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HOTINROV TR TOT7A) 07T B Update() XV Y ROFUH LARTINET,

FO7745—7TlE Unity @ APl [CO—=IN\YITBRIX—J ROV T 74> A—ROFH>FIL%
BT 2D TEETLLELA DIFEADHDET D Unity APl I—RIZA VANV T—23Y>
TO77M5—<V—A—BEIEENTVWIRERHZR T /NTFT—IVADA—/N—AVREHS
IFLAED Unity APL TV ZANLXYMESNF TR 1L Camera.main ZFAT 3. 7O771)0D
Fv7FvIC FindMainCamera Y—H—h' R REINF I . Fv I FrInicFO7r1U>0o57—2tvh%E
FARBBICIF BBV —HN—DMAZERT I ZH>TVWBLERM T FHMICOVWTE — A0
T7A47—X—H—0 —5E ZBRLTLIEIL,

TO7745=I=hA=T7TOA77I) VI DEHEEZ LIFS

FI7AIETIF Unity Z7O7715—1k. 707715 —<—H— THRMICZYIINEI—RD
BRAZVGETOATr7( ) LEST. TOAT7(5—<Y—H—%2DA—FROEELEHICFEITHEATS
CEC A7 DRTOHEAE ZNENIIEHZ N TEEITMBEDI—A—FMRB LT,
FA—=F7AT7AIIT ITHESTRTD A —/N—=AY R F v T F v RAORRE DR IERE S DR E % o]k
TEEY,

TA—=F AT I THBMICE>TVBIHZBE Uity [EAVAMLAYT—23>N=2OFAT 71
VD% ERALET CHUCKD INTORBIF U LIS L TIER THMAT — 2 Z2INE T 27D DB
BRDBASN. SO ZT LT —N—AY D ELBZRODIC RITRE EEBEDREDFIRRICHRDE T,
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7O07715—€Sa—I)l
FOT7AT—IETL— LT e DN TH—T > REEEE F v T F v L RN Ry VRS E T BDIRIBET,

CPU fEAE.GPU. LY AUV AE) YIBRE KX . 7O7715—ICSFNZES2—ILEFERLT
SHEZIEOTIFEY,

XA > Profiler D4 ROICIGERICE D 2a—IL  FERICEHHENRILDRTEINET,
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Profiler 7« RUTIF IRMEERINTWVWS JTOT7717—EVa—)l TR FFrIniEEls’Ea—
TEDNRILIC—EBRTINE I HIZIE. CPU Usage Profiler E¥a—)L 1&.CPU DMIE®D Timeline
(B1LT1V) £7-1S Hierarchy () Ea—%. EFENAREBRE CHICRTLED,

CPU Usage EZa—/LTHETES Timeline (21 L51>) Ea—Ilid.Main Thread (X>ZLwk) & Render Thread (L>4—ZLw k) ODIX—H—D
DRI INET,

Unity 7O7705—%2FERALT7ZIUS—2a>DINTA—I VA &L BR8P RIEZED
TIFELEST IAINTIE. TOT 71 S5—Id Unity TF«04—® Player 1 VX2V RICHEHRLET,

IF«4Z—TDFOAT7AIITEREAVRTOYEIRTOTAT 7L )T T N TAH—IVRICKER
ENELRACICEELWKETW. 7O771 7 —DEHLICIE. 22— YN\ —RU T 7 L TEERT
TNBAZVR7OVEILRDBICHEBINE T, TT02— DA —N—AYRBRLTHEICERBERH
B/EN3HTY,
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JO771)>00

J—70-

COtoIa TR TOT7A U JRICERN G BIEX.CPU k17X GPU KERED—MRRIR/NT+—
IVADRMLRYIIZDOWTERBLES. CNEDORRERFEL. LDEEMICRAETZHEERERLIC
BOFET TR XEVFOT7AITICOVWTHEED EIFET XEVIOT7A)TIETUEALD
NITF—IVREIFIFEACERDDEFEAD T —LD ISy 2 %R N TIZDT > THELI LD
BETY,

