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Agenda

VR 2 2 2

2

ShaderVariant & |3 ?

fii F§ L Cv> % ShaderVariantz f &9 %
Warmup!Z & 5 spikelali#i#

EL RRFEOCEEH AT Y 22 57290 D
ShaderVariantStrip

Dynamic shader variant loading

w/
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ShaderVariant

> 1 o?®OShaderz ARy Faxz— 3T
226D, KeywordiZ & 2 43Il L FE %
fTnE+

> {Hx ODKeywordD#AEHOREIZIGLZH D

% ShaderVariant & FEOVE 9 Example
- UnityWES T b AR~ 2 EIRERBE T H —o D \
Shader TxfinT& 5 L 2 IZRILD
Keyword/® E# S 4L TUWET
- Directionl Lighto &4, PointLight

DO, T4 b~y TOFEL SR
»ShaderVariant3 s » 9 _NEGATIVE

<no keyword>

w/



Presentation

Q Title

Code example
Keyword D 5244

o~NoUuhWNRE

NNNNNNRRERRRBRRERRRR
OBRWNROOWOMNOOUDNMWNRO®O

/] ¥—TU—FOEE. 7Z2L. bL<IiZ _NEGATIVE T/
#pragma multi_compile _ _NEGATIVE

// QUALITY_LOW / QUALITY_MEDIUM / QUALITY_HIGH DNH»H =
#pragma multi_compile QUALITY_LOW QUALITY_MEDIUM QUALITY_HIGH

// ShaderFeature#ff5 &, = VU B3FIFRNE TR,
/] BEIZECTStrip&hd, Zhd —oTHIETS
#pragma shader_feature _REDONLY

/] EBEOFIA

fixed4 frag () : SV_Target{
fixed4 color ;
/] F—U— FEICALEZ 5
#ifdef _NEGATIVE

return fixed4(1-color.x, 1-color.y, 1-color.z, color.w);

t#telse

return color;
#endif
/]l BEOBE
#if QUALITY_LOW
#elif QUALITY_MEDIUM
#elif QUALITY_HIGH
#tendif

-

w/



th;dQerVariant%{ﬁﬁi@ B9 5 DT

- KeywordDifHA& O TH X 5
ShaderVarianti%, Keyword®¥»3t4 z %
EHTETHEZ T

- ZTOTDEBERITR DT

> Unityfll CBH 522 9 220 iE T8

AT NDd
- ERRIZIIFEA IRV
ShaderVariant23\ < 2 A%

> Y o»ShaderVariantz A5 & - &l

< HEE LT W5 APICHiIlAE AT 6E
- %Xy, AL E Unity6 DURP Lit> =~ — % —{Z{X100 5 LA £

ShaderVaraint’?: % 9 £ 4,
UNITE/ (4T shader_features » V) w/




ShaderVariant> % < AL 7 TL
F oL XDEE()

- ShaderVariant??3 2\ E EF. BV RITHFHE]
DD D

EVRLERERN Ty v 2 &8N 5

DT, “HHEUEED eV R TIERE

720

- F@iiZShaderVariniantz StripdLiX. #)
FEL ROKIZRE PO ED

Compiling shader variants (busy for 5:3%:53)..,

P—

Universal Render Pipeling/Lit - ForwardLit: 25500 of 130560 fp

Compilin
K[AEAFT

shader variants )’ &5 12 K W IGA 1L,

EEW

w/



ShaderVariantz %< AL+ TL
Fo7m & XDEE(2)

> Shader®fi->ShaderVariant?3# 2 U131
ZHI1FE, AV DOHEHENEZ F3

- ShaderVariantZ il 642 & TAE U AEH
BEHOEET

{;\_J hg{ﬁﬁz;’af% < mShaderVariantz & i L o lc L7z
S

1 ->»Shader/= 7 T 0.58GB% A F Y Z{H\E7,
UNITE/ 9/



a2

ShaderVariant: V723X 5354(1)

> SERIZ—ET b ShaderVariant? 276 7205
4. BloShaderVariant~Fallbackd % X 9 1272
STWN5

- ZORR., REBIZESHTLED

UNITE/

Build 321 THF

w/



ShaderVariant> /) 729X 2 355(2)

