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

—> START HERE > Yes_»| Creat. Now look
at Memory!
No

A J

Is the main
thread waiting
for another
thread?

Are we waiting

Yes, render thread ——» for the GPU?

No

Where is Main thread Job worker
the bottleneck? bound thread bound

Render thread
bound

‘ GPU-bound

Look at GPU
Debugger,
Shaders and
Graphics or
Quality settings

Use Unity Profiler and
Profile Analyzer to
identify biggest costs. If
you can't see the

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

Look at Frame
Debugger and
problem clearly, try Graphics or
enabling Deep Profiling, Quality settings
Call Stacks, or using a
native CPU profiler.

What now?

Optimize Scripts, Optimize Shaders,
Physics, Garbage Optimize Mesh or Texture
allocation/collection, Cameras, Compression or
Cameras, Ul, Animation, Culling, Draw Resolution,
Job dependencies, call batching Overdraw,
Parallelization Post-processing

What might
the fix be?

SOURCE: ULTIMATE GUIDE TO PROFILING UNITY GAMES E-BOOK

LROT—oT7O0- ST FHEMIC Unity 702207077119 3,

Unity Profiler DA =18 T S

Unity Profiler &, SY21LEDRMNLRY IR T7—XORAZHZEEL. FEDOTL—LCREETEN
IO TWVWBADELIDIKIBRTZDICIRIIB XY,

ZO7OA7745—IE. AVRIYNAT—=23>%BR—RLTWVWET, T—LRPIVSVOBETY—
I 7w7FENT=O—K (MonoBehaviour @ Start F7-I& Update XV R EEED API IEUHILAY) .
ProfilerMarker @ APl ZERLTHERMICSY I SNEO—RDEAI>5 %= TOT71ILLET,

CPU EXEU—DrSvIETIAILNTEMICTEZZEDNSIROELLDS, ¥—LIZIECT. Renderer.
Audio. Physics &Y, #EDTO771Z—ETa—I/LEEEIZCHAEETT BIRIE YEEE%
ZRITZT—LTLAPERER—RETBRIT— LT LA BRIOT77A )0 %1TVWES), =720,
BEBODRITZEMICILT. NT+—IVRCKEZEZD. BREZEFEILOLBVESICLTE
el A
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eginCamera imeFrame LUniv Pipeline.RenderSi

DemoRenderer (0.45ms)

ightShadow (0.¢ (0. ostProcessi

)ther Threads

Unity Profiler ZERLT/NT74—IYREVY—RDFDHTZTRANT B,

BRLIETSYRIA—LRADOEBOTNA RS TOT 7 )07 —42%[ T 3ICIE. Build And
Run) #2Uw2o93Hi1IC. "Development Buildy ZFTv oL %9, €LT. 7IUTr—2a>DET
ZRRLIES. TO77AZ—FMTT IV r—avilEsiLEd.

EET.Build Profiles 7> F® IPlatform Settings] O T IZ#% 3 [Autoconnect Profiler] =F T
V9BEHTIEY, . T TVT—2a> 0RO TL — Lz v TFv LI WG ICER]
TY, efEle TNICEDEBERRED 5~ 10 MR LZFIREEDH2DT. BERIBEDAERL TS
230,
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Build And Run
Build

Add Build Profile

Open Scene List

Intel 64-bit
Local Machine

ur team

Add Build Profile

Default

TIYRTF—LRE. TOT7AITHICHEET 3.

TO77ANT BRIy Tr—LEBEBIRLE Y, Record REVIE. 7FVIr—23>DFH
EEHME (T74IETIE 300 7L—L4) EBERLFET, SLRFEEMEIELZVESIE. Tunityl >
TPreferences) > lAnalysisy > TProfiler; > TFrame Count] h'5. && T 2000 JL—LET
BRETIXT, CPULXEU—DUY—XHEEIFIEBRIEFTH. FEDIFHIAIZL>TEERTT,

® 14 Pl W Frame: 0 Clear ¢ D 8 R e :
Selected: Gfx.WaitForPresentOnGfxThread +

Main Thread

Render Thread

Timeline Ea—%f#EALT. CPU {&kEH GPU KENERERT 3,
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Deep Profiling BREZFEAT S L. Unity IFXIVFFIA—RROIRTOEREVE LORIICREE
FO77AINTEB S, 7TVT5—2a> DDA NETEN. COTH TEENRLE T BAIEEMN
HBIDEERICHZEHTEEY, LHL. Deep Profiling IFTRTDXVYRIFEUH LICH—/A—AYR
ZIBIMT 370, NITA—IVADZEDZREMELH DT,

BEDIL—LZRTBICIE Vo> RORAZI )y I LET, RIC. Timeline £7z1 Hierarchy Ea—
ZERALTUATEITVET,

—  Timeline I3. BEDIL—LDEAIVIICHITEZRENLBRNREZTLET, CNICkb, 727
TAETAHEWI, FERZIALYRBETEDELSICEAELTWSHZR/EILLTEES, D
FFoarEFERLT. CPU KED GPU KENEREEELTIIE T,

—  Hierarchy |Z ProfileMarkers OEEB%ZJI—FLLTERRLEY, ChiZkbD. SUREBEMOD
Bl O b (Time ms & Self ms) IZEDSWTHY I EZMARBREZZCHTITET, £oo BH
HOH LY TL—LEDIYR—E—TXED) (GC Alloc) ZHIVRTREHTIET,

= @ e :
Selected: Gfx.WaitForPresentOnGfxThread

Hierarchy Ea—Tld. B X~ XIC ProfileMarkers ZIUAREZXZZENTES.

TO77CI)VPICERENTOARWVGESIE. UTORWFa— N T7IILEEZ B SV,

—  Unity Profiler 94— X)L —
—  Profile Analyzer 4—2XJ)L—

—  Memory Profiler V#—2X)L—

Unity Profiler D2 BBEICOWVWTIX. 2550 FAT7rUJICET 3 eBook #4U>O—RLT
<T2T0N,
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IOz TahZEREICTBE0IC. Profiler .data 77 7L ZREFELTLET VW, TEERITL. ®F
L7 data 2T EFMEEBERTHERLTLIEST V. NIF—IVREHRETDZHIC. TOATr71IVI
BHE. LEBOYAIILICERILELELS,

Deep Profiling

Build Setting] m'5 lDeep Profiling Support] ZBMICTZIEHTEEY, EILRET N
Player h&281 93 . Deep Profiler I&. ProfilerMarkers TBARMICS Yy FSINFi-O—RDAE=
VIR TR O—ROIRTOELE=7AT71ILLET,

Deep Profiling ZB%ICT 3. Unity XU I—RFRDIRTOBRBITFUOH LORTIERES
TO77AINTEEY, CNE. FIITr—23> 08 DWR I EEBETZ5IFRILTVWSHh%E
ERRICHETZDICRIIBEET,

LH'L. Deep Profiling I&VYV—XZKIBISHEL. KEDXEUZFEALFY, & ProfilerMarker
iE ODIDBHSF—N=AYR (FIYrTA—LICHEIDETH 10ns 2E) ZEMT 37D,
BERAVEDIBRZZCICT TV —a > OEENEBCARD 9, £ BEREVH LAS WSS,
Deep Profiling IC&oTEDA—/N—AYRHIBIEINBZZEITFRLTLIESL,

GC.Alloc % JobHandle.Complete B DY —H—HRT WY > FILDFEFEMZRI-VWEEIE.
Profiler 4> RODY—)LIN—|ZBEL. TCall Stacks) FREZEMICLEY, Chld. 27
DFEERI—ILRZYI%RME L. Deep Profiing DA —/N—~A\YREREIEZII B, HER
BRZEDLHTEET,

Profiler

Playmode v @ Frame:0 /0 ClearonPlay Deep Profile Call Stacks ~ r=4

0.1ms (10000FPS) v GC.Alloc
UnsafeUtility.Malloc(Persistent)

JobHandle.Complete

AIREZRFRD. Deep Profiling Tl&7< Call Stacks Z BT %o

—fA%E9IZ. Deep Profiling BMERINZE. 77U r—2a> DEHENE LB A S7-%. Deep
Profiling |ZMBRIGEICOAMERLTLIET L,

Profile Analyzer (RT3

Profile Analyzer I&. Profiler T—2DEHDTL—LEZEHL. YROTL—LERDIFTZ M TE
9, TOCIIMIEEZMZ =%, Profiler NESHBIDRIZVWECESZ A HSZTLLS, Compare
Ea—Tld 2 207 —2EybEO—RLTRRTEIEHTEZDT. EEEZTAMLTHSEDRER
EWETIXT, Profile Analyzer I& Unity @ Package Manager h'5 72t XaJRET T,
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read

Top 10 markers on

PlayerLoop
PlayerLoop Fil

parison for currently selected range

TL—LER—N—FT—2D5#MIE. BIED Profiler ##5E 9 % Profile Analyzer hSRERTE S,

CDOKBEDEHICDOWTIX. Z5E50 Profile Analyzer Fa—kU 7L BTV,
TL—LH=DDBELIA LN Ty FTEETS
EBIL—LICIE BRI TL —LE (fps) ICEDWeZ1LNS Ty bDRESNE T, 7TV —

>a>% 30fps TERITTBICIE. TL—LNTTvbH 1 TL—LHTD 33.33ms (1000ms =+ 30fps)
BB CIFTEEEA. FRRIC. 60fps DIBFEIE 1 TL—LHTD 16.66ms LD ET,
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-5

frame per second (FPS)

fps 7L — L BERY

TRLTWVWET,

18HT-DDITL—LE : FHLODIEIE
F=I—=DNTA—=I U REAZ—RIAFEIE. TL—LL—F (1 BHBODTL—LE) T,
LHL. SHUETTVT—2a>DNT43—I R Z 3 ETIE. £9hLDIEZEERDZ XY,

KRODIC. SUBBNOTL-LRKEZERTCzs810OLET, TDERZIEFETBICIE.
WUTFD fps HIL—LEHDIS 7% ZBIEEL,

FPS vs. Frame Time

$ _r F P * ¢ ¢ _® _f ¢ & _* T ¢ * P
Frame Time (milliseconds per frame)

NEDHFHEEZITHELLD,
1000 ms (1#) <+ 900fps =1 7L —LH7D 1111ms
1000 ms (1#) = 450fps =1 7L —L#H7D 2.222ms
1000 ms (1#) =+ 60fps =1 7L —LHT=D 16.666ms
1000 ms (1#) = 56.25fps =1 7L —LHD 17.777ms

T7)r—2arht 900fps TRITESNTLBIHE. JL—LBREIZ 1 TL—L#H7h 1111 U
EWSTEIZHDET, 450fps DFZEIF. 1 TL—LHT=D 2.222 SUHTY, FL—LL—FH
FERBSTESICRZETH. ChiZ 1 IL—LBTDOEDNHTD 1111 SURTHBZLE

60fps & 56.25fps MEWVWEZR B, TNEN 1 TL—LHT=D 16.666 UKL 17.777 IUFIC
BOFET, TnldEf. 1 TL—LHED 1111 SUBRWVWILERLEIH. CITOIL—LL—F
DETIIE|EMICIE. DMV BERELENET,
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DA T3> EEHICLTLEETL (Unity 2019.2 LIETTIE. DA T2avidT 74l TERIC
BETNTULED),

VICTLYROTATERECTS . Xy all RTINS TLY RS TATDT X —2avB
REDIZEIZ. AEEBEDCINSDA T arE=EMICLTLIEIL,
ERCEREENICTS . XviaDITITILSERCEGHREMEBERWVESIZ. NS0
FToa>mENCTRE. BERREISICHIRTEET,

Ay VR—MNREZHERY o

DD Xy amBEt A

Player BBETH. Xy all\KOhDRELEERTIET,
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Vertex Compression (FF v RILCEDTEREMERELF T, FIZIE. Ro2a>esrk
Iy UV UNDTRTOEMEBMNICTEIENTEEYT, ChICKD. Xy2adIo214
XEVERAEERST N TEIET,
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ZXwyam Tmport Settings) (%2 "Mesh Compression) W IBREMEREEA—/N—F1K
TBREITFBRLTIETL, ZOBE. XvladSoZALOE—EEMRINT. £DZLD
XEVZFERT BN HBDF T,

—  Optimize Mesh Data (. Xv>allBRINTOWBYTUTILHNBEL LBEWVWT—4 (SR, FEiE.
B, UV RY) ZXvahsHIBRLED,

—
Ty EEERTD
TEYrEETOEZAZBELTHL T, BRol7EYIMNREDEEZHSIENTIFT, 1VR—b
REEABELLID, BEOT LY N LIEDT B0ICRITOY— LR FICLKOMBALET,

AssetPostprocessor

AssetPostprocessor RT3 L. 1Y R—bNATZAUICTYILT. YDA VR— MR
A VR—MRICROU TR ERITTEET, Chid. BTN, TIXFv. T—T1FdBREZAVR—F
IRFELIFAVR—ELIRIC. REZHRAEVIRXTEEIRBLET, FVEYNMIBIAETTHN
O—RZNLTITVEY, COTOCRDEMICDLWTIE. GDC 2023 =7 7 —LHIEDZERIEIC
BF2T0ZAImb ) BTELLEIWL,

UnityDataTools

UnityDataTools I&. Unity BT 24—T >V —XY—)LDOOLo2 3> T, Unity 7O bDTF—4
BRI T7IbeE @t 52 ZzBMELTVWEYT, REAOT7EYLDFE. 7y hDKFRE
ROEE. EILRYAZDHEARY. 7O —2ORHERBLDOI=ODHEIENTENTVET,

YV—ILOBFEBICOWVWTIZCB5 %, Asset Auditing ICDWTIE. RARNTSTFA4IHCRD TUnity (C
BlFdmiEb) OEIIayETELLE IV,

EBEERT ORF v\ T 7
Unity &I Ny T 7 E>TTIRFv% GPU Iy alEzd, COERTIIFv Ny I7IE.
QualitySettings.asyncUploadBufferSize TFENTRAETEET,

Ty 7O—REENETIED, —EBICEROTI/XFvEO0—RLTWVWBBICATI Y RLYRDB R =)L
IRHEEIE. TUOXRFv/\vI7EARBRLTLIESTL, BEIE. O—VICO0—RIIUNELRHIREARTIX
FYDHYAXICE (MB) #RETIET,

FITIXIIMEEZEE TR, XEVEEBIZAEMENHDET, £, Unity BTNV T7D
XEVZBDYETHEEIF. ENEIXTLICRTZEIEFTEEXE A, GPU XEULA—/N—O—KLE
5. GPU IIRBBAFEHONITIXAFvE27O—RL. RICAASHEICASTEEIC CPU ICHB
Ty FO—RIEET,

BALZAZAAD Awake XV REBRHICHITRTIZXF v\ IT7DAXEVFHIBRICDOWTIE. TUnity @
AEVEE] AMREBSRBRLTIESL,
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Q Memory | Assets | Programming and coc

SRV TETIORAFvZANI—LT 3

SIVYT AN =ZV T ORTLE@ESE. EOIIRY T LN ZXAEDICO—RIE3hZzaMO—)L
TEEYT, CNZEEMITTBICIE Unity @ Quality 5%E (TEdits > MProject Settings1 > MQualityi)
ZBE, TTexture Streamingl ICFTYIZANE T, TIAXAFvD lNmport Settings) ® FAdvanced.
IC$H % TStreaming Mipmaps] Z&ICLET,

o
X Project Settings

Adaptive Performance
Audio
Editor
Graphics
Input Manager
Package Manager
Physics
Physics 2D
Player
Preset Manager
Quality
Scene Template
Script Execution Order
Services
Ads
Analytics
Cloud Build
Cloud Diagnostics
Collaborate
In-App Purchasing
Tags and Layers

