, |
SENEEE | | | | |
1R Unity- I 1 8 0 O I 6 e _._BBEA.KQUTSELQIQN o

UNITE/2025 | | ] m N w/






Y
i

i

in

S 4

F

Partner Engineer

UNITE/



Agenda

V) — A a— RZ2\ T
BV K45 ik
BT Ny 7T 5

Windows Editor
Windows RUntime
Mac Editor

i0S

Android

:]:“/R‘y e g}ﬁﬁ@fi@@:%%*ﬁié

w/






Y —2Aa— R THERDH?
Unity®Runtime/EditorZ t /L RH[EE/RC++/CHa— NIZT7 7 B 2425 Z L RHIRE T,

c BR S TW RV DOFEMIC OW TR D T &R D
> N=V a7 v 77— FRICRAET L8R5 FET OV TRHA R RE
-> Y — LRI b & T 2 & 23T HE
> T 77— 7 DOXTFHITCGrep L T, FRIKIZOWTHHA AIHE
- Profilerd &\ & At 2 SCF-H1 TR% 2 ALBE O Al 73 5 A 7 RE

s UnityZD b 0T /Ny 7925
- Visual Studio / Xcode ¢, BreakPointZf|fHL7=0 L TT v 795
> FO7 vl M= NLEN RSN DEM S TT Ny F T 5HENHRET,
> V—Za— RZa ZUHEOProfilerflLFL 2 BN L2 N BT Ry 745

w/
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Unity Source Code

- Unity Enterprise 7 1 & > A3
- EnterpriseZ 1 & A%, {ER]D
T I T A4 N— ML
- EEITa Y — D Y — R
T U AATA]
> Unity Dash’ih— KLV 77 & A H[HE
> FIAEH ETHE - T3y 7 H
- A L7=Unity THEIE Y Y —29 3%
R EGIPZE AT S RAT
S gty SAT L NTT VAT
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gito (v & —7 = — 2

DasFHT

© 6000.0.40f1 ~  Gotofile

TE Copybara Bot | 387ba2a531

> Unity# v v 278 — N L TSSH¥ — % %k
THETOtV 747 b TOX T a— K
o
- ed25519D SSH ¥ — 3 FI H Al e
> UnityZ v v adR— Ko U 7 sk
TGitOWeb Ulf > F—T = —A~T 7 &
A Al HE -

> VU —=R&ENTA=Va U ICTagh b s e

§ ssh-keygen -t

ed25519

8

ontrol team -

fd
‘test@example. c |.|-|'|"

f

L F1d_ed255 l':_'ll
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Unity version Visual Studio Windows 10 SDK

Heim
- Qit&git LFS(¥ v > u— KH)
Windows
- Visual Studio C++
- Perl ( Strawberry Perl 5.28+)
- Windows SDK

\YEIHON]

- Perl

-  XCode

-  mac OS SDK
(Y7 b =27 ONN—V g3 ZENLRLEWD
Unityd " —2 g N2 k- TR D)

UART MY
Documentation/InternalDocs/docs/BuildSystem/SetupWindows.md
£0

w/



0 B = Al NE/ 3 G NI

> FPNEa~URIAUNPDIEED £
- FFxa AV PEHEETLIOba~v R
- Python» 28
- EXLVFHDOa<w R
- Visual Studio/Xcoded> 7 vy =7/ N7 7 A /VIENL RO I~ KB AR
- EARbavry REITTHRS
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UTDa~wry FaFETT5L. 77 U0NED
ERY FFa A MafETEET

(Python 73 8%)

Windows

-  Documentation/InternalDoc/view.cmd

Mac

- sh Documentation/InternalDoc/view.sh

N Editor and Runtime Development Guide

Editor and Runtime Development

Branches and rel
Fil

Q Search

Table of contents

oning

of which are un

nd

mponents of Unity Editor and Runtime
bols to deliver a he D

Our tooling

Git and GitHub for source control

The ce code for the Unity Ec and E e ored in the unity/unity ory in a Unity-
specific instance of GitHub Enterprise. Only Unity employees and cor with appropria

permissions can access the re

‘Yamato for continuous integration

) is our in-house €
is Git-native and job:
to as “builders” for leg ns - are standardised, and ¢
PR to testit.