PlayerSettings.strictShaderVariantMatching
- ShaderVariant?23~ v F L2 WERRZ, BIfEIC
TI—ZHLIEWGEEZAENCT D
> TT—ulEHAL, By ailTa—nAoN |
v 7T LHX I D

UNITE/



ShaderVariant
ol e

Shader T o Keyword 4yl |2
THi¥k % D n3ShaderVariant
ShaderVariantof 3w &, EL
RRFEIC A B U EICHEET S
D ED E R BITRE

HUN BT D NE N B D

w/
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i L TV 5 ShaderVariantz &4 %

- FrameDebugger CKeywordz#-X %
- Profiler CCreateGPUProgram®»Metadataz & %
- GraphicsStateCollection APIZff 5 ( Unity 6.0 +)

w/



I%'améeDebugger“C“Keyword %
LIRS

- FrameDebuggeri(ZiX Shader® &
Keyword CHilE| L TWA DN ERR SIS

UNITE/



Profiler CCreateGPUProgram®
Metadataz 7. %

> XL THiE§ 5 ShaderVariantD 4,

WarmupfLE 217

> ZDOKfZCreateGPUProgram &\ 9 £ i

ProfilerizF /r 115
- Metadatax # % &, Shader4 - Pass -
Stage - Keyword% O fF A Mg HI R 5

_mms(suws) \ |
I T |

Timeline > Live CPU:47.77ms GPU:--ms

4

H
i
i
i
§
b
H
&
H

Sgms. . (36pms, ., (3Fms,_ ., FQms, ., 3§ms, , . (3Bgme, ., 385ms,
Main Thread o reyeoop e
. PosttUpdsteFinshFrameRenderng@8éme
~ RenderPlpeinclanagerDoRenderlovp ntemall llovoke] (27m8)
o nunvesaRenderfoml(i2iSme)
S nRedeCememStack (243ms)
| IuuniversalRender==ine.RendersingleCameraintema; ManCamera 9.23me)
Render Thread e .,
. UnvemaRenderipeineRenderSingleCameraintemal ScreenCamers (388ms)
- eecmeRenTph@Ssm)
¥ Job
Worker 0 _-I_._
Worker 1 Lo Engnedeb@26me) 0 deosm)
| RenderloopDrawSRPBatcher(3z0ms) |
F-ApplyShad _ SRPBRender.ApplyShader (0.99ms) | nder.ApplyShader ( || |
{8GPUPogi (3PP heder.CreateGPUProgram (0.78m | | steGPUProgra | | |
WaitForsig) Fors  amaphore.WahForSignal 0.72m | WaktFor~
Worker 2 o ettoams) Il B eezzmliomns] 1B dewama
(14—
Worker 3 [ engnedob@7me - demasm
[ PorderloopDrawi2eémel
fororFiusr  StdRender.ApplySnader (12Ims)
| Shader.CreateGPUProgram (0.88me) | || |
' semaphore.WaitForsignal (004me) || |
Worker 4 ol e
EirLoop beswnPhsicher 58 ] L S
Worker 5 O Engnedob@OSMe 0 de(zm
o
Worker 6
Current frame accumulated time:
2.81ms for 6 instances on thread "Worker 5'
26.98ms for 44 instances over 10 threads
Shader: XINFXG_T Graph Quad - Unlit
Worker 7 Pass: Universal Forward

tage: pixel
T Keywords: FOG_LINEAR INSTANCING_ON _DBUFFER_MRT3 _SCREEN_SPACE_OCCLUSION

Shader.CreateGPUProgram
0.252ms

Current frame accumulated time:

2.87ms for 6 instances on thread "Worker 5'

286.98ms for 44 Instances over 10 threads

Shader: Hidden/VFX/VFXG_TerrainSand/SparseSpawn/Output Particle|Shader Graph Quad - Unili
Pass: Universal Forward

Stage: pixel

Keywords: FOG_LINEAR INSTANCING_ON _DBUFFER_MRT2 _SCREEN_SPACE_OCCLUSION

UNITE/

L/



a2

Profiler CCreateGPUProgram®

Metadata? 7. % (2)