~ Quality

Rendering

@ 3DCharacterUl-RP-Asset (Universal Render Pipeline Asset)

Texture Quality

Anisotropic Textures

Realtime Reflection Probes

Billboards Face Camera Position

Resolution Scaling Fixed DPI Factor

Texture Streaming
Add All Cameras
Memory Budget
Renderers Per Frame
Max Level Reduction
Max 10 Requests

Shadows
Shadowmask Mode

TextMesh Pro

s

Texture Streaming F&E

O Inspector
sRGB (Color Texture)

Alpha Source
Alpha Is Transparency
Ignore PNG file gamma

Advanced

Read/Write Enabled
Streaming Mipmaps

Mip Map Priority
Virtual Texture Only
Generate Mip Maps

Border Mip Maps

Mip Map Filtering
Mip Maps Preserve Coverage

Fadeout Mip Maps

Wrap Mode
Filter Mode

Aniso Level

Streaming Mipmaps Z8%hICT %,
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Input Texture Alpha

Repeat
Bilinear

Full Res
Forced On
v

v

1

v

v

Distance Shadowmask
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CDPRATALIE. BEDAXSMUBEZL VA VI TEIDICRERISY Iy DAZO—RTRDHD. T
IRFvICHBERXEUDMEZHIRLEY, £5LAITFNIE. Unity 3T 7L TIRTDTIRF+
ZO—RLTLEVWETS, TIXFVYRARI—Z2J1E. KED GPU XEUEZKREICEHNTZMXHDIC.
CPU VY —ZXDEEIFEHTH T,

BEARZAMO-IILETVWWESIX. Mipmap Streaming APl ZES5Z A TEEY, TIXFv R~
=220 A——FEOXEINTIYIAILIRESRLSIC. Sy TIvTLANILZBERICHS L
F9,

Addressable Z#fE5

Addressable Asset System |7 —LEZEBR T2 7V bOEBAEEBRILLET. O—2 L TLND
FTEARTEYRRE, EDLS5HBTEYRTH TAddressable] ¥Y—2 L. —ED&FIZE[IFEIeH
TEFET, COFBLT. IS THCDIAMITRZREVHEDZLSICHDET,

AEFROT—LAREZYRT7OYRIAVY—LEEC TSy bIx—LAITOHBEIE. UTOD
Addressable Asset Groups DT 7AIMREEXZRE T ZEREFT LTSIV,

— >V —IJLTIE TAsset Bundle Compression] % (LZ4) ICRETZIHEIFHRL (T7TIL
SATLICIXIMBOBNEREENHDD). FERELTLES . ASBNVRILA
TNEIBEEZNENICNYFERTICH#HLADET, AVYV—ILTIYhT+—LTIZF
FUncompressed) IZ. Windows Tld TLZ4) ICEREL T T,

—  TAsset Bundle CRCJ % [lEnabled) ICERELEHZE. IVV—ILTSYRIF—LTDF vy
JEHBL. O—REENMRBREICRCADET, O—AILOT7IILOATLAMEETES Y
V=ITZyhT4—LTlF. TOHREIT Disabled) ICHREIANEITY, 77 TILORITAH
BEINZFBEIE. Windows DFvy>abEHTIEnabled) ICERET B ERET LTI,

—  TBundle Naming Mode] F&7E#H' TAppend Hash to Filename) DiFE. AV —ILD/NYF
SRATLEHEMEDELLRDET, BERS. CN6DIXTAIF TRL] 771IADOEFHIEEE
RELBWHSTY, AVV—ILTZYbT+—LTIE. ZOFRE%E (Filename) IZRETZIHE
HHDFT,

T=LETEYrOBOHRIELANIILZZDOLSICEISEMTZIET. MlOAY>O—RagEaI>T>Y

NI EERT 3R, BHEDEEEMR(LTIEY, Addressable ZfExI1E. O—HILPUE—+%E
BHhd. 7yb/\yoEERICBBTIEY,
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Q | Assets |

Addressables Groups

COFITIE. Addressable IF7LN\T DAY ARV MIZBIHFLTWVS,

Package Manager n'5 Addressable /N7 —2ZAVAR=)LLET, §5&. 7OJIIMOETEY
ML\ T% TAddressable) 1293 A AIEEL D £, Inspector D7 YR EDTDOA T3>
ICFTVIEANDE. EDTEYMITIAIED—EDT7RLADEDYETENET,

Addressable 73> 7 74)L k0D Addressable Name TEMICHE->TWLS
—EBY—U3Nn3e. WHd37tvhh TWindows > FTAsset Management) > FAddressables]
> FGroupsy V1V RIICKRREINET,

f#t Scene @; Profiler 15 Memory Profiler Addressables Groups
Create ¥ Profile: Default ~ Tools~ Play Mode Script ¥ Build v o

Inventory Items (Default)
Assets/Weapons/Prefabs/BossSword.prefab Assets/Weapons/Prefabs/BossSword.prefab
Assets/Weapons/Prefabs/Shield.prefab Assets/Weapons/Prefabs/Shield.prefab
Assets/Weapons/Prefabs/Sword.prefab Assets/Weapons/Prefabs/Sword.prefab

Addressables Groups 15, 7 EYrDARAZLTRLRALEDMBZRZ TE 5,
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Ty DB RDBFRICAANINTVWEEETH, O—ADILICREIATVBRHEETH. YXTALIIE
Addressable Name OXF5=FERALTT7 2y b E&ELEY, Addressable FL/N\TlE. HEIZHRD
FTXEVICO—RINT, FHEINEBKRZEEETZ 7y EHMNIC7>O0—-REINET,

LUFIx. Addressable ICBILTIRIID 2 DD 7OV ETY,

—  TRHEORAHENS | Addressables ZESTATDZEHNT 21 Tld. XEVEXIDIHRBIC
EAT37-%IC. Addressable Groups #EIEF 35 EDFIEBNLTVETD,

—  TAddressables: 75 >= 0 J e RZANTZ5 05742 Tld. Addressable 7t rDEIE, EJLR,
A—R, 7>O—-RICBETIE VA ERHELTVETD,
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S A—R

AN

Unity PlayerLoop IZI&F—LI>SYOATEHBEERT 27O DBEHIEEFNTVET, COBER
ICIE. AL DL —LACEDEFELIETE X T LNV DD HBDET, IRTDRIUTMME. D
PlayerLoop ICZFEL T —LT L1 ZERRL £ 75

A7y IS, 7Aoo —H—0—RH PlayerLoop FICRRINEY (Editor
R—=%> k& EditorLoop O FICRRINEYD),

CPU:36.90ms GPU:--ms

|1.94ms, |1.95ms, |1.96ms, 11.97ms, 11.98ms, |1.99ms, 12.00ms |2.01ms, 12.02ms |2.03msg 12.04ms 12.05ms 12.06ms

Profiler 3. TVIY2EDETIAVTHFIMNAT, ARZLRAIVT M RE. V7719 IREZRTT %o

Unity PlayerLoop %229 %

Unity D7L—LIL—FDETIEFZRERICIEB L TELESICLTLIE TV ITARTOD Unity RZUT A,
VOO DARY MERZRDHSNTIBRFTEITLE T, Awake. Start. Update X\L\o7=. XTUT+D
SATHAUNEER T 2EBOEBVZIERTINENHD T, Low-Level APl ZEELT. FL—V—
DEFHIL—TICARZLAODYIZEBINTEET,
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Q | Assets | Programming and code architecture | Project configuration

e [ I AW |
Start s only ever called once for a given script. start ) Initialization

S

The physics cycle may happen more than once per frame if
the fixed time step is bess than the aclual frame update time.

| OnStateMachineEntes/Exit

Fire animation evenis

FixedUpdate

Internal animation update

[ OnAnimatorhove

A ——— ' Physics

Onanimator|k

[ OnCollisionXxx

yield WaitForFicedUpdate

—

i Input events

yield oull
If a coroutine has yielded previously but is now due to yield WailForSeconds
resume then execution takes place during this part of the
pda yield WWW

wiekd StariCaroutine
Internal animation update

| OnStateMachineEntenExit

Fire animation events

Game logic

| OnAnimatorMove

OnAnimatorik

( LateUpdate )
OnWillRenderObject

OnBecameisible
OnBecamelnvisible

Scene rendering

OnRenderObject

OnRenderlmage

OnDrawGizmos is only called white working in the editor. | OnDrawGlzmos ) Gizmo rendering
OnGUl s called multiple time per frame update, | T\j G U i ren d eri n g

PlayerLoop &2V T =054 7512
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\ Programming and code architecture

y— —/— NN =
BI7L—LRTINZ3I—RExm/MET3
OA—RHBBIL—LRTINZIRNINEZI TSIV, LT, Update. LateUpdate. FixedUpdate
WERMREBELROSYIERDRIET, CNSDIRVNERIE. B7L—LBHLATAIERSRW
O—RZEBELDICEFRIZATH B LRI, ZOEETEHIZVEDRVOSYIZHRDHTH
TEET, AERRD. WRAEILIBEICOAOTYIZRITIBELIICLELES,

Update AT 2N ENHZHBEIE. n TL—LZCICOA—RERITIEZ I ERFLTHTLIES L,
ChiE. EVMEEBRZEBOTIL —LIZDBIE 23— BNAFETHIFIILATII VI ZERTS
FEDVEDTY, UTDFITIE. 3 7L—LALILIC ExampleExpensiveFunction #2{TLTWE T,

private int interval = 3;
void Update()
{

if (Time.frameCount % interval == 0)

{

ExampleExpensiveFunction();

T5ICBLWAEIE. ExampleExpensiveFunction B'57—4tw I LTRISH DREZETSHBAE.
BALRSAI VT HRFRALT. FOT—Z2DERRZ YTy MR LTEIL—LIBEEZITS2CTY,
N FL—LZLICTRTOEEETSIOTIFRL 1 TL—LILIC /n ODIEEZITSTET. CPU 1A
HMICZNA I 2D TIE %R 2L TEIDEELFRAERNTA—IVIDEFENET,

aAVIE. SNEMOTIL —LTEITTNZEXERBEICEITIARZETY, CcOFITIX. Time.
frameCount % interval == 1 Z7-i% Time.frameCount % interval == 2 OIFESIC. BEHNELM
DR %E (R7rPa—)L ] TEEY,

HBWE . NRAAR L UpdateManager 75X (F5) #EWYIRIS1IEINATS I En TL—
LTEICEFLED,

Start/Awake TIZEVLWAOAS v %%i(13
BIOI—2hO—RIh3 . UTOBRBHIEA TSz IMIFLTHFEVHINET,

— Awake
— OnEnable/OnDisable

— Start

TIVT=2a hBRAIDTL—LZzL YR )T $TEETIE. ChooBEHTREFNELAIYIIE
BT TV, 25LRIThIE. BEULEICO—FEEIRSBSIREEDHDET,

RO —>Z2O0—RIBETHBZNDILWVGEIE. TMAVREHOETIERF) 2BRBLTETL,
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BENEVEREFvY2T D
—A%E9ICIE. Update XYY RTOMEUH LZEITS7-0IC. Awake P Start DEBESNTBRZF vy
‘)13’5@7)‘%5@?3—0

CNEDAVYREEFICEVPHT . CPU ANIIDEREREERDFT, AlREARED. BREAEVEHK
(D F D MonoBehaviour.Awake ¥ MonoBehaviour.Start) (3#IEH{LERBETRITLTLIET WV, HRER
BRZFXvyIal. BTHEIBLELLS,

LUFIE. GetComponent MU LAMED R LIEIEMICERINTVLAHITT,

void Update()
{

Renderer myRenderer = GetComponent<Renderer>();

ExampleFunction(myRenderer);

KHDIZ. GetComponent Z—E S FIFUHL., ZDEREF vy 2F3L3ICLET, Fryvia
INTHERIZ. ENULLE GetComponent ZM U H &<, Update THFIETEET,

private Renderer myRenderer;
void Start()
{
myRenderer = GetComponent<Renderer>();

}
void Update()

{

ExampleFunction(myRenderer) ;

Unity 2020.2 &DEID /N — < 3> Tld. GameObject.Find, GameObject.GetComponent.
Camera.main [JIEEICETHEVHDTLEN. REKESTIEHDEFEA, IFEX. Update
AVYRTINSZEHUHI DR IT, EREF vy alTLERDTSITA RS DHRBE T,
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@ \ Programming and code architecture

ZED Unity 1R EEEZ BT

ZED MonoBehaviours THUJY—ZXHBRELRD T, ZED Update XVwRX LateUpdate XV wRIiE
HIBRLTL7ZTLY,

TAMIINS DAY Y RZFESIHZEIE. V7O —ToLIT1TZFBVET,

#if UNITY_EDITOR
void Update()

{

}
#endif

CCTlE. TRERA—N—AYRHEILRIZADIAL Z %<, Update in Editor ZERIZTANIES
CENTEET,

HRXA L Update Manager ZzEJLRT 3

Update 7=l LateUpdate O—ARHIARFER/NNZ—2iE. ASHDOEELEI-ShEBICOAOTYY
ZRITTHETT, UKD, 1 TL—LITEICBLDO—INYIDREEL. COXEEFIVITS
. FEREJ—-RIERTIhEFEA

Unity A% Update % LateUpdate A ¥Y'® Message XV RZIEUH T/, interop BMUH L.
DED C/C++ AINBIYR—T CH AINDOREVHLIITONET, 7TV IROEHDBEVES. TN
IEBEHDEEA. ATV MIDATEDHRIE. COF—N—AYRIFKIKAEDET,

CM77ET Update ¥ LateUpdate ZERT 2 ABEARTOS LI (A—FVT—ILRT—LKRY) H
H3%HEIE. HRAA L UpdateManager OIERZIRETLTLIE SV =LY IDRBEBREIZTOT17
FTT U R% D UpdateManager ICH TR IS1T L. RBARBIIH TR IS TZRFLTIET L,
ZDONZ—=2EEZIE. Monobehaviour 77T RAD interop MU LDZLERBSTEHNTEET,
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Internal Message
Handler

Internal Message
Handler

Update Manager
managed calls maraged calls
MonoBehaviour MonoBehaviour MonoBehaviour MonoBehaviour

HARA L Update Manager ZEJLRT BT LTy interop U LEZHEIR TSI,

REFEEAFNBIHRICOVWTIE, Tunity 07 —AT VY VEEOSEEILTI=Zvo1 #BBLT
<TEELY,

Debug Log A7 — X bZEHIFRT 3
Log RF—kX> bk (#FIC Update. LateUpdate. FixedUpdate) Z/874—< > X EETIE3HHEE
MHHBDET, EILRZITIFNIC Log RT— AR ZEICL TSV

CNEIDBEEICITSICIE. PVTOtyTFoLoToTeHE T Conditional BHEZER TR %
BETLTLE TV FIRIE. UTDESBARZLISAEZIERLET,

public static class Logging

{
[System.Diagnostics.Conditional(“ENABLE_LOG”) ]

static public void Log(object message)

{

UnityEngine.Debug.Log(message);
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Script Compilation

Scripting Define Symbols
URP
USE_CUSTOM_METADATA
ENABLE_LOG

+

Copy Defines Revert Apply

ARBZLDTIVTOACY T —TALIT1TZEMTBL. AUV T EDEITES,

HWRELIZZATAIXvE—C%ERLET, TPlayer Settingsy > 'Scripting Define Symbolsy T
FTENABLE_LOG, U700t yH—%EMICTBE. Log AT— XV E—FHETEET,

BLZ e h. Debug.Drawline ¥ Debug.DrawRay ¥, Debug S5 XDMDFEREFICHHTIEED
¥4, ChHbFE. ARPOADOERAEERILIZDDTHD. NI+—IVRICKIBTEESZ D0
BEMDHBDET,