tions - sometimes ref

re expected to run
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BV RDa~y RiERE < FHAE
- perl build.pl
- |HkDFH
- TRy RTENRE =Sy MREIR AR
- jam <R
- EARF =TT 2L
- "jam WinEditor" ® X 525 [#TE/L RIS A% T
- BIEDBDONL WS, SR LTEITT AR THEMATH IS ND
- "“jam WinEditor --help"® L 51277 v F 7 +—AL+"--help"T7' 7 v N 7 +— LA
TEDOERDLLE TV a RN
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Visual Studio/ Xcode 7= =7 & EJL R TAR

- jam ProjectFiles

- VisualStudio°Xcode/s X7y =7 v 7 s A NVERKRTHavw R
- Projectslh T iZVisualStudio<°XcodedD 7' 1 ¥ = 7 FBAER I D
- AR ENTET R Y2 VT ANVEFIFT A LT, TNy TR
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LI<fEHrjamorr K< F(1)

jam WinEditor

- Windows®UnityEditor% £ /L K (Debugt /L K)
jam WinEditor -sCONFIG=release

- Windows®UnityEditor% £ /L N( Releaset' /L )
jam MackEditor

-  Mac?®UnityEditorz /L K (x86)
jam MacEditorArm64

- Mac®UnityEditorz /v K ( Apple Silicon)

w/



L <fEHSjamD e/ Ra< 2 F(2)

jam WinPlayer
- Windows Standalone Player (Mono only)
jam AndroidPlayer
- Android Support ( Mono only)
jam AndroidPlayer64I1L2CPP
- Android Support( IL2ZCPP Arm8)
jam iOSPlayer
- i0S Support
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http://drive.google.com/file/d/1r9mCsTmVDsV0hQG3a15gUR__H3LnFvnD/view
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http://drive.google.com/file/d/1ZKH0H_Eo2dmw6jayrQShsEhR__Po51LQ/view
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http://drive.google.com/file/d/1tErU5LT6qvCWDBfWTynJtiUKipvtwtep/view
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MacEditor Debug
(FEBH)


http://drive.google.com/file/d/1HuByR_2vE_Hw_OlpuLk_fmm4tiKZ3gAA/view
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http://drive.google.com/file/d/1YJRLa2LytjiHKpikRWhkgXuFi4qGkHtz/view
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iOS Debug
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http://drive.google.com/file/d/1_QifkrqV8wyMLcsd-_kUFQ97zR6-kBXm/view
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EXxOVFaz—rvar (1) B q

General Profiler
2D

Prof”erO)ﬂE«\? 703»4‘\7__7 I/‘_‘AJ:ISE%ZOOOJ;LJ:L: L/7L: N Zr;‘;‘:?::tion Frame Count ® 2000

Anaital FIOTHEr OVEIMEead ana Memory Usage Can INCTease SigNMcanuy e More ITames are Kept visioe in
l/ \ na YSES the Profiler Window through the "Frame Count’ setting.
o Profiler
Asset Pipeline Show Stats for "current frame'

Colors Default recording state Enabled hd
Diagnostics Default editor target mode on start Play Mode ¥

External Tools :
G| Cache Custom connection ID

Graphics q Connection ID cannot contain *, * or be more than 26 characters in length, Spaces will be converted
Jobs to underscores.
Package Manager
Scene View
Scene Template
Search

Indexing
Shader Graph
Timeline
Ul Scaling
Visual Scripting

Target Frames Per Second (Highlights Module) 60

w/
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Profilerox v 7F v —7 L — A E[R

ProfilerSettings.cs + >

[ UnityEditor

£9
25
2ﬁé§'
27
28
29
30

31

kY

33
34
2K

- %2, UnityEditor. Profiling. ProfilerlserSettings

HFUbilile LuliloL oLl THE _R_1d4Al L 1 Aicol CI YoOuUUliu — ND_VwoLLInigol |

public const int kMinFrameCount = 300:

bublic const int kMaxFrameCount = 2000;

public const int kK_MinimumTargetFramesPerSecond = 1;
public const int k_MaximumTargetFramesPerSecond = 1000;

private const int kMaxCustomIDLength = 26;

[SerializeField]
private static int m_FrameCount = 0.