> Profiler E T, —o>F 2/ 2T\ DX

&ETHRE

> —ETRLNAEY—LEZEDE L
- ProfilerAPI1 %~ TV X Mk

https://github.com/wotakuro/ProfilerModuleForShaderCompile/

e Profiler Bx
Profiler Modules ~ PlayMode~ @ 14 M M Frame:29/114 Clear Clearon Play Deep Profile Call Stacks ~ e R e
& ShaderCompile =
ShaderCompile Count
= ShaderCompile Time | |
= ShaderCompile TotalCount
= ShaderCompile TotalTime t ‘g 49ms
J |
Shader Compile Information
¥ Auto ShadervarlantCollection Asset create
Target ShaderVarinat Collection Asset # VarianiCollection ® |Create New:
Enabled
» Advanced
¥ CounterData
Actual Data Current frame data [Notice|The graph data is 1frame delayed.
ShaderCompile Count 18 ShaderCompile Count 0
ShaderCompile Time 3.0628 ms ShaderCompile Time 0 ms.
ShaderComplie TotalCount 26 ShaderCompile TotalCount 8
ShaderCompile TotalTime 5.5495 ms ShaderCompile TotalTime 2.4866 ms.
ShaderCompileinformation
ShowOnlyCurrentFrame  « Export ta csv
[frame snacer |time(ms) _|pass stage | keyword 1
28 Hidden/TermainEngine/SplatmapiStandard-Baseq 0.78ms__| <Unnamed Pass 0> | vertex | <no keywords> -
En HiddpanErﬁinEng\nEfSpIalmaptElanﬂard-Baseg 0.0ams | <Unnamed Pass 0x | pixel | <no keywords>
26 Fidden/TemainEngine/Spiatmap/Standard-Base 010ms | <Unnamed Pass 2> |vertex | <no keywords>
126 Higden/TerrainEngine/Splatmap/Standard-Base(0.18ms | <Unnamed Pass 2> | pixel | <no keywords>
28 Nature/Terrain/Standard 0.1ms__| ShadowCaster vertex_| SHADOWS_DEPTH
[26_ NawrefTerrain/Standard 0.12ms__|ShadowCaster pixel | SHADOWS_DEPTH
2B | Midnen TamminEneina St Siandad B | fAame | Shadoerasiar i TStnnowe neaT
[26  (Hidden/Terrainkngine/Splatmap/Standard-Base | 0.08ms | ShadowCaster pixel | SHADOWS_DEPTH
B Hidden/TerrainEngine/Details/BillboardWavingDd 0.13ms ‘ShadowCaster vertex | SHADOWS_DEPTH
|6 [Hiaden/Terraink: il 0.07ms ShadowCaster pixel | SHADOWS_DEPTH
28 |Legacy Shaders/VertexLit 0.10ms ShadowCaster vertex | SHADOWS_DEPTH
28__|Legacy Shaders/VertexLit 0.12ms__| ShadowCaster pixel | SHADOWS_DEPTH

28 | Hidden/TerrainEngine/Details/WavingDoublePas] 0.07ms | ShadowCaster vertex | SHADOWS_DEPTH
28 _|Hidden/TerrainEngine/Details/WavingDoublePas] 0.06ms | ShadowCaster pixel | SHADOWS_DEPTH

28 |Nature/TerrainiStandard |0.29ms | FORWARD

vertex | DIRECTIONAL LIGHTPROBE_SH SHADOWS_SCREEN

28 | NatwrejTerrainjStandard Jo17ms __ [FORWARD

pixel | DIRECTIONAL LIGHTPROBE_SH SHADOWS_SCREEN

Shader

time(ms)

pass stage |keyword

Hidden/TerrainEngine/Splatmap/Standard-Base(

0.78ms

<Unnamed Pass 0> |vertex |<no keywords>

Hidden/TerrainEngine/Splatmap/Standard-Base(

0.04ms

<Unnamed Pass 0> | pixel <no keywords>

Hidden/TerrainEngine/Splatmap/Standard-Base(

0.10ms

<Unnamed Pass 2> |vertex |<no keywords>

Hidden/TerrainEngine/Splatmap/Standard-Baseq 0.19ms <Unnamed Pass 2> | pixel | <no keywords>