Unity ZAZS I MIHEWVWT, XFIPRTFIN RS 8FNT+— > ABEZ R T — RN AREE T,
Log AT— XV MECZEQOEBROEVWNFINERZHIBRT D CId. KEAMRILICDHENDXT,

AT NL—XOOTH =N TD

Player Settings] @ [Stack Trace] A7/ a>aFERT 2L RRCNZOIXvtE—SDE1T%
aA>bAO—ILTEET,

TV r—2a =B RTIS—REERAytE—20O0J2E AL TWSEE (OFvalR—k
ZETBIHRE). NT+—IVR%ZELEIERFDICAFY I L —IZEHICLTIEEL,

Stack Trace*
Log Type ScriptOnly  Full
Error v

Assert

Warning

Log
Exception

Stack Trace 773>

fo—] o — N —_ ~
NFHINTA—=Z—DRDODIZ/\y>a(BxFERHTS

Unity |&. 7=ZX—4—, IX7U7I. LUz —F—DFOANTAZEBRITZ7HIC. PATLAZT
XNFHE%EFERTRICIEHD FA. BRUNEBZITSTH. IRTOTONT%IFTFANT< ID I
Ny2afk3h, TS0 ID BAREBICTONTZ BB II-DICERAINET,

TZR=B— ITUTI). T—4—T Set XVYF® Get XVYRZEFEATZIHEIF. XFINEXY YR

TIIBR<SEREXY Y RZEALEY, XFIXVYRBBICXFIZ/N\vZatl. N\viadhfcID %
BHBEAVYRICEELED,
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Animator @ FO/NF&IZIE Animator.StringToHash ZERL. YTUTILES =4 —DTONTr
%IZI& Shader.PropertyTolD ZfERL T, #ELRICCNSD/N\Y I aBZEIEL. Get XV vk
Set XYW RISETHRELHIHEDOICEICF vy a L THEIET,

B 78T —SEE IR EIRY %

F—REEEDZERIZ. 1 TL—LHEDATEORETZ-H. HRICHELEY, OALv>avic
Db, BEF T3 D ENEFESRINESTVETH, BYIRIEEEREERTIEOEE L LT,
CH DT —HIEERICEI TS MSDN A1 RICREWVELELS,

2R LD R—2 2 b DEMIFEET S

S22 LEFC AddComponent ZIEUH T ICIE. ENRDDERHADDDET, Unity (. 221 LE
ICOAVR—VEEBMTZNNE. EETRZIVR—RMPZEOMOBRBRIVR— N EFIVY
TRIRBEHHDET,

MBLAIAVR—RZ VIS TICERESIN- T LN TZ21 V252026 FBIFS5H. —BHIC/NT+A—T R
HELEDET,

FITOTONT=IL = ERTS

Instantiate & Destroy |&. HR—JeHR—IOLU>3> (GC) DRNAIEFKEIEHZAHEMH
HH. —MRBICMIEBHEBVTT, REDA TSI I EAVREVRILTEIHENRHZHEIE. 77
IT=INDTOZyo%EBRLT GC AN I ZERLT/ZEL,

ZOFITIE. ObjectPool H"EBFIBD7=IC 20 {ED PlayerLaser 1 Y AZ VA E{ER LTS,

AT ORT LIS BOBLITONBERCREDIFOHLICKEL CPU DMIEREDZHIRY 5
CET NIF—IVRERBILTBTHAVNEZ—2TY, NeES L. BEOTF—LATIIh%
AETHBMNATIED

FITOTOMT—IILDEELBHEIL. FOTIVRTAT DI EREIVIRETZDTIE R, Fal
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Transform ZE#H Ti2SIE. Transform.SetPositionAndRotation ZfERALTIB L EEEE—EICE
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SUBLLBICT —LF Tz M% Instantiate $RMRELNHBIHE. EALRELELTE. 1
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GameObject.Instantiate(prefab, parent);

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

Object.Instantiate ICBIT 25 #Id. Scripting APl ZBEB LT,
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TXY, 77M VTN FZ—2%ELHETBELDNZ—PRETREBICDOVWTELLETVTEWGEIE.
eBook FH7>/\Z—>2& SOLID TO—RELNILT7vTd5] HTELIESI L,

© 2024 Unity Technologies

45 of 127 | unity.com


https://unity.com/ja/releases/lts
https://unity.com/resources/design-patterns-solid-ebook?isGated=alse

Q | Assets | Programming and code architecture | Project configuration |

lMntroduction to ScriptableObjectsy Fa—kU7)ILEREEL T, ScriptableObjects A’&H%A7fD 70O
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C# Job System
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traditional multithreading

Timeline

Main Thread

Main Thread

C# Job System

Worker
Threads
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ERMETT52RINONBEHE. COVLFALY KT TO—FEHRNOTT. LiL, 1 HE
IC 30~ 60 7L—LTELDEWVWZRIVZLNELBITNIBESBWT —LT7 TV r—2avileoTIEIE
HETT,

ZFD7=8 Unity Tld. C# Job System IFIENZ D LERZTILFALYROT7 7O—FZFRALTL
9, EROEVALYREZSHERTIOTIEHL, EEEI 3 TERIENZ/ NS RBAICHEILED,

Semaphore.WaitForSignal (0.02ms) BoidsNativeList:UpdateSmilt (Burst) (0.01ms)

BoidsNativeList:UpdateSmlt (Burst) (0.01ms)

BoidsNativeList:UpdateSmit (Burst) (0.01ms)

BoidsNativeList:UpdateSmlt (Burst) (0.01ms)

BoidsNativeList:UpdateSmit (Burst) (0.01ms)

BoidsNativeList:UpdateSmlt (Burst) (0.01ms)

BoidsNativeList:UpdateSmit (Burst) (0.01ms)

BoidsNativeList:UpdateSmit (Burst) (0.01ms)

Profiler @ Timeline Ea—IZl&. 7—H—ZLYRTRITINTVBZ DI THRRINS,

IN5DT3TEF21—ICAD, T—H—ZALYFORBT—ILTEITINBLSICRTZa—ILENET,
JobHandle JKFBIREERTBDICRILE. Pa7HELVERTEITINSLSICLET,

RILFRLY ROBENBEEDOVEDICHERELVWSIHDH B, ik 2 DD Ly RHREIRICH
BEBICTVEALICCEICRELE Y. CNZRSI®dIC. Unity DRILFILYRTIE. 37 DRT
ICBBBT —2ZNMIBREIATLEEALTVEY, C# Job System &, BIaTzPaTBE
EOIE—TEEET B0 MEREHEELEEA.

Unity @ C# Job System ZfH$ 313, UTFDHARICRESTLIET U,
— USREEERICEBLET, Paduid. Job 1Z—T1—RERELIABEFRDIE T, S

DATSTIMIFLTREILZRIZRITTBHE. IIILFITTRITIT3HIC |JobParallelFor
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—  YadIlEINBT—RIE. blittable ZTRIFNIEBDEEA. SREZHIFRL. blittable B
DT—EDHEAL—E LTI TELET,

— BIITADEEELZEDOIOHICHHINI-EFAHRDT. NativeContainer ZERLTXT>Z LY
RICEEREEDRLZE Y, Unity Collections /Vv4 — 0 NativeContainer (&, Z1T«7XE
Bo CH SyN—%=BHELES, TDHY T2, (NativeArray. NativeList. NativeHashMap.
NativeQueue & Y) &, RED C# T—2BEE L ERICBIELE T,

C# Job System ZFRALT. 7OV UMT CPU NI74—TI > RERE(LTZHEICOVWTIE. FEa
AV EBRBLTIEEL,

Burst > /\1=>—

Burst compiler I Job System Z#5EL %9, Burst k. LLVM ZERLT IL/NET NT+O—K%
REC SN ToTI—RICE#BLEY, ChiZid. Package Manager H'5 com.unity.burst %
BMIZCTHEICTIEATEET,

Burst IZ&D. Unity BEBIINTF—I >R EBLEIEAEDLS, FEMEDT=DHIC C# DY Ty RE[MEL
B3N TETES,

Burst AYNAS—%2 RV TEMITEIHEISUTDED T,

—  BHNERZEORIET, UAMIEZTALKMENHBHEIF. NativeDisableContainerSafety
Restriction B TEEII N7z NativeArray OERZEFT LTIV, ChIZkD, WF|P3T
I& NativeArray ICEZFAL UM TEXT,

—  Mathf B8R DI Unity.Mathematics B8#EEERBLET,
—  2aJESH% BurstCompile B TRELET,

[BurstCompile]
public struct MyFirstJob :IJob

{

public NativeArray<float3> ToNormalize;

public void Execute()

{

for (int i = @; i < ToNormalize.Length; i++)

{

ToNormalize[i] = math.normalize(ToNormalize[i]);
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Platform Default
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Render Pipelines

Lighting Settings

Pick a Render Pipeline g
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Universal Render Pipeline
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High-Definition Render Pipeline
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Pick a Global lllumination mode ;i

Lighting

Pick a Lighting Mode

Baked GI
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Subtractive
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Add Lights
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—  PlayStation 4 : com.unity.render-pipelines.ps4
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© Inspector

Surface Options
Surface Type
Rendering Pass
Alpha Clipping
Threshold
Use Shadow Threshold
Alpha To Mask
Double-Sided
Normal Mode
Material Type
Transmission

Opaque
Default
v

v
Mirror

Subsurface Scattering
v

Receive Decals
Receive SSR/SSGI
Geometric Specular AA
Displacement Mode

Surface Inputs

©Base Map
Smoothness Remapping
Ambient Occlusion Remapping
. ©@Mask Map

Normal Map Space TangentSpace

| @Normal Map ®
©Bent normal map

Diffusion Profile ambooLeaves (Diffusion Profile Settings)
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TAT7—RIT—TaV . EATITIRORDODIINYITPICSA TV % BRAT %

lighting
pass

Output
(Frame Buffer)

specular
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TEADDIC. TIAFv 7y bBRICEAZEZMATIEE L,
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ARG &S, Output /—R® Shader Graph DFEE% T 53,

© 2024 Unity Technologies

BEZEST | Jr—4—EEIZ 1 WEICAIEDRTINSGH. ARERREDEREFZRELLL
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9, ZLT. BHNOERNESNBZET. CONIBISUFTERIREREZZTVED

TIFHRRREZ—/—RICEHEINTOVAWVWESIE. FLE2—TJF0F %I T7IC%LTEL
RETY, Unity I, IVNTILEHIREENICEELBVL/ —RFZERLET,

60 of 127 | unity.com


https://unity.com/ja/releases/lts

Q Project configuration | Graphics | GPU optimization
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Strip Unused

Strip if no Entities Graphics package
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DI—H—NITUEHRBBRVEDD O TUVRHEIE. EILRICEDBVEIICTEIENTEET,

Editorlog LTz —4—BREe Y1 XL 9, [Compiled shader] & Compressed
shader] TIRFBITZRLET,

UFiE. TEST x—4—PREFIBO07DHFITY,

Compiled shader ‘TEST Standard (Specular setup)’ in 31.23s

d3d9 (total internal programs:482, unique:474)

d3d11 (total internal programs:482, unique:466)

metal (total internal programs:482, unique:480)

glcore (total internal programs:482, unique:454)
Compressed shader ‘TEST Standard (Specular setup)’ on d3d9 from 1.04MB to 0.14MB
Compressed shader ‘TEST Standard (Specular setup)’ on d3d11 from 1.39MB to 0.12MB
Compressed shader ‘TEST Standard (Specular setup)’ on metal from 2.56MB to 0.20MB
Compressed shader ‘TEST Standard (Specular setup)’ on glcore from 2.04MB to 0.15MB
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ESaTI T IO REERL T 370 DREMRIT TR Z#ZBELIESI L,

VIOFITA)T A TEDMICT S
TOFIAI)TRIE BEZBSMNMIL. TyPOFHFFHFERS L. ARFaF5—IT1)T7RZzm/RIC
X7,

=)

EWN LI A—=NNAT A TIAT—RLIRA) & ERLTVWS%AS, Quality 38E T Multisample
Anti-aliasing (MSAA) ZFATZIEHNTEET, MSAA EEMBOT7YFIAIT7IVI2RELE
IH. LEFEHIHIHIDEY, TMSAA Sample Count] DROVTH T A=a— (None. 2x. 4x.
8x) 1F. LYAS—HI IO EFHET I OICERT I I EEELEY,

URP F7ci& HDRP TI7#T—RL YAV VI ZERLTWEEHEE. LYE—NA1TSA>T7EYLT
MSAA ZBMICTEET,

© 2024 Unity Technologies 64 of 127 | unity.com


https://unity.com/ja/releases/lts
https://docs.unity3d.com/6000.0/Documentation/Manual/class-ComputeShader.html?
https://unity.com/ja/resources/definitive-guide-to-creating-visual-effects
https://unity.com/ja/resources/definitive-guide-to-creating-visual-effects
https://docs.unity3d.com/ja/current/Manual/class-QualitySettings.html
https://en.wikipedia.org/wiki/Multisample_anti-aliasing
https://en.wikipedia.org/wiki/Multisample_anti-aliasing

Q Project configuratio ‘Graphics | GPU optimizatio

© Inspector

Depth Texture
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Quality
HDR
Anti Aliasing (MSAA)
Render Scale

URP T. Render Pipeline Asset ® MSAA :2E%* R D15,

HB3WE. BUEBELT7OFIA)TREMZZIEHTIEY, ik, Camera AVHR—RVED
Anti-aliasing] ICRTINET,
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Spatial-Temporal Post-Processing (STP)
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MR EBmBOAVT YR = THRHELET, COVU 21— IEHFIC GPU D/NT+—
YVRCRBEINTED, LAV TREOREMRERIIL. E2a7 Il @BZH#FELENSEMEED
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URP T STP ZBZNICT B EIE. UTDEDTY,

—  Project U4 RIT. 7UT17% URP Asset ZEIRL £,

—  Inspector T TQuality] > TUpscaling Filter] IZ#&hL. TSpatial-Temporal Post-Processing.
ZEIRLETS

@ Lighting

® O ¥~ D 6 vy P =v By D ’:

Rendering
Renderer List
0 BPC_High_Renderer (Universal Renderer Data)
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TZaTILICREWV. Unity TSIV T HFRTZIHEEFUVELLS,
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LTS3V, F£7=. TProject Settings1 > HDRP Default Settings1 »*5 [Frame Settings]
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Unity 6 Tld. 747747 70—JRUa—L (APV) HEAIN. Unity T/O—NIL1IILZR—
2aVEIIBT 31D DFEINY ) a—2a i RE I, EMAS — 2 THHND OMERN AT
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BHOD APV 21O Lid. LRNILVAOTO—JBEZLD IV MO—ILTZDICIRIID,

APV F—R|F1XIH5 CPU X GPU ICAR)—I2J B3 A TE KIRERREBEOS AT
JIBRERBECTIET, BHROSAT2 I F)AERAILTILVRL. BROTFAIILDLS
BRUTINEZALDHDEBERZRREICLET, I5IC. COTVATALIIRAAA VI -3 72 R—b
L. Ray Intersector APl LIBT3 TrO—JHEZLDHRILL. £z SAMTO—TD
BN EEZIVMO-ITELT. RN zilz. REFEOREZALIEZLHTIET,
LWL CH# RAY APl IE. ARV TERIZIZUTL oS a3>7O—THh50D APV OMIILIR1Y
HAREICLE T,

APV DSERAEICDOWVWTIE. GDC 2023 @ lEfficient and Impactful Lighting with Adaptive
Probe Volumes] ZZELEIWL,

Lighting B2%EIZ3% Adaptive Probe Volumes D1~ K™Y
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Q Project configuration | Graphics | GPU optimization

HEEMICTS

BEDFrAMI. MeshRenderer 51 FZEICEMICTEEY, FO—D—ILZBIET 370
AIREREDREEEMICLTIET L,

oy DUTNBAY L 2PHAR ZXFvSIF—DTICEEL. EDLIETIRFYEERATSC
ET ADREIEDEWSHEDLHDET, HBWE. hRELIT—H—%=F>TTOTvRU%E
EB2eHTEED,

EJ v Mesh Renderer

Materials

Element O ® Matr_BuildingsJettys

Lighting
Cast Shadows
obal lllumination '~ Off
Global lllumination . On
Lightmapping Two Sided

Scale In Lightmap Shadows Only

ROF v EEPICLTRO—I—ILZHIRT 3.

