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| GPU optimization

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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URP @ Camera Stacking, i HRMNBRBINATRETL VAUV IENSB,

URP @ Camera Stacking ZfEBLT. 2 DU EDAXAZE2Z—%L VRV TTREHTEET, LH
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,

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

]
Rendering

y
z ' X
. I Renderer List

. 0 B Mobile_Low_Renderer (Universal Renderer Data)
< Persp
Depth

Opaqui

Instanced Drawing
0
v

Quality
HDR
Disabled

FidelityFX Super Resolution 1.0

Lighting

Main Light Per Pixel
v
512

Light P! i Light Probe Groups
Additiol g Per Pixel

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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A—F—a>2—TJx—X

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
TNB7ced. CPU RNAIDRET BRI HD X,
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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
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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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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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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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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

autoSyncTransforms (FRFTOYIEER I TUERIELEFTH. NTA—TVRAEDIARMIRELET,
YIREHEBED APl ZIFVHE T I-CICEHADERHI SN, FICEBRO VT Z&ERLTETTS
BEIE. NTF—IVADMBETTIREELHDET, UTDRAN TS ITA IR TLIET L,

— BERFESUNIE autoSyncTransforms ZEMICTS | ¥—LXNZ VX . [ERETHENEG
FEEAD R AR BIZBEICDABEMLTLIESI L,

—  FEITEHATS : NT4—TUREBLEIEZICIE. BFHD Transform T—2ZHBLT3HED
HL D&, Physics.SyncTransforms() Z{EH LT Transform ZFHTRAIEEY, DA
Ei&. 'O —/VLIC autoSyncTransforms ZBMICT 3LDHMRM T,

Physics Settings

Unity T Auto Sync Transform ZEICLT—>2TO771ILT %,
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Q Audio | Physics | Animation

Contact Array ={EHT %

Contact Array |&. BRT—4 (Eil) ZEIFEXTERMESLIUVERIZIHETRBLET. DEO.
BERARSCICEM S DERFDERIN. ENICTIEILTUETZENTEET, BEFITHS
7=, BHELI-XEVTOVIERML. FRT—2ONIBEO 7/ EEZRA LEIEET, £ Ny
FUBICELITT — 422 #mTE NT3—IVIADRDSNBFEETIE C# Job System LHEH
BEHLETERTZEHFEETY,

Reuse Collision Callbacks #&xICd 3

BRI —RVICHBRDRETH B, BEISEHRI-IWNYIZBEMATELDOEMETZ
ERIBCHHRINET, L. BREDABRIHZSEIIUTOREERLTILETE L,

MonoBehaviour.OnCollisionEnter. MonoBehaviour.OnCollisionStay. #& U MonoBehaviour.
OnCollisionExit D A—ILINYZIETRT, BERAVREVRZNTA—F— LTRITRDEY, ZOEZE
AVRAVRIIIXZ—T =T LIZEIDHTON. AR—JOALIRIhAITNIEERD EEA

HAR=JOALIRTINBZEEFH DT EWVWIEEIE. Physics.reuseCollisionCallbacks (FProjects
Settingsl > Physics1 > TReuse Collision Callbacksy m'5H 727 X84E) #E%ICLET,
CNEAMICTB L. Unity IZRI—ILNYIIC 1 DDBERRTAVAZVAREITREIDYTES, h
ICED. AR=JALIZ—AOERGEFHRED. NTA—IVRHEELET,

INTA—IVAEEDT=®H. —fEHIICIE TReuse Collision Callbacksy ZEICHEMICT R EH RS
NET, COBBEZTEMNICTZDIE. A—RHME LD Collision IZXDA Y RAAVAITKIZLTED E4
DIT4—=ILREREFETZIONIEREMNBL A —TOPTIMIRD £,

sion Hash: -328171520

Fixed

Delta: S
Previous

Time: Re?

Current
Time:

10.64

Unity >V —JLTl&. Collision Entered & Collision Stay IZ 1 DDEREA YV RAZVADH B,
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@ | Physics |

BN 174—%EhHd

MO S14—IL. Collider AV R—3 225, Rigidbody 2B WS—LATITIRTT,

M8 COWSERCIERFIC, BINOS14— 33 gehTEER Y, Chid. MIEERRTDWUE
ZEBEIBRIITITAEY, UBOEZRBEL. VIEEEEHORICEHALEY, BHNI514—%
DT cHTEIFIC, Rigidbody AVR—RUMZEMTIHEIEHD EE A

LHL. B4 —ZthOYIRERE R T L Ho LIRMA A A THEER I B LGS Kinematic
Rigidbody ZBIL T E WL Transform JYVR—F U MIFIEXTERHDIC. Rigidbody.position
& Rigidbody.rotation ZfERALTEHLTIET V. CHUCED. MIRERTY OV OBENFRILPIL
ANSF - 1S

FHL. SUAALEICME 4D Static Colider 2D BB LD, BRETIVENHBEEIL
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
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var results = new List<RaycastHit2D>();
int hitCount = Physics2D.Raycast(origin, direction, contactFilter, results);
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