Mature/Terrain/Standard 0.11ms ShadowCaster vertex |SHADOWS_DEPTH
Nature/Terrain/Standard 0.12ms ShadowCaster pixel |SHADOWS_DEPTH
Hidden/TerrainEngine/Splatmap/Standard-Base | 0.13ms ShadowCaster vertex |SHADOWS_DEPTH

w/


https://github.com/wotakuro/ProfilerModuleForShaderCompile/tree/main

GraphicsStateCollection APl %
fi£ 5 (Unity 6.0 +)

"GraphicsStateCollection” API

9
9

Experimental CTHfkrh

F17ZBeginTrace/EndTrace T

ShaderVariant % [V 4£ 7] GE

SaveToFile Tr — B VIZRIF AT BE

SendToEditor THEfyi 4 O Editor 2 213 FIHE
“ graphicsstate” 7 7 A VIIEDFE
FAsset: L TRk zLD

DirectX115°,0OpenGLES T TracelX il e

Elusing UnityEngine:

using UnityEngine. Experimental. Rendering:

Lusing UnityEngine. Networking. PlayerConnection;
Elpublic class SendToEditorExample : MonoBehaviour

public GraphicsStateCol lection graphicsStateCol lection;
public string fileName;

= \{oid Start ()

graphicsStateCol lection = new GraphicsStateCol lection();
graphicsStateCol lection. BeginTrace() ;

Eﬂi 1oid OnDestroy ()

! graphicsStateCol lection. EndTrace () ;
=) if (PlayerConnection. instance. isConnected)

graphicsStateCol lection. SendToEditor (fileName) ;
=k else

Debug. Log (“No PlayerConnection found!”);

w/



Graphicsstateco"ection 75) % Elusing System. Collections. Generic:

° 78 using ﬁysféeg. Text:

‘é“ using UnityEngine:
Shaderva rla nt ;Lf H&'fﬁc }Z) | using UnityEngine. Exper imental. Rendering:
Elpublic class GetVariantsExample : MonoBehaviour

GraphicsstateCO"eCtion GetVariants "G‘ public GraphicsStateCollection graphicsStateCollection:

= void Start(

. _ e VA=) - NI = o
ShaderVariant—%& 2 54 % Z & 23 AlRE {1 var variants = new List<GraphicsStateCol lect ion. ShaderVariant>( :
i+ graphicsStateCol lection. GetVariants (variants) ;
= '+ foreach(var variant in variants)

Debug. Log( variant. shader. name + “::” + GetKeywordString(variant) )

.

El: private static string GetKeywordString( GraphicsStateCol lection. ShaderVariant variant)
{

var sb = new StringBuilder O ;

o if (variant. keywords = nul| || variant. keywords. Length == 0)
R
g return 77,

B! . foreach (var keyword in variant. keywords)

sb. Append (keyword. name) . Append (" ”) :
return sb. ToString() :

w/
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vvorker U

||

‘Worker 1

=
‘

<
|

Worker 2

Worker 3

Shader.CreateGPUProgram . e
> X U®» CShaderVariantZ ffiiiJ- 2 K2 vorer me
WarmupfLBi s & % C—
Ny o e —— ———
> TAT AT f"ﬂﬁ%@k{hﬁ Licdy N Shader.CreateGPUProgram
fifi 19~ 5 ShaderKeyword 2325 1) | 9.282ms

B L7 A S 2 TWarmupULEE A3 | Current frame accumulated time:
SR A P 2.81ms for 6 instances on thread ‘Worker 5'

HEDSpikeL o> TLEIENDH D 26.98ms for 44 instances over 10 threads
Shader: Hidden/VFX/VFXG_TerrainSand/SparseSpawn/Output Particle|Shader Gra
Pass: Universal Forward

Stage: pixel

Keywords: FOG_LINEAR INSTANCING_ON _DBUFFER_MRT3 _SCREEN_SPACE_OC

UNITE/ 9/



CreateGPUPipelinelmp

Hierarchy + Live Main Thread » CPU:280.64ms GPU:--ms a

Over
PlayerLoop
PostLateUpdate.FinishFrameRendering
RenderPipelineManager.DoRenderLoop_Internal() [Invoke]
Inl_UniversalRenderTotal