BIS. KAV LDOEEBMCTRIDITBITTLIETWV, ZDHBIKRTITVESTME 1 D2DFT
MIDE 6 DDIVRIIVINAERBLLEY, ChE. ARYESAED 1 2DIvRITYS
NALLERTHTLIEITV, ESLTHENAEIRELRERIF. RAYMIAMEIRYESARC
BIMIBZCZRFLTUIETV. BINAEZEALBAVWTETESIE. KDODIZRAIVRITE
AT Light.cookie & LTFa—Tvv7FZERALELLS,

I—H=II7xVFeRETS

BEICESTIF. BHROSIZEMIBZDTIEIEL, DPLOOAYTRRTIBZILHHDET,
BIRIE VLTSI TA VMR EEZBIcDICARIICESTHEZETE I M2 ER I B0 DI,
DLSAT1 0% Lico— 2 —%FEALET (HLSL TINZEATBZHEICOVTIE. T —
J1221—H—0fEBRLTIEEW,

© 2024 Unity Technologies 70 of 127 | unity.com


https://unity.com/ja/releases/lts
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/Light-cookie.html
https://docs.unity3d.com/ja/current/Manual/SL-SurfaceShaderExamples.html
https://docs.unity3d.com/ja/current/Manual/SL-SurfaceShaderExamples.html

Q Project configuration ‘ Graphics | GPU optimization

Culling Mask

GPU S hRu/N—%EIRY BHkF

F1hLAVY—%2ERTD
SAMPERBHZIEM LS —TIE. 7Tz IRELAVY—DIFL. ES1FORERBZEDAH) Y
IIRVICBRELET,

Nothing
Everything
Default
TransparentFX

Ignore Raycast
Water

ul

3DSkybox

WaterFX

Terrain
Boat
Player1
Player2
Player3
Player4
Otherthing

Blocker

LAV —IE KORBZREDN IV IIRAIICHIRTE S,

GPU 21~ w/\—
GPU - +Yw/N—IZ Unity 6 TEREMBAIAEETY, GPU ZFHT 3T, SAT10I9T7—43
DEREBHMICERILL. FERD CPU IC&B51 IV EV TR TR IBEE KIBICEETSE
F9, A—RR—ZBHRILL. EDFAERELEREZDHLSTHLVLSAIRAIIDNYII VR
HEALTWEY, I5IC. GPU DR/NEHD 2GB IC5IZFTFIFSNTIEFH. TORZTLEIZS T~
TO-TOMNBEBHTISHLL APl HEMINFE LI, Chidk. FOS—JvILERINE
AVTUOVTHICERT. JESTFLMEERLOHEHEENTVET,
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D570 IAL VA T REILTRICIE. Z—T Yy sN\—ROzT7DHIRE GPU 0O 771 )24
HEFRBEIZHNEDRHDEY, TOT71UJ1d. HERTEDIToTVBIRBILH IR THEIHESH
ERRALTBDICRIIBET,

GPU DL YR TEEERDID. UTDRIANTZIT4RZ2EFRLELLD,

GPU ZRVFY—293

TOT77AIVTRTIRE. BED GPU BSOS BTOT71 ) U IERIBRETEIZNEHZT
NBRVFI—IDSWHRHBZILEBVTLES,

GPU £J5 710y IRAN—RDIFIFAERIZER D FI—ID—EIZTDWTIE. GFXBench #8HELT
2TV, TOUTTHbTIE, BIEFATELR GPU OE Y. & GPU OMEDIFICDOVWTEN
LTWET,
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L >R T iRET = SRS 5

S—LEa—DHLICHS TStats) RE>EIVYILEY, §d8. BEE—RFOT7IIVT—>3>
IS 3UTILEALDL YAV IBRHDERTIZ VsV RODRREINET, COT—FERVT,
ROINTA—=I A EFBEIELELLS,

—  fps 1®MHBEOODTL—LE

— CPUMain : 1 JL—LDLYAIYY (BLULRTAVRIDITAH—DEH) ICET DKM
— CPURender : 5—LEa—D17L—LDLYAIVIIZET BE5H

— Batches : FRICEBEINS FO—J1—/LONYFH

—  Tris (ZA®) & Verts (JER) : Xy>adIA XK

—  SetPass calls : Unity BBEIE LOT —LA TSI NEL AT RFdDICST—4—/INR%
IOBEZZEH (BNARIERD % CPU A—N—AvREHLSTRIEEEHL H B)

FEIITAZ—NOD fps BT LBEIRDONTF—IVRICDBHBERBRDELA. RDIEER
BRE/ZDIC. ELROTOT7A1IIIZTICeZ2BBOLET, " BHIOOTL—LE !
FPHLDIEER] €U a>TRHRLIGED, ROFI—IZ(T55HE. SUNBELMOTL—LEZ1LH
1WBIEODDTL —LBEDBERLIEREBDET,

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

Graphics: 72.7 FPS (13.8ms)
CPU: main 13.8ms render thread 6.1ms
Batcl 657 Saved by batching: 22
Verts: 9.6M
90x1249 - 29.9 MB
187 Shadow casters: 1262
Visible skinned meshes:
Animation components playing: 0
Animator components playing: 1
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RO—J—)L&/\wFAIET S

F—LATS UM ERHET 371, Unity 125571y X APl (OpenGL. Vulkan. Direct3D %)
ICRO—O—)L&RTLET, SRO—I—IILIZUY—ZERBISHBELET, IFUTILOTIDEI L L.
FO—J—/LREDIREZEIZ. CPU BTN T —IVADA—N—~\yR%E5|SRITAREELHD F T,

PC a2V —ILDON—RIx7IF. ZLORO—J-IETvadRIeHTIETH. FrRO—O—
DA —N—~YRIE. HIRTRZEBNIDBBEINBZIIFEEFLEVWEEZE T, ENTILTNTITIE,
RO—J—ILOBBEHRARTY, Chld. RO—I—)L\YFALIBIC K-> TRRTEET,

FO—a—ILN\yFURIEBIX. COLSBREZFZR/NRICINZ. ATz IbDOLVZUDTICH DB
CPU JXrZEHIELEY, Unity Tld. \WK2D DT IZwI%FE>T. BROA TSz ELEDD BN
INYFICFEHBENTEET,

SRP /\yFHLIE . HDRP #7=i3 URP Z{ERALTWL3HZEIE. Pipeline Asset @ lAdvanced.
IZ#3 TSRP Batcher] ZBMICLE Y. BEfMEDHZ1—H—%=FEHAT3HE. SRP Batcher
IFRO—3—)LE®D GPU £y b 7w FZEIRL. YTUTILT—2% GPU XEUIZKERIICHREF
L9, ChIckD. CPU DL VAUV BB RIBICIZAZ A TE T, SRP Ny FLE%
ISICHETBICIE. BRDBOF—T—RTEDD BV A= NUT7 U ZERLEY, D
L>RAUY I 7—070—27ACcIMIBERT3AEICOVWTE. T650D SRP FFaX vz
BRELTEIL,

© 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 & IZA%II D,

© 2024 Unity Technologies

GPU 1V RAVIVY i RALATIxUr (ALXYSaeITUTIVEROEY. A BRY) B
SHHBHEE. CPU 71V Ra ) ERALEY, COTIZvIIE TZTvIRN—RILT
EE>TNYFUEZITSET, GPU A1 VREVI VI EB/MICTBICIE. Project T4V RIT
ITUTIL%ZFEIRL. Inspector T lEnable Instancing] Z=FTv7L %79,

BRIy FUE BEF LAV AXNIDIFE. Unity BRICITU7ILZHET B Ay 20RO~
J-LZHBTEERY, BNV FLBIDDIERNTIN. IDZLDOXEVZERLET
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@ | GPU optimization

HERICBIKC DWWy ald AT Inspector T MBatching Static] £ ¥—27 L% d, Unity I3,
EILREHCTARTORNA Yy 2% 1 DORIB XAy alfEELEY, F/o. StaticBatchingUtility
ZEATBRE. SUFILEIC BIRIE. FERFHBROTOAS—Sv NI ZERLIET) D
SOLENNYFEEETIERTACHTEED

BpY/ Ny FUIR NS Ry2adizE. Unity (& CPU ETIERZZIL—FELTE#EL. 215
Z—EICHEBETZCHTIET E T2BEOO—RUXY2a (BEXyaDTERD 300 LT,
ER7RJEa—rDOEED 900 UTF) HARVRD. ChEFRLAVTIRTIWV, £5THRL
BEIE. NyFULBZITITODNIBAY 2 a%FTIEIC CPU KBZREI B LICARDET,

WSDODDEFERIL—ILT. Ny FUBERARISERTZI N TEET,

S—UTHEATETIRFYORERRBROMZET, TIXAFvOBMN VBTN, BERER
DRTITZINEDBLBD, NyFRIBHRBRICHEDET, ey AEBRDTIAFYT7HSR%
fERLTIETL,

SA MY FIZARRABRDBICRADT FSIAFAITRAILTLIEET V. TRy TOEMD %
TNRRTITILOREEE DD BLTEAEIHA XEBVTYRTUMIFERLTIIES L,

ERETICITITINEAVRZZIELBVWESISERELTLET VL, XU RD Renderer.
material ICFI7ERATREITVTINZEREL. HFILLWIAE—ADUT7LYRAZIRLET, NI
ED. TTICZFDYTUTINESTCBEEONYFIIWEINE T, NyFATSzIbDITTITIL
ICT7 Ot ALTEWESIE. K1 DIC Renderer.sharedMaterial ZA LTIV,

Profiler PREILHRDL VA1) T EEST. BNELUEBIMNNYFAHUV M RFO—O-)LD
BEEBICERLTIESL,

SIS OWVWTIE. R¥axXyh TRO—J—)L\yFiE] 8B LTIV,
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@ | GPU optimization

TL—LT N\ H— =895

TL—LFNyH—#ERTEE. 1 2OTL—LTHEEETU—ZL. Unity Ho—>EEDESIHEE
TENERTYTCLIRRLT, BEOBRERETIET, FRBICLYFUSILTUNSS —L
37T ERL. BNSEEHICLTIL—LTEORO—I—LERS LTS L,

TL—LTFNyA—E LYFITENETL—LEFRBICHTT B,

L TL—LTN\YAH—IE BALORO—O—/LPREZEERTIZIDDTIEHDFHA, X177
D GPU FO7707—7E1Fh\ EHARO—I—-ILEZAI T BHmERHELEY, LHL. TL—LA
FNyH—IE. N1 TS DOREER /NNy TFUIEDRIERE T /NI §BDICIEEICH/IEET,

Unity 7L—LFN\YA—OFROVC2E. RO—O—-LZs—AOREDT —LA TSI NIHAE
BT TERIUTY, CHUSED. ABBIL—LTN\YA—TRIRARELBEOMBEZRAELPIAED
9o

FHICDWTIE. Frame Debugger MRFaXVMETELIEZETV, TSvhTI3—LBEBDOT/N\vI Y=

DO—EIZDWTIE TR 747070771 T7ELUT NIy =)L zERT2) OEI2arezlE
<IETL,
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Jq)lL—bhEEBE{LL. A—N\—RO—%H3T 35
Jao)lL—hElE. GPU AV 1 BREICE®EICL VAV I TEBZREI IO YT,

BRBIDT— LD T L—MILOTHIBINTULSIHE. CNiE GPU HMUIETESLDHZLDES
T ZTL—LIEICHEBELELSELTVB I L ZBKRLET,

BLEIEILDLICAEDLERE T 2A—/N\—FO— V&Y, A—/N\—FO—F7q)LL—rZET
TH. ROBATVEHEBEEZHEELET, A—N—FO—DEETILKHIERIGIUATDEDTT,

—  REBERFRLIFERLRIARANIOF—N—FVF

— BMLII—4— ZLOBE. BHROLUA—NI%ZH#S)

—  RBLINTOWAVN—T1IIL

—  F=N—IvTFTBZU EXR

ZOREERNRICMZBCEIIEETIN A—N\N—FO—OREZRRATZODHFEDTIO—F
BHDELEA. £T13. LEEOBRDOREEZRST e ZTHAELELD.

-+ \Y
mEIBC LA —Fa2—
F=N—FO—ICHLI BT Unity DA TD IV —bLTHSL IR DTS B HECIER
TRIUEDBDET,

EILNA LB —=INATSANIT — LA Tz O EL VA T E—RE renderQueue (ICBD
WCY—hLEY, EF TP/ T—4—EL V4 —F 21— ICBEIN. ZLDBEE. CDFa1—
HHEEIEZRELE T,

Unity BRBICA TV M2 BEEICHEB T3 OV —MIDWTIE, LYA—F21—CCICBARS
IL=ILICRESZ e BT, FZIE. Unity & Opaque Geometry Fa—%gih5HE3ICY—~
LE9IH. Transparent Fa—IFFih5H&2ICV—RLET,

AT OMDER-STLIA I TENZ . A—N—RO—iHEDFEd, EILbILIE—N1T
SAVEFERLTWVWSESIX. Scene Ea—DIO Y FO—)LN—5F—N—RO—%27AHLTSE
9, HEWEE—R%Z TOverdrawl ICYIDEZ T TL,
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@ | Graphics | GPU optimization | User interface |

# Scene
Overdraw

Shading Mode

Shaded

Alpha C
+ Overdraw
Mipmaps

Sprite N

Deferred

Global lllumination

Contributors / R

Scene Ea—@I>bO—I)L/N—IZ#% Overdraw

BA2WETEILIE. ATV MHEBR>THRBEINTWVWS I ZRL. BLWEIEILIFA—/N—
FO—DD BV ZBRLET,

1227 Shaded Ea—Do—>
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FL>—>® Overdraw Ea—, N—=3v 7§23 0AXRIIE LIELIEF—N—FO—DRA LA S,

HDRP TIEL YA —Fa—DIXrO—-ILAENZDELDFY, HDRP IF. A TZ{ToTLUA—
Fa—DIEBZHELET,

—  HETFTUTILICICAY a'mTIL—T1E

—  ITUTILOD Priority ICBDWVWT. ENS5DTIL—TDL AV JEF%25TE

& Mesh Renderer @ Priority 7ONXT & ERALTEIIL—T%EY—+
ZOFERFa1—ICIZ. BRIICIYTITILD Priority T. ZLTKIZE Mesh Renderer @ Priority

TY—bINTc. F—LATPz VROV RBEINET, FEMICDOWVWTIE. TRenderer &
Material Priority] R—ITEHBEINTVET,

HDRP TEBHE A —/N\—FO—ZHREIL T SIZIE Render Pipeline Debug 71> R (TWindow
> Render Pipelinel > Render Pipeline Debugl) %ZfffLT. TransparencyOverdraw]
ZERLET

RI1G11B10
Deferred Only

8 Rendering Debugger...

Rendering Debugger (Z7 27t 29 31F
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| GPU optimization

BRAEA—/N—RO—%RTTSIIF. TRenderingl %#EFRL. MFullscreen Debug Model @
FOyF4o>h5 MransparencyOverdraw] Z3&ERL T