“Modules/ProfilerEditor/Public/ProfilerSettings.cs”
® kMaxFrameCountDfix EZ#iz TE /L K,

UNITE/
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EXH 2 DL Faxo— g2 (2)

ProjectSettings.SetDefaultShaderChunkCount O %h5: % |
HoLFELLAY T2
Chunk o Ji BRAVER R FEALER & Profiler TRl gL L 72\
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SetDefaultShaderChunkCount %

ﬁﬁﬁ\\/

UNITE/

2

ShaderBinaryDatai3Chunki(Z
S5
ZNENOChunkiZLz4EfE ST\ 5
Shader’ir— F&ifz & &, £ TOChunkiIHHE S 4L
TIREETAEY Rice—Rahd

- SetDefaultShaderChunkCount230Li4k D
MBS U CLZAJEME SN 7-Chunk 2 fE L C, AE Y
LIRSS

- ProfilerdShader.DynamicLoadGPUProgramiZ

VRV N WS

ChunkCount# 3 FeE S =Ll Eic7e b &, EBEHEZ D 2
EVITESNLD

SEEINTITI7A4 X

‘0 Profiler H
Profiler Modules ~ DESK.. @® 4 Pl M Frame:9092/10022 Clear ClearonPlay Deep Profile Call Stacks ~ Fm e
£ CPU Usage Selected: Shader.DynamicLoadGPUProgram (Thread: Worker 2)
= Rendering =
et _ 33ms (30FPS)
= Physics =
= Animation =
» GarbageCollector =
« VSync ~ 16ms (BOFPS)
Global lllumination =
= Ul =
= Others = L | A
il : ol o b k. mlJuHLmr HM&M R P M
Timeline v Live CPU:7.80ms GPU:--ms
Bms | |48ms |5.0ms | 15.1ms 15.2ms 5.9ms | |5.4ms | |5.5ms |
.
EBsgfCamanEMaFMHGHIT [ LU rripsis RendafS ghdupemnferi: Warumers (20me_|_—]
Render Thread S PRendetoop(8Mme)
~ UniversalRenderPipeline.RenderSingleCameralnteral: ScreenComera (388me)
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 a  Hidden, NFerxGJ 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-
8 |Copy Showw ]
-ll 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/



A, BEHZIVFETOED 255 E

= = == I
H &L .

77 4/ MIREETIX, "Shader.DynamicLoadGPUProgram” . Chunk/EBHY 7 = A F 2354 L
=2 Enbndn, BRI EE OChunkS B S iL7=0vb B 720,
Chunk® BEBHALER 7215 0 72\ Chunk & #5 Tz b B 720,

AENILL T O — > O/ER B3 5
« Chunk/&BH L 7= 4L % Profiler| & 5
« Chunk % 5 C 7= LB ¢, Profiler| & 5
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Presentation

Q Title

Code example
Profiler D 4{LEE D E = 7 @EngineCode(C++)

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

// PROFILER_MAKER~ 7 u %{#- T, ProfilerMaker#GlobalZ#t L TES

(
gShaderDynamicLoadGPUProgram, /* <- 7Z7%&AMD7=HDGlobalf$k */
kProfilerRender, /* <= ZAT7IY %/

"Shader .DynamicLoadGPUProgram", /* <- Profiler®D4Hij */
/* LI T2 Metadatad B L £ F#ES */

core::string, "Shader", core::string, "Pass",
core::string, "Stage", core::string, "Keywords");

/] EBSIZEHI L2V T PROFILER_AUTO< 7 1 TScope % B BhAGIZ 3
// Constructor TBegin, Destructer TEndT 3 L5 A VA F U REHETE-TINS
void SubProgram::Compile(CompilationData& data){
#if ENABLE_PROFILER // RiCUERH DT L B
/] b, BEAKRDAETORIZABTHAIL T

(gShaderCreateGPUProgram,

/% UTFAZF—% */

data.fromShader->GetScriptClassName(), passName, *stageDesc, variant);
#endif
}

w/
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http://drive.google.com/file/d/1OrPTZZH9BhSjorhCYmqZyHTMIW8wMvWA/view
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UnitySourceCodelXEnterprise 7 1
U ADBERITT 7 & A W]HE
e LAMCE, Ty A B LT
ERALER 0D Nk 2 R 6D B FHAN R D
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