W

- DirectX12 / Metal / VulkanTTiX
PSO(Pipeline State Object) 75
THWarmupLEE R E 5

-~ [d UShaderVariant ¢4 4 5TEAS LA
YWFbE&éﬁ7VI&F%%@¢6k
Warmup L 2 BT HERH D

- TESLVAT U
Position - UV1 - Normal
Position - UV1 -UV2- Normal%#

Bl7e 5T

Inl_RenderCameraStack
In_ScriptableRenderContext.Submit
Univer: ipeline.Rendersir
ExecuteRenderGraph
DrawOpaqueObjects
RenderLoop.ScheduleDraw
RenderLoop.ScheduleDraw
RenderLoop.DrawSRPBatcher
SRPBatcher.Flush

CmateGmphn:sPlpsllmlmpl

: Main Camera

RenderLuup Draw
WaitForJobGrouplD
D awTransparentObjects
RenderlLoop.ScheduleDraw
RenderlLoop.ScheduleDraw
RenderLoop.Draw
BatchRenderer.Flush
ParticleSystem.Draw
CreateGraphicsPipelinelmpl
ParticleSystem.DrawSystem
PutGeometryJobFence
StdRender.ApplyShader

CreateGraphicsPipelinelmpl

57.1%

Self

0.1%
0.0%
0.0%
0.0%
0.0%
0.0%
0.0%
0.2%
0.0%
0.0%
0.0%
0.1%
0.0%

57.1%

0.5%
0.0%
0.0%
0.0%
0.0%
0.0%
0.0%
0.4%
31.3%
0.0%
0.0%
0.1%

No Details

Time ms
280.58
265.49
264.94
264.88
264.81
267.73
257.54
257.51
166.20
166.18
165.94
162.35
161.55

160.42

3.58

0.22

90.18
90.16
90.15
90.13
89.28
89.24
88.00

0.01
0.65

Self ms

0.32
0.22
0.05
0.05
0.15
0.18
0.02
0.61
0.01

160.42

w/



DirectX11<°OpenGLES%: T F-pijWarmup/LHE

- DirectX11%°OpenGLES%: ¢l "CreateGPUProgram”iZ X 2 Spike ® & & & &4 i L
- ShaderVariantCollection7 & > N & T®HOREEL, 7414 L LT
ShaderVariantCollection.Warmup % FEO 4
- ZHhIT X o T"CreateGPUProgram"z# #aiiZiT > T LEW, BEXLARWZ A I 7
TOSpikex <2 & AV AlRE

w/



DirectX12 / Metal / Vulkan T ® FFiWarmup/LEi(1)

> Unity6 X 0 giiTIE, FaioOWarmupLE XK #E7- - 7=
- BTOFT V=7 NOTHEKE LA T U K &ShaderVariantO A& b &2 FRTIZH N
% 2 & DR
- Editor E TR THBUIldORELOWIETIEHA LA T 7 B EDLS>TLEIEND
%
- SR ECEAN LT, RenderDocZE CHUEIZIHA L TW MERH 7=

w/



DirectX12 / Metal / Vulkan CT?»

HaTWarmup L (2)
> Unity6Ti3 GraphicsStateCollection E]E:mg ﬂﬂ:gggg:ﬂg Experimental. Rendering;
AP| & 9 | using Unity. Jobs:

- SERE L CERIC Blpublic class WarmUpSynchronousExample : MonoBehaviour
GraphicsStateCollection® . public GraphicsStateCol lection graphicsStateCol lection:
BeginTrace/EndTrace# L T, B! void Start(

GraphicsStateCollectionZ#5% L : JobHandle handle = graphicsStateCol lection. WarmUp () ;
<1< } handle. Complete ()

- GraphicsStateCollection® )

Warmup#LE 2 FHaEijic 95

w/



EL REFRISEH AT Y %2
Mz 57200
ShaderVariantStrip




ShaderVariant Strip %717 5 API

- ShaderKeywordFilter
- REOF—U—FRzaMHEHLARWE S > — XA THH
- RenderPipelineZ® & O ZFFE LW e 51X, HEMND Z &7
- |IPreProcessShaders.OnProcessShader
- BV NKfiZCallback & i1 %
- 5T IS ShaderVariantdListz#mte L. £ dShaderVarianta /L RIZE®
HINEREST D
- RenderPipelineNIZSEEE N H 503, o —V —{]T LB TIHIERFE

w/



Presentation

Q Title

Code example
ShaderKeywordFilter» 5%

1
2
3
4
5
6
7
8

9
10
11
12
13
14
15
16
17
18
19
pAC)
21
22
23
24
25

using UnityEditor.ShaderKeywordFilter;