BREA—N—RFO—%Z/R1 T 25T

HDRP Render Pipeline Debug 7> RUTIE. BHAITUTINSDOF—N—RO—2HE(L TS,

shaded scene

transparency
overdraw

E—tIvFiE. >—>T
LYAU>YTINZEREE
LAV —%2FHN5HICRE
BICRIBLES, FldA—
N—=—RO—DDHVWI %
=L BIZNTH—TXIC
BABHELTSEZZITE
BAEDLIVY—HZVWIr%E
RLET,

BHEA—N—RO—0T
HBILZFERTZIET. &b
BUNT#—IVRDT=®HIC
—rERBILTSIHEEIC
DVWT BWRICEDWE
EEZTFTEHNTEETD,

CNSDBHTY—ILIE. F—N—FO—ZEETIHIC. REEDO/NOX—2—ZREMIIRELT

<NET,
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ANV =ILBIFICTZT74v 0 A =Bt %

Xbox 3> —JLX PlayStation® [EITDBEIFIE. PC BIFORRICMTVETH. CnsnrIvk
TA— LI IFBEDF Iy U PBETT, AL—ZABTL—LL— ERRTBRHICIE GPU D
BELICEN T BUBENBDET,

NIF=RVADEINRYIERETS

PIX for Xbox & PlayStation D 7O7715—Y—I)L%. CN6DTS Y T+—LTORBELD
TeHDY =Ry I ZD—EBE LTHEAL TSI,

9. GPU O—RABEWVWIL—L%ZRDIFEY, Microsoft & Sony I& CPU & GPU DmAIC
FVWTTOPTIMDNTH—I VR EZDNTBHDENY—IILZRHBLTVEY, FhEho
FAT47 707714 5—%F>C. TL—LICH D> TVWBIAREBERDN—VICHELET, C
nE. IS T4V IRDNTF3—I V2% A LEEZHODEREEBRDET,

Initial GPU Frame

35 40 45

®m Gbuffer = Motion Vectors ® SSAC mShadows wmLighting = Atmospherics = Post

Ea—7' PlayStation®4 Pro T 1 7L —L#&7=D#] 45 SUFD GPU IKETH B ZRL TV,

NYFHIV M ERIRTS

tMDTZYbTFH—LLRERRIC. VY- TORELIZ. LIZLIERO-O—-ILONYFZHRTS
CEZIELEY, TR UTDESBTIZVIDMERET,

—  AUIN=Ta Al I ERTRE. BiRATOIIMIBN AT T ZHIBRLTA —
N—RO—ZHIHTEEY, cEl. CHICIFEMD CPU MEBLNKREL LSBT, Unity
Profiler ZfEALT. GPU »'5 CPU NDIEEBED'BR TH B L 2R L TS,

—  GPU 722422 208 F . ALXYSaeITUTIVEEETZ3 AT I L H 35
Blc. NyFZHIRTEZd, O—YRNOETILEEZSHIFRTZZET. NTA—I R &AL
IHBZEDTETEY, IHICITRAIX EMELE— B RENICREZZEALKEILRTEED,
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—  SRP Batcher & Bind & Draw @ GPU <> R%Z/\wFNEBTZ T, FO—J—JLE®D
GPU REZHIBLE T, BEALIFITITINEZFERTZET. D SRP NyFUEDR
BHERTZCHNTEEITN. B0 H308D>—H— (URP ¥ HDRP T Lit x—
HA—r Unlit >x—4—72) IZBRELTIZE,

Graphics Jobs 277714~ =953

lPlayer Settings) > lOther Settings] TCDA /> 3> %=BMICTSH L. PlayStation £7=lE Xbox
AVV—=IORINFAT 7Oy —%FRATEEY, Graphics Jobs [&. Unity A'lL >4 >5
EEZEHD CPU 7RI LUF—ZALYRADOEBERHZAHEICL £, FEMICDOVLTIE.
IMultithreaded Rendering & Graphics Jobs] Fa—kU7ILZZEIEEL,

RO ZTAT7IILTS

AV —ILBICRBEINARI N O 7y b E2FERLTLIE SV, TL PC BICA—1Y
) E iz Asset Store DY —JLIE. Xbox O —JL* PlayStation TIEFHEU EIZVY—X
EHEIRHEDHDET, KDD . XA TAIDTAT 75— F>TTOAT7AILLTIE T,

Fykl—avor—4—0ERERITS

TYEL—=23 i A TR LTEDNELET, CTHUICED OAXRNIDDK RO, T+
TILDRELEDEFTEXY, U7IILBERERBLICWVEERYE. TyEL—2a>hiRVHIR%E
BIBIICHHDEITH. —HWICIE. TV —ILEIFICIRTYEL—2a>OFEREEXITE
TL GPU ICERVWEREHI DD TLEVE T,

FARAMN)Oxz=F=2 Q02— box—F—ICBI RS

TvEL—2arir—4—CRkRIC. DAANIDT—H—IERYT—4—(F. GPU £T1IL—LA
ICDTF 2 [@EITINDZLLHDET,

GPU LTIBATF—#2EMLEDEELLOLIEMERE, JARRIST—F—EDHI Ea—F
ST H—OBEBRVBREABIEDBHOFET, A2~ oI —F—TIEEETSET
ERICOAX LA ST T BEAS T—F —EHBRNEEN DTN ABDITT LN
TEET,

RiFGIx—770 Y rOLEXEZHET

RO—3—JL% GPU IZXB . ZDEEIZZLDUT—T70VMNIDEITN. Unity I3EN%E
GPU WOF AR 8E% SIMD ICBEL XY,

% SIMD O—EICRTREERVI—7 7OV MDRABIIREFOTVEY, vx—770VMDEE
Kri|F. BEEAINTWVWRUT—J70YFOHORABICHITZEERDOZ L TY, Thid. GPU
DRTIIVINEENTERATECWSHZRZDHDTY, AVYV—ILBBEDNT+—I XD
YV—)LiE. 9r—J70OY O EEREFMICTLET,
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DOC ave 0 0 DE
« Occupancy
VS PS
LS j ES
G5 HS

cs
Async 1 |8 Async 0

~ Occupancy

Vs PS
IS | ES

GS HS
cs
Async 1 8 Async 0

TI—J7O0YMORHFALEREARAELER

EROFTIE. HERIT—F—DIT—TI7OYMRBTRRIINTVET, EVEILST—4—0
DI—JT7AYVMIBELRTINTVEY, FTDISTTIE. BV T—F—DHBEOEMELTL

E+DISSERATITLAVEWLWS T T,

BHlL. EVEIIOBECERAEVERS T —4—DEEETKTALTVERS, ERAHE%
ToTWVWBrWSZehblhFtA, VI—770YDEERMEV EIZKTLHEVIETIE
HDEEFAD. ST —F—DFRBEILP. MDRNLRYIDF TV I %1%ET T BT DDIBIZEE RO £,
FIZIE. XEUREBNUENARETIN—ILDAEELTWREE. HERELIFEIETNTA—
IVANEETBEREEDDDET, —A T WEBROYT—TIOVISTEFZE. Fvvia
2SI VTDREEL. NITA—IVADMBETFLET,
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HDRP EILM UNRAEELUVHZRRALNAZERTS

Oz D HDRP ZfE>TWVWBIHRE. TDEIL N VYNRAB LUV HRZLNREFR LTIV,
NBlE. O—>DLIYAIVFIBIIEETEIM UNRIE, ST —4—DRBEILICIRILET,
HDRP (Zl. YT —H—ICHRZLNAZEBIMTIEZEART VDV DODOEEINTVED,

Opaque & Sky Transparent Post Process

:] Builtin HDRP passes

| Gustom Post Process Injection Points

[:] Custom Pass Injection Points

HDRP SEARA Vb EERALTNA TS 2B NRETA1XY %0

BRAAYTUTILOEEORBEILICDOWVWTIE. CESDL VA5 — YT UT7ILOTHO/NTICET3
R=THEBELTLIEIV,

Y RIRVEITDLYHF=2=Fy b DY L XZHNINT S

HDRP @ High Quality ZETId. T7#ILET 4K v ROV TZFERLET. SvRUIYTD
RBEETIF. JL—LOIXMOFEEUELET, 2L, STFORETEV27ILAED
BIERSVENHBNHLNABVI LB TEEE I,

Async Compute Z;EHT3

GPU Z+RITEATETCVARAVXENH S5 E. Async Compute 2FH 338 T. ENDHD
Ao a—box—4—DEEEIS T4y IFa—ICBHIE T, WINLITZIeHATEES, Ch
IZ&D. GPU OUY—RZ=BMISTERATI Y,

PIZIE. v ROV TERFHIIE. GPU IZREDHDL AT {TVET, CORRTIZEY
T T—F—DERERIFLALTONY, 2OV —TTOVIEETNBVEFLADET,
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Graphics Queue  Rendering Depth Only Rendering

Compute
Dispatch

Rendering

Compute Queue

Graphics Queue  Rendering Depth Only Rendering

Compute Queue

Wavefront 0
Wavefront 1
Wavefront 2
Wavefront 3
Wavefront 4
Wavefront 5
Wavefront 6
Wavefront 7
Wavefront 8

Wavefront 9

- Vertex Shader Work - Pixel Shader Work Compute Shader Work

Compute

Dispatch Rendering

Wavefront 0

Wavefront 1
Wavefront 2
Wavefront 3
Wavefront 4
Wavefront 5
Wavefront 6
Wavefront 7
Wavefront 8

Wavefront 9

. Vertex Shader Work . Pixel Shader Work Compute Shader Work

Graphics Queue  Rendering Depth Only Rendering Rendering

Compute Queue Compute Dispatch

Wavefront 0
Wavefront 1
Wavefront 2
Wavefront 3
Wavefront 4
Wavefront 5
Wavefront 6
Wavefront 7
Wavefront 8

Wavefront 9

- Vertex Shader Work - Pixel Shader Work D Compute Shader Work
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AVEa— b z— 42 —DEELZFEDHDL VA JEEATEZ A TENIE. GPU 02
BB ERREFHZEHNTEIEY, KMEFDVT—T7O M. RIV—2AR—XT7VEI VR
FOIN—o30%, BEOEEEHETI DRZAVIESEHTEET,

10 15 20 25 30 35 40 45

Prepass ® Motion Vectors ® SSAQO ® Shadows = Lighting ® Atmospherics = Post

30fps TwiBE{LINicL 24—

FROAITIE. WKODDRBILICED. v RIUIYEVT. SAT1VINA. KRDORFEDUNIE
ICHD BB ZHMIUMERLTUVET, Z2ORBR. JL—LDIXMZ TS PlayStation®4 Pro
T 30fps TENMETBLSICHDELT,

VA%
FON—2a>hI2TE. MO —LATITIMILS>TRLEICBINTWVS (FVIL—RTNhTWS)

F—LATSTOREEMCLET, CHICKD. CPU & GPU B\ AXSICMBZEDHEWATSTIRD
LA DI ZEYTDEHSCIEDTEEXT,

NIV TEAASTEUTRIDE T, 2D7dH. HITEBOAASZRBFICBEMICLISZE. NT+—IVR
ICKIREEZEZXZ0BEDNHDET, Unity IF#EEAHVTeAIIL—23> AV ID 2 BED
HIVTZERBLET,

HEHVTRBEAASTEENICEITINET, Chid. View Frustum OHNCH BT —LA TSI~
PLIAITEINBCZBELTeD. NIF—IVZADRBIICRIIBEFT,

LAv—Crmh) 7 iEE &, Camera.layerCullDistances TFEITHRETIET, UKD T4
JLE®D farClipPlane KD BHEWVEEBE T/ NSRS — LA T INE AUV I TEENTEET,

ZDEOHICIE. =LA TP IR LAV —ICEIBL £, layerCullDistances Eg%=EHRLT. 32 1@
DLAV—DZFNZNIC farClipPlane &KD/NIVMEZEIDHTET (F7ld. 0 ZFERALTT 74/l L
LT farClipPlane #EBL%EY),
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Unity id. EFLAV—EICAVYTZITVN T—LA TP TIMIAXSHMERTEL AV —ICDHTED
9. £DE. ANV TIZEST. AATHEDNMIH BT —LA T IRDEIRINEY, #a
HI2TE. FIBERERT—A—ALYyREFIATE—EDI3aTELTRITENET,

BLAV—DAIVYITANIERBTEAEY (RENICIEYIRRAVBEDOHDD). LHL.
T—LATPTIOEHZIT NI COIARMIDTHET, CNTOPTIMIBVWTHBICRZIHA.
Unity DLAY—E3#RHI VTS RATLANOEEBZERTZ1HIC. T—ILbZz T2o2—) I
DEIL. AXSHEBOMNCHZEI2—ZENICTBESATLEZRETIHVENHZIDHLNEEA

FON=S3> h VT8 F—LATIST D AXSICRE RS, F—LE2—D5HIBRLEY,
MDATSTIRDEBICBNTWR AT oD, LA TINIY—IDBERINTLES O,
COMBEEFHALTLUAIITNERVWESICLEY, FIXIE. R7HEF>TVWT R70EISEID
BEOHRDAXZICMSBRWVESIE. EOBEEL VRV ITIRBIEHDEFHA.

FON=a3 AN TEENITRE. NIx—IVRIIKEBICALLETH. BERTARIBE.
CPU B5f. RAM HIEML XY, Unity IZEILRRICAIIL—2 30 F—2%ERC1IL, —>oO—RK
FICT4RIH5 RAM ICAO—RIZHRELRHD £,

AASE2—ND#|ENI VT IEEEITITONE T FOIL—23> AT IERAITOEIDBRE
TY, 77U % Static.Occluder 7zl Occludee £ LTY—2L. "Window1 > TRendering.
> TOcclusion Cullingl 41 7OJMSRAILET,

FRICOWTIE. Fa—bUTIL TH 0L —2a>hn) oI DfERAE] Z#TELET L,

Visualization
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Orientation

FON—23> NIV TDE|

HRERE

Allow Dynamic Resolution (. &L >4 —42—4'yEEIMICILARE/ILT GPU OIEEEREZER
¥ Camera BRE T, 7SUT—3>DTL—LL—bMETF LRSI FBEEDR T —ILERAIC
THFTIL—LL—bZ—FIZERIOIENTIET,

Unity 3. NT7#—X Y27 —82H GPU IKREDRERELTIL—LL—FMETFLESTHB L 2R A
LIcHmE. CORT—UYIEMNIA—LET, CORT—UVTR. RTOVTRFERLT. FHTEH
ICRUA—FBEHTEEY, Chid. 7FUT—23a>dD GPU Z2ZAHT3E0aviliidunTung
BRICEFTY, RRAICZAT—ILLTWT I BINBERERIFLACRICHESBBDED,

BMOBHRPYR—FINTVE ISV T4x—LDO—BICDOVWTIE. BIN@EEEICETZY=aTIL
R=VBRLTLETL,

BEDOIASE 21—

T—LTIE. BBRORIDSLUZIITBHRENBHRHBEDHDET, HIXIE. FPS 7—LTId. 7
LIV —ORBERFEZRBZIEMRET (FOV) TRARICHEDA R TY, hilkh, BEREITOD
LA FOV A5 RICERIC, RIRICH B AT DTV MHMIRICEATR I TLESREZHCI LD TEET,
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Add Component

URP @ Camera Stacking, i HRMNBRBINATRETL VAUV IENSB,

URP @ Camera Stacking ZERALT. 2 DU EDAASE2—%L VAV TTEZENTEET, LD
L. BAATITIIRALLTRE ROV TEL VAU TEBL TN ET, BRGLENESHICH
PHO5T. FAXFFASHDF—N—AYRZRETEET, LOFIVIJIZBER Camera JVHR—
IR DHBZFERATBEEIICLTLIETV, ENAINTIYRTA—LTIE @AHLIAITLTVGRNESE
Th. BT IVT17AASIERK Ims @ CPU K% FERT 308eMLHDFT,

CPU:10.66ms GPU:0.00ms  Frame
Camera.Render Camera.Render (1.43ms)
D g Drawing Culling Drawing (0.68ms)

1 1
.I \= i [[f  SceneCuiling | +.OpaqueGeo]Render. TransparentGeomet
| ]

[ Corsendevens |
|

Unity CPU Profiler (&, #1LZAYE2A—ICATYALYRERTL. BBOOXIHH B %R, Unity BEAXZICHLTHI VI ZRITT 3.

