, JL—LL—b CPUERHE. LAV INTA—TVRTEBLET,

3.  TNetwork) Z7ABEILT Unity Web #—L%ZEUO—RL., IRTORYNT—IUIT 2508
LEYe LS UIIAMOFHE. O—FEHEZHABZL. RYST—IBED/NTF—I VD
ALY OERELET,

4. TSources| 2% fF>T. JavaScript DOA—RIZCTL—IRAUEEREL. RITE—RZIELT
EHEERLET, A—ILXZYIPROA—SERZE>T. I—ROTN\YIPRBEILEZTVET,

5. TConsole; #7%#fE>T. Unity Web OREZFEERL. LAV ITOFEEZT NI LET,
Unity Web 8B®DY—JLELT. Unity Web Insight ¥ Unity Web Debugging % ¥ DILIERERE
FERALT. &DFEKAIRLETS
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XR 5@t DE> N

COEITavid. Unity #ESTHEEL VR, AR MR (@FFXR) OT7FUT—>a>0i-HDRE
DLV R ERDESTVET, ThSOREMOZICDOVTIE. —BBICENTILFNAIRISERINS
oo, COATROMDEAICHREINTVNET, LHLADS. XR DT FUr—>aVIicBRELTER
TRHEICHEITT. FLHTIICHRBLELS

5D ZE LT XR HFIC VR D7 TV —2a>OMEBNBEITICRILI TSV, BERS
XR DEERIF. BAREHIFLTE—2a> v IR RAZRHIC. BVWNTA—I VR EEWFEERBD
BRINZNSTY, SFEE. 3D LYYV IRE. BEEORVEEERZESOICIE. RL—X
TYENICHRBERAREERT B CDICRBCELEELET,

Unity @ XR 7 F)r—>a RARICET2EIENEATRICDOWTIE. eBook TUnity TIRIEHEZES LT
MEHEDMGEZRET S BETYO—RLTLIEIL,

Render Mode

IELULY Render Mode 58EIF. VR 7'—LDNTF#—IVRICKIBEZHISLEFT, Unity @ OpenxR
plugin ZfEALTL3155. [Project Settings; > 'XR Plugin-management] > [plugin provider
DHIZ TRender Mode] DAZa—ATF2a>hHOFET, FOvFAE U H5 ISingle Pass Instanced.
ZERLTIESV,, COE—FIE RO VIINRAIVRZAVZADL YR T2 {TWET, o—2iF
LAY 1 BlfThtl. x—4—IdEERFICRITINED,
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(i |

S v P =v mv @v

Single Pass Instanced
None
Legacy

System Default

OpenXR Feature Groups

XR 7PV r—>a R T2561d. LA >YJE—RELT lSingle Pass Instanced) %3&3iR7 3,

gL VA>T

Unity 6 I&. F0EL >V Z) >0 %A LT, Oculus XR & U OpenXR %1 R—KL. PlayStation
VR2 OHHR—FrHEAHET, ROBLVZUVTIE VR BITORBILFEMTHOD. ABORHN—ET
EREEhEsN3DITNEETHZUHEEZFRALTVEY, ERATV725REE. ARE%ZEFRGRET
LYAVDTFBILICE>T. GPU DIEEEFTZAIBICAEIRLE T, ROLBELVZAVVIEEETS
CLUIZFOTNTA—I VAP ELL. EDBVWIL—LL—IHESNET, RDEELRODIF. EZa7IL
mEIHEINSZ_LTT,
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XR Interaction Toolkit = &9 %

Unity @ XR Interaction Toolkit &« XR ZOJ TV MDRBEILEINIANZNIRIDTTEI20HD
KRS LWVEIRRTY. VR ® AR DN\—RUT 7L EHICMIRNICEET 2L SHRETINIHEHIICHEE
SNIEOVR—RINBELVAI RT3y RTLDEY R ERHBLET, BEEEZOY—ILTyhE
FERALTUATOZENTEET,

AR592aVDIREEL : EILA2A22502a3 0 NE—2 %> THRZ LD —RzREs L—BltE%E
BRLET,

ARVERUT O TF—RTIFYDER | ARVERUTVDANNY RV ZFRALTR- V%
RMELNT A=V R ZR ESEE T,

FEULWRTIDMEE  ICICFEZZAVR—RUMIF THEIOERZS U TILICLT. DRI TFL—
A R RBELETVED,

2K LT, XR Interaction Toolkit ISATIN\VRUTDEBILEEBILICIRIIE. XR 7T —3>
ICHBITBIEEEPI—— R EBRER LI E T,

CNBDERERITIZLICEDIT. AL—XTIRBFEDOTWVWANNIRI VI EZBETE XR 7S
F—avilBI3 N A1 —F—FBA AL LET,

a i

A8 ¢ 0

“ Assets > Samples > XR Interaction Toolkit » 3.0.4 » Starter Assets
Affordan Animations  DemoScen. Editor Filter Matert Jod Profab: Prosat Serpt: xtures Tunneling..  DemoScene  Unity.XRnt
Rl Defaut

XR Interaction Toolkit DY > F)Lo—>
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XR B2t DT D/NTA— AT

NTA—IVRATAME XR 7T =23 DRAL—ZXTERARD HBERERDIREE(RIETB-0HICIE
RAIRTY,

XREBDZ7OA7715—3UATDEDTT,

—  Oculus Performance Head-Up Display (HUD) : U7 LZALDINTA—IVAXNITZ
—  SteamVR Performance Tool : VR 7 74— a3y \T4—I VA=D1

EROREES LT T AEITDUY —X

UNITY GAMEDEV
CREATE MODULAR : OPTIMIZE FIELD GUIDE
GAME ARCHITECTURE R DERS CREATE A C# YOUR MOBILE GAME

IN UNITY WITH AND VISUAL EFFECTS STYLE GUIDE PERFORMANCE

SCRIPTABLEOBIJECTS b womd

QD unty

.\‘n; >

2D GAME ART,

ANIMATION, ULTIMATE GUIDE

AND LIGHTING 80+ tips to increase 10 Lighting and TO PROFILING

Vi i environments in
FOR ARTISTS gBOZ%UE%'tY with Unity DES| the LighDSfikition UNITY GAMES
Render Pipeline

USER INTERFACE

Create virtual e cetipiiveguigs KEY TOOLSETS DESIGNAND Universal Render
and mixed reality to animation in Unity AND WORKFLOWS :xtjllg:\:sm“"o" Pipeline for advanced
experiences in Unity Unity creators

@ty wssres

Unity RZET S0 74 ZNTTlE. THICZLDLEEK Unity BREEBEBS LUV IUIAE—MHEIT eBook &
AYVO—RTEEY, ERDOHFFRP Unity DIV =7 TIZHILT—TAMIL->TER SN
30 MEDACMROFNSEBUKIEETV, F—LARDRINIZ 070X %EBNA L. Unity OV —)L
YRR T LEE ST ERNBRRREICRIIEET,

F7=. Unity 704, Unity A=a2Z57474—7 L. Unity Learn. * #unitytips /\wv>aR2IH5,
EVRPRRAN SIS ITAA, Za—RERDIFZ N TEET,
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