// RenderPipelineAsset DA IZAttribute® i3 Z L TRELET
public class UniversalRenderPipelineAsset : RenderPipelineAsset {

// trueDiEL ., F—U—F “FeawtureA” ZEFieVariantiIbt /L FOXEHNE LET
[RemoveIf(false, keywordNames: "FeatureA")]
bool enableFeatureA;

// trueDFh . F—U— T “FeawtureB” ZEieVariantDH % bV KRIZLET
[SelectIf(true, keywordNames: "FeatureB")]
bool forceFeatureB;

// OpenGLEST trueDifd. ¥ —U—F “FeatureC” %ZErVariantDH % E/L FHRIZLET
[ApplyRulesIfNotGraphicsAPI(GraphicsDeviceType.OpenGLES3 )]

[SelectIf(true, keywordNames: "FeatureC")]

bool forceFeatureC;

w/



Presentation

Q Title

Code example
IPreProcessShaders.OnProcessShader 23t

1 // IPreprocessShaders##& L7277 FREZEHRLET
2 public class MyShaderProcessor : IPreprocessShaders{

3

o ~No U b

©O

10

12
13
14
15
16
17
18
19
20
21
22
23
24
25 }

// IPreprocessShaders/IBEHKZANDT, a— NV Ny J)JAZRELET
public int callbackOrder { get { return 03 } }

// ENFREHZECHIN S a2—1 Ry 7
// Bl¥ TIList<ShaderCompilerData> data] OHHEET L, /L FiZFieShaderVariantZE b LET
public void OnProcessShader(
Shader shader, ShaderSnippetData snippet, IList<ShaderCompilerData> data){
// ShaderKeyword _FEATURE_A _FEATURE_B % /&%
var keywordl = new ShaderKeyword("_FEATURE_A");
var keyword2 = new ShaderKeyword("_FEATURE_B");
// &TDshaderVariantZHErERLET
for (int i = data.Count-1; i >=0 ; --i){
// _FEATURE_A _FEATURE_B D _- o) AZh/2ShaderVariantiit/L R o4 LET
if (data[i].shaderKeywordSet.IsEnabled( keywordl ) &&
data[i].shaderKeywordSet.IsEnabled( keyword2 )){
/] v rEEHL L, HIBRLE
var foundKeywordSet = string.Join(" ", data[i].shaderKeywordSet.GetShaderKeywords())3;
Debug.Log("RemoveFromBuild " + foundKeywordSet)3;
data.RemoveAt (i)}

w/



ShaderVariant Strip CHEIEIZH - 720 R

> FrE®dShader?s 30MBLL ED AE Y ZfFEH LTz
- ShaderVariantZ i 6 L7 T, fEHAE U ENIOMBLL T IZA2 o7
- LitPUberZe K@ ShaderidZ < A€V AT 25 Z ENRZVO TR NPRKE W
> MEO eV RIZERE#E > T my=7 |k
- ShaderVariantzZJg o L7=Z & THIEIEL RN 1TEBLUANTKDD L o172 o7=

w/
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Shader Variant Loading



Dynamic Shader Variant Loading

- PlayerSettings® ShaderVariantLoadingSettings

& 0 X

E AIHE

- Shader®>— Z | ZChunklZ43E| U CTIRIFEE NS

Chunkfg\zLz4 B S5

- Shaderm — FEFIZATOHOChunkZLz4ER 21T

VAR

JEfE SITRIEECAEV IZe— REh b T
D AEVAFEHEND
ChunkCount? 0D ¢ %4 T DO Chunk% &
BRI %

Shader Variant Loading Settings

Default chunk size (MB)*
Default chunk count®
Override

Chunk size (MB)