© 2024 Unity Technologies 89 of 127 | unity.com


https://unity.com/ja/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.universal@17.0/manual/camera-stacking.html

@ | GPU optimization

URP @ Render Objects Renderer Feature

URP Tld. EHOAXTZERTZHHDIZ. HXALD Render Objects Renderer Feature ZfERAL
THTLEEL, Renderer Data 71y~ TAdd Renderer Feature; z2!1)'v2L. Render Object]
ZERLET,

Add Renderer Feature

NAZLLYH—FTITO MR, LY —RE RS —N—51 KT %,

BLUA—FTO O F—N—=F1RTBBIE. UTDIEEITVET,

—  Event EFEMIFLTL AU IIL—TDREDRAIVIIEATS

—  Render Queue (Transparent ¥7:i& Opaque) ¥ LayerMask TI7q/LZ—571193
—  Depth & Stencil DREEAICTS

—  Camera 2E (Field of View & Position Offset) #Z¥EJ3
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URP @ Render Objects Renderer Feature ##Eld. BHDLAV—% 1 2DOL VAUV TE2—ITRET B0

HDRP @ Custom Pass Volume

HDRP Tld. ARALNZAZFERLTEKOMRZEZ N TEEXT, Custom Pass Volume Z{FEH
L7z Custom Pass DREIE. HDRP Volume ZERLIBEEMTVWET,

Custom Pass I TFDOZ e ERIBEICLET,

—  J=YADRTITIONGRZEETS
—  Unity B —LA TSI I LA —FBIEEZEET S

— AXSGNYITFEIT—H—IIFHRAAD

& v Custom Pass Volume (Script)
Mode Global
Injection Point Before Transparent
Priority 0
Custom Passes
Custom Pass (FullScreenCustomPass)
INETN Custom Pass

Target Color Buffer Camera
Target Depth Buffer Camera

Clear Flags None
Fetch Color Buffer
FullScreen Material None (Material)

HDRP & Custom Pass Volume

HDRP @ Custom Pass Volumes ZERATRIET. ROBAASOFEREZNUCHE>THRETZIEM
DA—=N—=—AYREFSCZEDNTEE Y, DREZLNRICIE. S—4—OBEERADTAICZLD
FEMNRHDFET, C# T Custom Pass V52 #NET R LD TIET,
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Level of Detail (LOD) %={fFEd 3

FTS O RHELICBETBICHEST. Level of Detail (LOD) & GPU /NT7#—< VR EBITA1=8IC.
FOEMABTTITINE S T —H—TERBIRED Ay 2% FERITRLSICAREITITIDEZIZITVET,

@s v LOD Group

Fade Mode

L(LOD 1
1095%

Recalculate Bounds Recalculate Lightmap Scale

Hero_Mountain

Xwall Level of Detail Group HMERINTWLSHA]

Hero_Mountain_LODO Hero_Mountain_LOD1 Hero_Mountain_LOD2
4734 Vertices, 8811 Triangles | UV1 2399 Vertices, 4334 Triangles | UV1 1248 Vertices, 2151 Triangles | UV1

SEIERRBRETET VI SNY—IAXya

SMICDWVWTIE. Unity Learn @ TLOD DfEWA. BEHEI ZITELLEIL,
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RAN ORI 7o =O771ILT 3

RANTOEZT 722 F7A770)LLT GPU OOXMERESELELELDS, TIL—LPHEREEDLS
BINWZRI)=VHRICIEEFHIEVEDEHDETH,. ETVaF7ILREBENTF—IVADNT VD
N3 FTEHLTAHTIETLY,

RANTACRTTIMIT YR LRICH EDRH LB WMERAD HDFT. RUa—LF—N-F1F%
RELTS. RARITTIMIETL—LFEO—EZEENICEIDHTEY,

v Volume
M Global

0
misland_Post_Clear (Volume Profile) ® New Clone

Saturation

v Lift Gamma Gain

~ Gamma

Add Override

RANTOEZXT TV MIRTRERIRD & > T ILICR D,

GPU Resident Drawer

GPU Resident Drawer (URP && U HDRP THEARE) . CPU BEFf%Z&R#E{t I 3L SICFRETI NI
GPU BRENDL VANV TS RATLT, WIF—IVRICKERAX )y ESHTES5LEY, 7O0X TS vk
TA—LDLIA) > TEYR—FL. BBEOTOSIINTEDEFFERATIDLSICHRAINTVED,
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GPU Resident Drawer TR{TINTWL3 DEEEIRE

CDIRTLlE. HDRP F7zi& URP Render Pipeline Asset R THEMICTEE Y, lnstanced Drawing.
ZERLTEMCLET, oo BEE—ROATEMICTSZD BET—FTHLEMCTZIHZEIRTS
CEHTEXT,

GPU Resident Drawer Z8%IC9 3. FO—J—=ILOEIKHZ WL =HIC CPU KIZE RO TWRY —LA
IE. RO—O—ILDOEWEZDNTH—IVADEELET, COBREORENRESNDINIEL. >—>
DIFEPA SV RAAVI VT DEICES>TERDF T, LA T TEAVREVRILAIRERZ T T+ D
BHZWNELE, BICBZB XUy EDAIKAEDET,

v
2x Bilinear
v

Instanced Drawing

Quality
%

Disabled

Automatic
v

Blue Noise

Lighting

Per Pixel
v
2048

Light Probe Groups
Per Pixel

72

GPU Resident Drawer ® RO 74> H'5 Instanced Drawing %&3EiR
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lnstanced Drawing) #7>a>%&IRT 3. T BatchRenderGroup Variants MERE L [Keep
All THRITNIERSRV] CWSED Ul EEXyE—IRRRINZEHHBDET, F7T71vIRE
ETIDATa>%iH8- TS5, GPU Resident Drawer DFRENT T LET,

£ Project Settings B Occlusion

rmance  Graphics

mulator
Set Default Render Pipeline Asset
ine Asset that U don't have ned Rende

Custom
Custom
Strip Unused
Keep All

Always include

Find closest Light Probe

Save to asset... Clear

Built-In

BatchRenderGroup /\U7> % Keep All IZ5RTE

TSICRVTVWBRIE. CE5DT1AAYIavALyRelBLETEL,

GPU A 2)L—>3>h) >y

GPU #A0I)L—3>h)>Jl&. URP & HDRP DOil5 THIFREET. GPU Resident Drawer LiE&E# LT
BELE Y, Tk, FTL—LDOFA—N—RO—-DEZRSTIETNIF—I VR EKIBICA LT HE.
LUAS—HRIABVEHDEHEITR-HICVYV—RAZRETZCIEHDEEA.

GPU AW =3 AV T 52#B/MICTBICIE. LYE—N1TS514>T7EybEIFEL. TGPU
Occlusion] ICFTv I ANET,

Unity 6 7 /\wJE—RT GPU AUIL—a3> A I FMICT BIC1E. TWindowl > Rendering.

> lOcclusion Culling] DS ETIEY, CCTlE. IETFHRE(A TS a>%DERBLT.
FIDTIRBEDESICAHI T INTVWEL ZREERTIEY,
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@® Lighting © Inspector

© O @ O %~ > "x:?v¢’>sv-|v@va
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Rendering
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. 0 B Mobile_Low_Renderer (Universal Renderer Data)
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0
v

Quality
HDR
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Lighting

Main Light Per Pixel
v
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Light P! i Light Probe Groups
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Render Pipeline Asset @ GPU Occlusion Culling #7>3>

Graphics Jobs =2 E|d %

Split Graphics Jobs |&. LAY J AT REERO CPU A7 TEDMEMICEITL. LFUVT
HAROBDOLFTEEEZDHBETINIA—I VR EALEIEET,

. BROTRIMYTEIVAY =L TSR TA—LTHR—FENBZILYRE—RZRHBLET,
FRFERIF. XAVRLYR (—8WNBT —LODYyI A —T AL —23>%8BY) L1747
I57109yIRT3TRLYR (LYAI)VTERI%ZBY) BORKEREBRLNEHIRINZ LT,

COFLWALYRE—RICEBNTA—IVADALIF. FTL—LTREINZRFO—O—-)LOIC
IHCTELET, RO—O=ILHAZWVEFEINSDRBILICEZ AV YMIAIKHED, 2ZLOATS T
IR TIRFYEEOEMBRS—2TIE. NIH—IVABAKEBICALELET,

Splits Graphics Jobs I&. Windows [@i3®M DX12 #{FEARFICFIBAEET. Vulkan Player THHR—k
INTVLET,

. TProject Settingsy > MPlayer) > Other Settings1 > l'Graphics Jobs Model T ISplit]
ZRIRTBZETHEMITEED,

LHF AR EEIE o1 L Y —E—RPRA T T E—RTId %<, EIC Splits Graphics Jobs ZfEAT 3
CEEBEIHLET,
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Unity IZ1& 2 DD Ul S ZXFTLDHDET, REFRD Unity Ul FTLW Ul Toolkit TF, Ul Toolkit (&«
HREINDS Ul SRTLICHZIEZENELTVWET, 1ZENGTTIRMICEY N /U —oT70—k
A=Y= ED. BRBEONTA+—TVRCBARAMEZRBELTVWEY, 207H. §TICUTT
R=DOTHAUBEDH B Ul THAF—PT7—TA AR TEHELAPTVDEDEHE>TUVET,

LD L. Unity 6 OFFETIX. Ul Toolkit (2iE Unity Ul % Immediate Mode GUI (IMGUI) TldHAR—k
TNTVWB—EBDOREEED DD FHE A, Unity Ul & IMGUI 1F. BEDI—XT—XICEKDHBELTED.
LAS—FOS I R— T 3DICHETT, FHMICDOVLWTIE. Tunity @ Ul S 27LDEHE] %
TECETL,

UGUI NN T4 —Y @t d >+

Unity UL(UGUD IE. LIFLIIN T+ —I Y RABEDRE £ %55 Z e h'd D &9, Canvas IVR—RU M,
U BRDOXy S aZERELUEFH L. GPU ICRA—J—/LEFITLET, TOMEEFBERITLD.
TSI T O EITFRELTIES W,

FrONREHETS

1 DDREBFYUNRUMATFHOERENDBHE. 1 20 Ul BERZEFITHLF v NILEDER
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ZFI T BHOF v NRZYR—NTS UGUI DREERERLELLS, BFEEICISLTUI EREDE
LTLIESV, BEMA Ul EXRIFFOF v UNRICES. FARFICEFINIBMABERIZ/NIBYTEvy
NRICEZFEY,

BXVvYNIADIRTO U BEZHRFEIL Z B, ITVT7IN. TIRFvEFEDLSICLTLIE T,

RRABWUIEBREZIERTICTD

T—LAICEENICLARTEINGV Ul BR (FrS78—MNIX—CRIFIEEICRTINBEAL
AN=7RE) BHBELET, FARD Ul ERDTIT1TTHNIE. FLEFO—T-I)LZE>TLSH
HLNFLEA. FAIHRD Ul JVR— UM ZARHICENICL. BEICISCTHUBEMICLTIETL,

FYUNZADAREEATICLIEVWE T RS, =LA TP IR TIZ AL, Canvas JVR—RUk
ZEMLET, CNUTED. BUBMICLEBICXY 2P ERZVEILRTBHEN DD EFEA

GraphicRaycaster Z#IPRL. Raycast Target ZHEMNICTS

FIRD) =22y FRIVyIIREDATTA RV M. GraphicRaycaster AV R—2R Y FHRETY,
ChizBFiIC. BEELEOZARZIL—TFL. TNH Ul O RectTransform RICHZIHESHERESIL
F9, YIFvONREEDH, ATDRERIRNTDFv¥ /NI Graphic Raycaster MAETT,

ZEICIETRFIC. CHIESRBICIELIFvXAEZ—TIEHDFHAD. EXEHTEICIFENRDOERD
HDDF 9, BEIEALAL Ul £v>/VRIZI Graphic Raycaster ZEINE I\ 8E R/ NERICHIZ £ L &30

. v Graphic Raycaster

Ignore Reversed Graphics +

None
Everything

HEER LAV Ul Fv>/\XH'5 GraphicRaycaster ZHIFRY %,

I5IC. Raycast Target EREBXLABEVWITARTO Ul TFIFEEIRTINEEDICLET, Ul BE<D
ERTEMLESIZ. COLSIBNIBEETRAVELRHEZRST LI TIET,

] v Image

ce Image [*]BoatAttack-logo-W

E
i

None (Material)

v

Simple

Raycast Target |$AJRE 2R DEEINIC T B0

© 2024 Unity Technologies 98 of 127 | unity.com


https://unity.com/ja/releases/lts

Q | User interface |

Layout Group D{ERA%Z#IT3

Layout Group DEFIIIEMENAD T, FRIGEZXFT, A>TV VHBNTAWES RIS,
KHDIZFAR—2a3FI AT IRDREHI T h—Z2FEVET, E5THRVWESIE. Ul ZRELRIC
Layout Group AYR—R M EEMICTEIHRXZLOA—REZERLET,

EIREZIC Layout Group (Horizontal. Vertical. Grid) %@EHEI3HENHZIBEIF. /NT+—I X
A LEIEZH. RAMIBITTIES L,

s v Grid Layout Group

Padding

Cell Size X 100 Y 100
Spacing X0 il O
Start Corner Upper Left

Start Axis Horizontal

Child Alignment Upper Left
Constraint Flexible

Layout Group (&, HFCRZAFINTWVBIHBE. NTF—IVRZETIEZTEEDH S,

KBV FE2—PT Iy FE2—I3#ITB

KOBVZAEa—» Ty RE2—IFEBEIEEDEYT, ARBELRUINEI—PTVYRE2—Z1ER
TRIVENRDHZIFE HEOTITLDHZIARVNEERY). IRTOTITLICKHLT Ul BEX
ZERTBDTIERL. O/NSHR Ul BROT—I/ILZBIRETZICEZREFTLTLIESIV, TE50H0Y
7L GitHub 7O2 7T EROEEERER LTI,

BRDA—-N—-LIEZEHITS

Ul BRZIKTAERDZE (A—RNMLT—LTH—RZERZRBY). Z—N—FO—DRELET,
J—RZARERAZALT, SUEALBHILAV—(LSNIcBERZIDDBVERENYFICR—TLT
<TETLN,

LEEO VI ZEATSI5EIC. EDMDHEDEITARTHERTICTS

—BHE PR OBEEN S — I HIMDIRTOEREBSHBEIE. €D 3D >—>%LVA)VTLT
WBAASEEMICLET, BIFRIC. —BLOFYUNIXDEBICENTVWS, BEOFVYUNIEERD
\EMICLETS

2E®E Ul Ok, 60fps TEHITIHNEN ALz, Application.targetFrameRate Z FiFfd_r%
REFLTLIE SV,

D=L FEMEDAFERDF v I NRICHAASZEIDETS

TEvent Camera] * Render Camera; O 7+ — J)LRZZEHICLTH L, Unity IZBEIIC
Camera.main ZFHELEITH. CHICIFAREBELRETFIHIMNDET,
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Q | User interface |

Fv>N\NZAD RenderMode (ZiF. AXTZHEL L7\ Screen Space - Overlay] ZTJEEZAFRD
FERLTIETL,

=] v Canvas
Re World Space

m Main Camera (Camera)

) C Default
Orderin L r 0
Additional Shader Channels Mixed...