Chunk count

-
on

Platform/f |2 3% &2 Al fE

w/



Chunk® i 2 51213 @

- WebExtract.exe , binary2text.exe FJfH L T
AssetBundle7 7 A /L2 FEL R L TIEL LT 7
7 A /v ZTextfb L THERR 9 %
> JE#ME S 4 7=Chunk¥ 4 X5 compressedLengths
IZBeF E LTAD
> JEB% OChunk¥ -1 X728 decompressedLengths
IZBLF & LTAD
> Platform/ShaderZ2#:(2 L » THEZR 508, JEHEZE
NENDINDND
- INETIZHE S TS S VariantiZ R 5
TS LIz 5 B

compressedlLengths (vector)
size 1 (int)
data (vector)
size 8 (int)
data (unsigned int) #0: 7633 7745 17279 62708
data (unsigned int) #4: 61389 76597 89272 87496

decompressedLengths (vector)
size 1 (int)
data (vector)
size 8 (int)
data (unsigned int) #0: 12112 524000 485568 514108
data (unsigned int) #4: 510648 505596 504124 493404

DirectXNMAmFIcE/L R L= F—& L0 Hip

w/




Chunk® BB XL 5 AT

> B ENTWARWChunkiZ % % ShaderVariant%

FFHLES & LimZ A 27 TChunkd & BHALEE

DIED

- Shader.DynamicLoadGPUPrograms

Profileric&afaf & L THI %
- INBHLINBEFE ST, LR
BN E S TV D EIER 5720

- ChunkCount# i 2 725t ® Chunk 73 & =
NTWEEE, LRUIZESTT 7 BAR G
> &b WO R A Chunk 2MEHE S L5

UNITE/

‘0 Profiler H
Profiler Modules ~ DESK.. @® 4 Pl M Frame:9092/10022 Clear ClearonPlay Deep Profile Call Stacks ~ Em@me
£ CPU Usage Selected: Shader.DynamicLoadGPUProgram (Thread: Worker 2)
= Rendering =
et _ 33ms (30FPS)
= Physics =
= Animation =
» GarbageCollector =
~ 16ms (BOFPS)
Global llumination =
LUl =
» Others = L | “
T e A S et WP mluﬂhmuﬁmmﬂh KN PP M
Timeline v Live CPU:7.80ms GPU:--ms
Render Thread
Sh der.DynamicLoadGPUProgram
¥ Job 0.187ms
Worker 0 die (0.28
Current fra accumul t d time:
0.797ms for 2 Instances on thread 'Worker 2
WL = 1.27ms for 4 Instancas over 2 threads
B she u  Hidden, NF)(NFXGJ lling_Sand_Rocks/Small_Rocks/Rocks
] Pass: <Unnamed Pas:
Sta g
Keywords: FOG_LINEAR INSTANCING_ON _FORWARD_PLUS _LIGHT_LAYERS _MAIN_LIGHT_SHADOWS_CASCAD!
Worker 2 V-
"Bl [Copy  Show ]
-Il l—— |
BerDynamioLoadPUPOAram (048]  Shader,CreateGPUPTogram (0.22ms) | Shader DynamicLoadGPUProgram (0.61ms)
lemaphore. WaltForsignal (0.17ms  Semaphore.WaltFors}~=»| (0.20ms)
v orker 3 Idie (0.43ms) Idle (0.10ms) !!Hl! ! !! L] Idie (0.17me) [ |
5
shader.DynamicLoadGPUProgram
0.187ms

Current frame accumulated time:

0.797ms for 2 instances on thread "Worker 2'

1.27ms for 4 Instances over 2 threads

Shader: Hidden/VFX/VFXG_Falling_Sand_Rocks/Small_Rocks/|
Pass: <Unnamed Pass 3>

Stage:

Keywords: FOG_LINEAR INSTANCING_ON _FORWARD_PLUS _

w/



F & D

ShaderN CoOKeyword ik iz L -
THi¥k % D 7n3ShaderVariant
ShaderVariantz FaijlcWarmup -
5HHTHEK L7\ Spike % [B]56E
ShaderVariantz %2 i/ NRIZT 2
Z & T, BuildFF#f#=°Runtime® # &
IMEHEZEOES
ETZERWHT O RN 513,
DynamicShaderLoading % #lJH L C
Runtime® A £ UV fEHEZH O 5

w/



@ BREAKOUT SESSION

This is for a QR Code.

Thank you

1- Click this square

2- Click “Replace image"” in toolbar above

UNITE/2025 w/