Render Mode IZ World Space A3 %% & 1d. Event Camera ZZZHIZLZARLY,

Ul Toolkit /X\T7#4—< > IA&:BEIEDE >~

Ul Z2ZR937 —LDEEIE. —#BIC Unity 6 T Ul Toolkit Z/ER T2 E2HEIHLFET,

Ul Toolkit {Z. Unity Ul £DBHNTF—I>XDELEL. BARBRDONTA—I A BRI AMERIRTS
FSIFARBRINTED, ZEMNBRITTFo/O00—-hse b aFU—o70—A - U2 IY—)L
EFRMLET, ZOEHRFEOVEDIE. Ul BEEDOOHICEICHKS SN, BEICEBELEInLY
BYIGNAT A FERLTWAZ YT,

Ul Toolkit Z5EBE LT Ul ONT4+—IY VA ZREL T BT D— R BHEREEZ LW OMBNLET,

HENBLITPINEERTS

MENBRLAT IR, FEHT Ul BEROMUBP YA XZRAETZDTIFEHL, Ul Toolkit HMRHTS
Flexbox BREDL A7 ORI —T=ERBIBIETY. LAIT7INIIIL—TFELATIMNEZESHNIC
WIBY BT, NTA—IVADKIBICA ELE T, FEESNILATIRL—ILICEDE Ul EROf
BT A XIDELGRRINE T, ENBLATIMERRETZET. FEEICLBLATINTED
F—=N—=AyrZzOgL. —BED0H3&ELIN Ul LRV TZRBLET,

Update TRFTDEWMEEEEITS

Update XV RTRITEINBIERE. I Ul EROIER. 1#1F. FFEOISBEVEEZR/NRICHIZ
&9, Update XVYRIE 1 TL—AICDE 1 BIFUHINETH. CNSDIRMEIZZEIOHIC. HBWE
AIREPRDFEAEHRICIT S K SICL TSN,

TRV MLBERELTS

ARVEDY TRV TLavITER L. REICBOTOEREZMIRLTIIET V), BRIRA R MLIEIE
NTF—RVRICETEDT. BEBARVIETEYTRISATLTLIET L,
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@ | User interface |

AE1Io—eRmiBEILTS

A= TERASNTVWBREZAINIFREELIZ—DEISERLTLIET V. ZHDIL—ILERFD
ABRRRZAIIND—RINTF—I VR EZSEX BN HDET, AFZMILI—MNIEREZES,
TUBITEBEICTBEIIBITELLS,

7A771I T eRBILETS

Unity O7O771 )Y =IILEERLT. Ul ONXTH—IVARMLRYIEZEEL. IEThERABRL
FUNNTECERGBEERYE. IS5ICKRECTI2\EEZROITHLELLS,

A=y TSR 7A=LICESEZYHTS

A=Y TSYRTA—LT Ul ODNTAH—I>RA%ETANL. TEIERTNAIATRBER/NTA—IVIAH
BoNBELSICLET . NTA—IVRIEIN—RIT T OMREICE - TER DO Ul ERE(L T BHITZ—
TN TSR TA—LEZRERLTLIETL,

NIA—IVADORBEIEIRETOETITY, Ul J—RE#GEMICTOT7ZrU>I, BlE. &L,
AL—=ZADDHIRMICKRITTEDLSICLELLS,
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i — 14

F—=FToH . BENTH—IVADRNLRZYZICIEHDEFEAD. XEU, T4RIAR—X, CPU
FHRXRZENT3DICRBEILT B EIETEEXT,

OXLRT71)L &Y —RELUTERTS

WAV % AIFF E\W\ofcy OXLZRADT77AIVERDY OV RT7Ey b EER T3 eh 5D ELLS,

FE#E7x+—< vk (MP3 % Vorbis &) 2R Y 3358 Unity IFEILFRICENZRRL. BERELET,
COFER. REFERNZD 2 BREL. FRNBRENHILLTLEVED,

PlayerLoop (5770.60ms)
Update. ScriptRunDelayedDynamicFramaRate (5768.83ms)
CoroutinesDelayedCalls (5762.83ms)
GameManager.LoadWorld() [Coroutine: MoveNext) (5740.53ms)
(Coroutine() [CoroutimCaroutine() [CoroutinnCoroutine() [CoroutizationCorouting() [Coroutine: MonCaoroutinel) [CoroutingzationCoroutine() [Coroutine: MézationCoroutine() [Coroutine: Ma
aCoroutine() [CoroutitaCoroutine() [CoroutinaCoroutine() [CoroutlipDataCoroutine() [Coroutine: MtaCorgutine() [CoroutinlipDataCoroutine() [Coroutine: MilpDataCoroutine() [Coroutine: My
1g:ReadObject (588.4ing. ReadObject (683.0ung.ReadObject (615.6Loading. ReadObject (926.57ms) fing. ReadObject (680.1(Loading. ReadObject (922 85ms) Loading.ReadObject (952.50ms)
adObject Threaded (FeadObject Threaded (GeadObject Threaded (fing. ReadObject Threaded (826 .5%ead0bject Threaded (Gling. ReadObject Threaded (922.8ding. ReadObject Threaded (85248
smLoad Threaded (5iromLoad Threaded (68omlLoad Threaded (EBkeFromLoad Threaded (826.33cromLoad Threaded (67bkeFromLoad Threaded (822 63takeFromLoad Threaded (852.27n
jer.LoadFMODSoundager. L oadFMODSoaund (ger.LeadFMODSoundManagar.LoadFMODSound (926.agar.LoadFMODSound Manager.LoadFMODSound (922 Manager. LoadFMODSound (952,

Unity Profiler TO#—7rA&AHAHD CPU AR
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Q | User interface | Audio | Physics |

A—=TAF 0T HEINT S

Decompress On Load
io Data* v
n Format Vorbis
Quality
atting Preserve Sample Rate

n multiple platfor

FlowingWater

H—FAF TV TOA K~ N BE
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@ | Audio |

F=TFTAFA VYT DA VR—FREICED. SUFALBDOAEIVERAEEZEH KL, CPU NT74+—T X
FERBILTIET,

ZTFLAY IR ERBLLBRWESIZ. ATLAA—F4AT71ILD TForce To Monoy 7+~
2AvEBMICTRIET, SVRATLEBOXEVETARIDBREXEHNTIET,

ERL I N7z Audio Source ICIEE/TILTHA—H ) T INTVWS D 1V R—MRET Force
To Mono) BEMICE>TWERF—FT4F VT HEFERLTLIE IV, Ef{L I Nz Audio
Source TRATLAYIVREFARATZIIBEG. A—T«AT—2IF 2 BOTARIIAR—REAE)
HHEBELET, CHUCED. Unity A3 —FTAZIFI U J0NBRICH IV REZE/SILIZERTS
REHRHD, TNICDHRN A CPU MMIBERARELr DT,

lPreload Audio Data) I&. Unity h'>—>Z#IHA1L 9 350IC. BEINTWSA—T1A o)y
FO—RTBRCZHERICLET, LI L. CHICEDS—>DFHMAABIEMIER 75

FIOVRIUYTHICICBETIZBRWVWIEGIF. FFRAPATHAAATLIEIW, Load in
Background] ([CFTv I ANET, THid. XAVALYyRZTOYIT2I AL BIRALYR
THIVREZBEGHAHLET,

I'Sample Rate Setting 1% Optimize Sample Rate| F7-|&Override Sample Rate ICEREL £7%

ENTITSYh=TH—LTIE. 22050Hz THHTY. 44100Hz (CD RH) IFHBES/INRD
BRICEEH T IV, 48000Hz IHBEITT,

PC*» V=IO TSy T#—LTIF . 44100Hz HIBIETY, @BF.48000Hz IIBEHD Ft Ao

F—TaF 0V T EHEL. EfROEYRL—FZTIFET,

ENTILTSY—TA—LDFE. KEDHTIURICIE Vorbis JL—FFTB3ZeH#EELTULAL
YOURICIE MP3) #FEALET, B<. BEICERINZIYIUR (HEPEERY) ICIE
ADPCM ZfERL %Y,

PC & Xbox® Tld. Vorbis ¥ MP3 O+ DI Microsoft XMA d—F v %ERAL T I LY,
Microsoft I 8 : 1 D55 15 : 1 FTOEMBREZHERL TV ET,

Playstation Tld&.ATRACO FeRZ B L T2 3L\ N Vorbis X MP3 &KD#% CPU #—/\—
ANYRDDLECERHET,

BYBO—REZAFRZI VY TORIICIOTREBDED,

IV TH1X fERH AO—R21THRE

7N

(200KB Kif) #AE). UYDUR

Decompress on Load) Z{ERAL £, Znid.
BV REED 16-bit PCM A —F 1 AT —RICRR
IR, HIH% CPU IR DDETH. SV
" FICRHELIY —72 B °
BaLogms (s, | ZTLRICROBUL T —IVRERELEY

% f- I3, TCompressed In Memory) % &£ 8 L.
TCompression Format: %z TADPCM) CEE L
9, TN, 351 DEEEMERZRML. V7L
BALDDODBEVAFTHRETEET,
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Q User interface | Audio | Physics |

REBO—RZAF7IE. AT I MDEBKIEALIC
FOoTREDET,
: _,D ‘\ Eb\ﬁ\ <\ [y o =
q: f_’;;’rg s ;i T_Tj; XEVEREOHAE—BEOBA .
(200KB KL k) ﬁggas;%; ™ | TCompressed In Memory) Z&iRL %7,
=] [=]

CPU FRHEZEN OB RS, v 7%z TDecompress
OnlLoadl ICERELXT.

VAN lStreamingl ICFRELFd, AMU—Z2FICIX

Y :n: n\ w w
(350 ~ 400KB B;’:"g. {”;DO;%EE' 200KB DA —N—Aw KA BTt +HAEH
i) F=T1F IV FIDHBELTVET,

AudioMixer #&Et 93

F—FT1 AT TDREFEICMZ. AudioMixer ICHIFTRIUTOREICHIELTLIEILY,

—  SFX Reverb Effect |&. AudioMixer TRHPBREHIEVWA—TAAMREDV LD TY, SFX
Reverb Z{23IxH—JIL—7 (BLXUZFNICEKETZIFH—JIL—) =EBMTS L. CPU
OAXMHBIMLET,

ChiE. REICTIL—FIES EE->T WS AudioSource BRVEATHIEIDET, Unity @
F—TAF I XTLIE. null EEEZZELTVEIHNESHERFILTVEE Ao

-80.0dB

Master Reverb Input Reverb - Copy Input - Copy

-80.0 dB -80.0 dB -80.0 dB -80.0 dB -80.0 dB

Reverb JIL—FEENITKET BV —TZEBMIT B L. 7=¥ X AudioSource HM5EZTAANBLTH, AR DD B,
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Q \ User interface ‘ Audio | Physics \

—  AudioMixer ONTA—IVRZBALIEZHIC. SFH—JIL—TOEZRS LTI,
1 20HIN—TOTFICZRODFIIN—THBMT R, A—T1FD CPU OARMHKIZICHEM
LF9. Unity @ DSP I null S5 ZXA LAV, TRTD AudioSource H* Master |ZEHE
HAShTWTH, CORRIIEELET

Non-Narrative Ambient Ambientimpor Prompted Narrative Dicey DialogTree

Voice
Non-Narrative
Ambient
Ambientimportant
Prompted

80.0 dB 80.0 dB -80.0 dB

Narrative
Dicey
Even
DialogTree

FUN—TDHEHLTES AudioMixer Z)L—7

—  BIN—TIZFIIN—=TH 1 DLHBRVREZEZEE LTIV, a[REARD. 2 DDIFH—
IIN—T%1DICFeDHET,

Sidechained | AmbienceQua SfxUi2D Player PlayerFol Dicey NPCFol Combat

Sidechained
AmbienceQuadintro
SfxUi2D
Player

PlayerFol

Dicey

NPC
NPCFol

Combat

FII—T% 1 D721H#5D AudioMixer
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YRR

MIBZIIEHELT — LT LA ZEDHTEAAEETTA. CHNICIFNTF—I X LI AHHD
£9, CNSOARMDIEFEDHINIE. Zal—2a FWABRLTEVICEE TSN TEEY,
YT EERT2E. Z— Y IL—LL—bE#HFLADS. NVIDIA PhysX T2V =iaLEc
Unity @ built-in 3D physics 2B LTT —LZBSMIBETEET,
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@ | Physics |

AT/ A—% Bt g5

Xy2ad7M2—DaFIEEBRDIET, LDERBAYS 2514 —ZT VI T T LIIIERAL
INFcAy2ad504—THAL., TORRISEDIF TR E L,

“-<Persp

ASAE =BV TAT &S LT Xy > 2% ER Y .
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Q Audio | Physics | Animatio

== =
REZERBILT S
Player 82 T. Prebake Collision Meshes] (ZIZBJEEGRDFTvIZANTEIELLS,

Optimization
Prebake Collision Meshes*
Keep Loaded Shaders Alive*

Preloaded Assets*

AQOT 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 ZE3IZY %o

Physics 27 (TProject Settingsy > Physics)) H 5N TICHRELTZ IV, TLayer Collision
Matrix] ZA[EEARDERILLE T,

@ Project Settings

Physics Settings

Fixed Update

v
7

Default Contact Pairs

Sweep And Prune Broadphase

Patch Friction Type

v

IOV OYIEREREEZEEL. SOBVNTA—TVRES|THT,
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@ | Physics |

Zal—Ia iEE TR TS
YIERE IO VISEIEDORER Ty S TEMELE Y., OV hOEEL — A TEdit] > TProject
Settings1 > Timels "SRR TIXY,

Fixed Timestep, 7—/LRiZ. SYEBEEXT Y TERAINIHBRORREESELET, FIXIE.
F 7L ME®D 0.02 # (20ms) (& 50fps (50Hz) ICHHLET,

TProject Settingsl @ [Fixed Timestep) &7 74)L8T 0.02%# (1#$H7D 50 TL—L) IZRETNTVS,

Unity D& TL—LICH D BRI ENENELS . MIBEE IaL—2a v eRTLICAMLTVS
DIFTRBDEEA. TUIUIFROYPIEEERERATY TETHIVILET, TL—LDDTHITEL
BoTc DL BTN LTIHA Unity I3EBKHEZERALT. BYARERTY 7 TYIRERES a2l —
2IVERITIBIIIVIZRELET,

TL—LDERFICHBDDINBIBE. NTA—IVABBICOBDZRIEEMELHDET, FIXIE. 7'—LA
ICZANAIODRELIBEE EBOT—LATS MDA VREAVRIERTARAIDSD TP ILOO—R
BRE)TL—LODETIC 40ms U EDDBEDRHDET, T7A4ILED 20ms DEERBE ATy Tl
AEEERTY I TEVWDL | 72010 ROTL—LT 2 DOYPIBIZaL—2aVhRITFINBIL
2D XY,

ROBYPERBE S IaL—2avd JL—LOMERBZIBCI CEICBDET, O—IVREDDT Iy
FIA—LTIE. SHRNTA—IVZADTEINAZILCDBHBEIREMN B DT,
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Q Audio | Physics | Animation

ROTL—LOERFICHEEHDD B MERES 2L —23>ON\vIOJBREDEY, D).
TL—LDTESICEBED, 1 TL—LBIDICKRITIBZSIal—2a BN BIBIMLEY. ZOHER.
NIF—IXVRFETETETLED

RRMICIE. MERBOEFRERIRATFARERATY IZBA2TRMENHBDE T, COFIRZEX
3. Unity I3YIEEEOEHRZHMITELSICHD. F—LICRZYyZ—DRELTLEVET,

YNIERBICLDNTF—IABBEEEET BICIE. UTETOTIE I,

—  YEal—IaVvEEETIFEY, O—IVRFDDTS Y T+— LTI, Fixed Timestep 45—
TYRTL—LL—FEDBHPREHICHKEL TSIV, BIZIE. E/NTILT 30fps DIHEIF
0.035 WZFEALET, Chid. NTA—IVROTFEINATILZHESDICRILIEET,

—  Maximum Allowed Timestep Z T IFf£d, &D/NIAE (01 BAY) ZERT . WEE
BIal—yavoBEIEEVELSFEIN. 1 JL—AICECAYIEEEEHRORKDEIRIN
¥9, ERZEZHEHLT 7OPTIMOBEHFICESDDERDIFT TSIV,

— REIISLT. YIEEEXTY T EFHTITULWEWESIE. TL—LOEFHERRET SimulationMode
ZERLET, ChICKD. MBERBRX T ZRTIZFIZI2J%OMO—ILTEET, Time.
deltaTime % Physics.Simulate ICJET T, MIEBREZSIal—2a VR ASES
CEHTEXT,

CDFHE. EHBCYIEEFECTL—LEENKEIKERTZO—2TIE. MEEE Il —
LAV RREICRBFIREMD BB, FRICITEFRIBETT,

& m e

Sc.‘cc(c(!,Tv\)nuforn\Ch\u\qulet.pJﬂch =

DelayUpdateloop.Update() (31.65ms)
Physics. Processing (0.92ms) /sics FetchResults (0.24n

FHIal—aviidd Unity >—>o7O771)>0
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Q Audio | Physics | Animation

MeshCollider [@lF(Z CookingOptions #Z %9 3

YRERBTHEAINSI XY ald, JyFJeENs 7O 2R ET, Thid. L1 vkt
REDYIEERITUTEMFIBELIICAY 2%z ERBLET,

MeshCollider ICI&. X aEYIBMICIREET B DICRIID LK DHD CookingOptions B&H D E T,
Xy allCNSDIREDBELRVWEHETEZHEEIE. CNEZEMLTIVF I IREZERTE
F9,

DB EIF.F MeshCollider ® I'CookingOptions T. lEnableMeshCleaning M'WeldColocatedVertices]
FCookForFasterSimulationy OF Ty IZNALTLEIV. TNE5DFFIavid. SU21LBEICTO
O—=TvIERINIEXY D AIIFENTITD. Xy ah T TICEY A=A EF>TLWS 5T EMN
ICTEET,

F7-. PC X =4y ILTWBIBEIL. TUse Fast Midphase] ZBMICLTEVTLLE IV, Thid.
Zal—2a>ORRRRMET PhysX 41 OFE7IILIVILICTIDE LD XY WIEEEITIDRH
ICRESTZABEMDHZ=AFD/NEBEY M ERDATDICRIIEET),

+ -

*  Procedural Mesh

< MainScene :
5 4 ag Untagged

Transform

Mixed...
None
Everything
B8 v MeshRenderer Cook For Faster Simulation
Materials Enable Mesh Cleaning
Weld Colocated Vertices
Use Fast Midphase

Probes

Ay>adyyFoIFTay
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@ | Physics |

Physics.BakeMesh RT3

HF—=LTLARICXySax O —IvIIVERT 356, 7021 LEIC MeshCollider Z1EFT 3 &
HTEFEY, LH L. MeshCollider AVR—R U bEEFEX Y aIBMNTR L. X1VA LY RTYE
BEEEII I RAULET, ChISHEYA CPU BR%ZEE I A REELHD £,

Physics.BakeMesh Zf#EB LT MeshCollider EHETHERTEIX v a%ZEfHL. RA1IT7—2%ZXY
aBBFICFRELTIESIV, DXy amB8RT3HHLL MeshCollider (F. (Xy>aZBERTY
TE3DTIFHL) CORAIUBHT—REBIRALEY. Chidk. >—>0O—RREPT1IZ2VR1E
DI EEMRET2DICRIIBET,

NTA—IVR%ERELTBICIE. CH Job System ZEARALTAYSaDIvH I EFIDILYRICAT
O—RIBEDNTIFET, EROALYRIZELD>TAY D2 ERAITEHEDEMICDOVTIE.
CESDFEBRLTIET L,

| N | I

s m e

eshJob (Burst)

Profiler @ BakeMeshJob

[ER7 S —>1Z1E Box Pruning #EHRT %

Unity O ¥IBEETI > UIE 2 DDRATY S TRITINE S,

—  7TAO-F7zx—=X: 217 —T&ITI—2FIIVILEZFERLTEENLEEEZINE
—  FAO-7—X IVISUHERICEEREZHE

JO—R7z—XDTI7AILERETH S Sweep and Prune BroadPhasel (TEdity > TProject
Settingss > TPhysics] > BroadPhase Typel) (3. —f&HICTIET, ZLOAF1Z—h'H5T—
JLRICH L TRz RE T B ZaREMED B D £ 75
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@ | Physics |

S—VHERTIZFLACTEDGE & CDORE%E T T, TAutomatic Box Pruning. £7z/&TMultibox
Pruning Broadphase] ICHIDEXTLIET V., CNBEDFTFoavidT—ILREIUYRIZHDEIL. &
JVYyREIHRA—FKTIL—2%RTLET,

MMultibox Pruning Broadphase] Tid. T—ILRDIBEBREITVYREIILOHEFEITIEETIEFIHN
FAutomatic Box Pruningl TidZNZHELTKNET,

Physics Setting

Physics # < 3>® Broadphase Type
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Q Audio | Physics | Animation

VILIN—DAFL—>3> % ZET S
BEOHMEBRTADOIIal—2a>aLDERICITVWEVWESIZ. TDORT 1 Rigidbody.
solverlterations =&Y L %9,

Physics Settings

)W RRT ¢ LIl Default Solver Iterations Z4—/N\—51R¥ 3

ZlZ Physics.defaultSolverlterations (FEdits > FProject Settingsls > Physics) > Default
Solver Iterations] "5H 7V XA8E) ZA—/N—S51RLET,

YIERESIaL—2avERBEET3ICid. 7O T2 D defaultSolvelterations | ELBIRIIE L ViE
ERELEFT, TLT IDEMBBHRIMBERBLDAIVAZVRIC. LDFWVWAHXAZL Rigidbody.
solverlterations fEX @R L £ 95
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Q Audio | Physics | Animation

BHEIN TR T — LIRERZENICT S

T 7#)LE Tl Unity (& Transform OZEZYEER TSV BEMNICABALEEA. KD DI,
ROYPEBRENEFRINSBET. £/IEFEHT Physics.SyncTransforms HIEIEND FTHELET,
CNEBMICTR L. D Transform FFIFEFDFAT I LI MIH S Rigidbody % Collider h41E
IV EBENICEEISNET,

FHTRMINEZIIVT

autoSyncTransforms DNEXDIFA. Unity |E FixedUpdate THIIBEE > IaL —>a>hfTh
N3, F£7-1d Physics.Simulate TRHATHICERINIBEICOA TR TA—LZRABRLET,
Transform OZEBEYNIEREOEHOMIC. ¥IEEREI S DUHSEREZTAAT APl ZFRAT 35513,
THICAEREITOBRERH Zh D LN FEEA, Dl LT Rigidbody.position (270t X§ 3 &%,
Physics.Raycast ZE{TF 3 EIFSNEXT,

IA=RVADRANTSI9T1R
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HL D&, Physics.SyncTransforms() Z{EH LT Transform ZFHTRAIEEY, DA
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Physics Settings

Unity T Auto Sync Transform ZEICLT—>2TO771ILT %,

© 2024 Unity Technologies 116 of 127 | unity.com


https://unity.com/ja/releases/lts
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/Physics.SyncTransforms.html
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/Transform.html?
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/Rigidbody.html?
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/Collider.html?

Q Audio | Physics | Animation

Contact Array ={EHT %
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CNEAMICTB L. Unity IZRI—ILNYIIC 1 DDBERRTAVAZVAREITREIDYTES, h
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ANSF - 1S
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Rigidbody 2D O > R—% > ~%ZEBH L. Body Types % [Static) ICEREL X9, i
Rigidbody 2D Hh'#% %15 & IC Collider 2D D> ZXal—3 7 KDRAITRBTEH T, T A1 LK
Collider 2D DYIL—T%=BEI LD, BERIIVENRHZHE. TNEhOS—LFTI Ik
ZERICBEISE2LDH. IERRICHSTUVS 1 DD Rigidbody 2D DFICLI=ABRSAD £,

FERIDHTOT U ZEATS

3D APV NCHREDIERE AMRICHDATIE— =B LINET BIZIE. L1F+ XM BoxCast D
S5 BRMMOYIEERE T AFERALET,

OverlapSphere ¥ OverlapBox D&SIZ. EEDASA A4 —%ZEH L TGRY Physics 7TUIE. o
DATCT UM EIRFXZ—CE—TLILEIDHTAMRENHZCITEFELTET VL, Cnd. AR—Y
AL VZ—HREICEIDYETENEA TS IR ZBELHZ e xEKRL. FNHMEEST
BAZVTTRIBDENTA—IVADMET I 28D HD £,

CDFA—=N—=AYRERSTICIE. TN5DIITUD NonAlloc N—2 3 Z2ERLEY, FlZIE. 3
MEDEDICHZTRTDEZSZATAH—ZINET S7-8IC OverlapSphere ZERLTWVSIHE I,
Kb OverlapSphereNonAlloc ZER LTI LY,

CHUSED. Ny T7e LTHEET 25174 —DECY] (results INSX—2—) ZEITEHTEET,
NonAlloc XVWRIGAR—SHEFEESEHTICEMELEY, TNUNDETIE. HIHTHEDHTXAY YR
CRILESICHEEREL X,

NonAlloc XV REFERTZEIE. +TOBYAXDERNY I 72 ERITIVENHBZCITEFELT
IV NYIT7DREHDVARELIBE. BENICIRINZZCiEHDE A

2D ¥IERHE

FEEOEVMMI 2D YPIBEBR I TUICIEY TIED FHA. Thid. Unity @ 2D ¥IEEE S X T LTI,
XYwRIZ TNonAllocly EWSH T4y OB HWEHTY, ZORDODIC. BEHROBEREZIRT XAV YR
EELINRTO 2D YIEEEXY YR, BB EEIFURNEZ T HIT2F—NN—O—FZIBHLET,
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Bz, 3D YPEEE S X T LICIE RaycastNonAlloc DESHXVYRAHDFIH. 2D Tld. UTD
KOS BITEDHIETIE List<T> Z/NTAX—2— L TEITES Raycast DA —/N—O—RhEFEVE T,

var results = new List<RaycastHit2D>();
int hitCount = Physics2D.Raycast(origin, direction, contactFilter, results);

F—N—O—REFHATSHIET. 504 NonAlloc XVyRERBEETIC. 2D ¥IREESXTLTIHE
B TITIZRITTBHENTEIET,

LA Fv XD =/)\NFHUIET S

Physics.Raycast ZHAWTLAF ¥ AN TUERITTEEYT, LH L. LAIFvIMREOEHAZVEE
(T—2 T2 10,000 AORUGDETERY) . CPU BRINKIBICHBINZTREMELHD T,

C# Job System T RaycastCommand ZRELTIITVENYFRIBLEY, CHIZLD. XTVALYR
DOEEZAT7O—RL. LAFvAZIEREADDAFNITSSEMNTEET,

RaycastCommands MRF XV ER=IHSERGIE BT,

Physics Debugger ZF>TfEE1L TS

Physics Debug W~k (TWindowl > lAnalysis; > Physics Debugger)) %R L TRIED
HB3ATAEZ—PF—BDOLZ TN a—TFTaJIRIUTRZIEDNTIEYT, Chid. BEWICEHZETS
AREMOHZT—LF TSI 2BRIFLTERRLETD,

Physics Debugger Tl MEEEEA TPV EDLSICHEEERT2h 2 HENICHER TS %,

SEHICDULTIE. Physics Debugger DRF XM EIEBELIZ TV,
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Revert Apply
Armature : ARERRD S TRy VIEERLET, Ea—</1RUTIE.
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OV TIIBT A= a N IR EFEAFEHT D

Animator D#EEIZ. FICEa—T/MRFYTIZ—E/WRELTUVET, LHL. B—DfE (Ul BEXD
FINT7FvoRIVRE) ICTZX—=2a3> %3 27-DICBRBAINZZeHZ<HDFT, Animator D
BRI ER. SISV BREDHBITEITTIESV,, ROBF—N—AYRDBIRETIRERREADET,

REDTZA—23VIRTLIG. FZX—=23>0TLIT120%, SDEHELREICRBELINTL
9 TLUTAVIIERSNE—RNENYI7HHD. 2TV TSN A—TPRZE0MDT—52D
BROIRELET,

BRATZX—232 HICERDOLSICEEDNZVDDICDOVTIE. RAVUBEINTZX—23> %
RELTHBZEEVTLED, —INBFIEE 2 DHDET, HRTIRFYTAX—23> (ERCER
NyI7EEBL) & ERII—F—TFHTRAX I TREDIIRAIINTIAR—1T5 = FERTS
HETY,

TIRA=23>7ZNRAIFB3HEICODVTESIZRZVTEVWESIE. 550D Unity Learn Fa—RU77)L
¢ Llam Academy IC&BZE50Fa— R 7L ZELIESI L,

Fio. ATRERSIE. ToA—=2aV I RT LR FoKELRVWIEBIRETLTAHAELLS, 71— TR
EERRTBD. ARETHNUIET —RN—FToRDLy1—>F1735) (DOTween %2Y) EFEALTAHT
IZTV. TNBEFES . HEMNARIB TR ICEALHBZRIRTIET,

RT=IVH—T DERZET D

AT =IA—=T DT ZRX=3aU . FHIBREA—TPEFTA—T DT X =23V IDHA/mHIIDDET,
NITF—=XRAZRAETEBICIE. RT—ILDTZA—=2a3> @ T TTEE L,

TG BEAH—T (F=A—23 0y TORIICHES>TRICERZF>H—7) ICI3ER
INFtA. EBH—TIXRELINTED. BEOH—TLDHLEFEmHIHIDDEEA,

Jhae =.A 1

A PREDZEDAEFTT S

Animator @ TCulling Modey % TBased on Renderers) IZEREL. Skinned Mesh Renderery @
lUpdate When Offscreens 7ONTZEEMICLET. CHUIZKD. Unity B EIRRETRWFvS U4 —
DTV ZA—=2a>ZzEBHFETITEAFT,
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ZOMDRBELIFS =L ANIILTITOIZENTEE T,

— Animator ADIITUDFEIZ. XFFORHDIC/NYy>a%ZERAT 3,

—  IMRIED Al Layer Z3=% LT Animator 3> +O—)JLF %, OnStateChange. OnTransitionBegin.
ZFOMDARYMIFTZI VIV aA—ILN\y I ZRESEZ A8,

—  State 2 %ZFEHALT. Al DXT—rI 2% Unity DXT— IO VICHBIC—BIE 3,
—  ARVEDIEIL—IarETSEOHISEMOA—TZERT 5,

—  TIX=23avEI—UTVTIBIDI. BMA—TZ2ERTE B 42— vhvyF oI eiEd
BHETERTZEE).

FPRX=2a DB ERTS

TZX—=2a eI BRENHBOREHBLAVELSICLTLIESY (FOBRHS—>DIL—FTHB
BRER . BEZDITEET. VIX—2a ORERET—LATPIIMIBERIRIC. EXR
NIF—IXVAE T 25| SEITRLYROBEZACI LD TETET,

NLIFT1 AR eRIMET S

TZX—=2a> P AT LICETBNA T I RIEICIEB VAR DD £, NTA—I R EHEL
TBICIE. ERICIVYTEEBMLED, =LA TSI aVR— b EBMERIZEIFRLED.
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