SERNBT 71 IDBFEEMOTOT7 711 ET
TOT77AI) IR TIBEIF BODATREE*E AL 3B BECE N EERIEIHNEN
HOEG, LD > TAd7zA U I DBRICIEF EDNSTADT7 TO—FHSHRDZIeEHEITIHLET,
DEDLIAIIG ROV T S YPEEE. HAR—OL 223y (GC) EIDYTAYOATIVDLEEG%
FPEIB TR HETI RNRETIEIHERFELIES.ISITEKEO TIFBREHTEEXET . COFELAIL
NAZFERLTT—2%ZWNEL. DA77 —LIL—TTAREBEAIX—JED Y TPEE%A CPU FRHE%
FIEFRCTIFTVAREFICEERNTA—IVADBBICDOWTHESELELLS,

F9.GC.Alloc ¥—A—DA—ILAZYIZIRETEIHRENHDFT, COTOERITENIRAD RV IE.

TP )r—a>OEEFRBICh -0 TRDRLEETZXEVEIDLUTORE tWSETMLOE IS 32T
ERPOVESELTLIESL,
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LAR—FINO-ILREyIDFEEN+ D THRLEDH TR ZOMOREETORREZEZIEHSN
BWSEIITo—7O771)>0%BHICLT 2 BIBOO771U 0y a % ERiT9 5 KT
DU TORAZIFEZCEDTEX S T—FTOAT7 I T IZDVWTUIZDHA RDOEFETEH LEHEA
LEITH BT R IRTOEBFVE LOFHBR/NTA—I VAT =2 X v T Fv 923707715 —D
E—RTHO BT CEEESMICINE TSI F T AEEN AR TOT 71U T ICEARTHA—N—AYRH
KIBICESEDET,

TL—LEEO BEEA" ICDOWTIEREZED B EEE. TL—LOMDERD L DLLEISER LTSI LY,
TA—=TTAT7AVTZEBMITBEINTDOXYVYRI=IILDA VARV MEENB e TH— /N —
ANYRDELIBINY 37 COBEMN BT ENECH ML HD FT,

BEROIOT71) T

7Oz bORRY AL LEKZBLTREICTOTIFIUVIZITSBRENHDEITH PIHERET
TO77M) 050 B L TROAZIBAVY N ZBEONET,

BUVERBTHEEICIOI7IIIEITVWARYFI—JICFERTEZ 7Oz rD "NT4+—I R
SORFv" HF—LEEDEBELT.EITLESCSBWMILELES NTF—TABKBICIET L
BERICEENMELTVWBRZEICIICENMT S FOREZBIETIELSICARDET,

TABBII T T2 —TOFOT77IU VI THBICEETIEFI.LIL. BB ERATOTrr)>Y
BRIIBICE—YT YT NAIATEILRERITLTZOI7r )% TN EBICTSY R TIA—LEBD
V= ZERLTE IV NI+ —LDN—R I TR ERD TIF R THRONE T COMAEDEIC
EDTRTDE—FT YT NARTDT TV =2 NTA—I Az BENICIBETE X T AR I
—EDENAILTNAXTIE GPU IKIEFETHOTHRIDENTILTNARXTIE CPU IKETHIHED
HD.CNUIRLETEITNAIATAELREW LD DEHE A,
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TAI771I I 5 iEDEIL

FO77 I JIBER TN TOERTHEIRI T HEZRIEAICIBIET 303 LB D EEA
EDDH.TOAT7AI T DA EREEILITEZDNRVTLES,

TO77 MV DERIS RN RV IZRBILOZ—T YR LTRET R EICHD FIT. L THEZIC
BARERMILRYIIZE>TVWERW D ZREILT B CICBD . EENBNTA—IVRIFIFEAL.
FeldFot<mMLELEFRA, REL" OFITIE T —LE2EDNTA—IAZERIEZDDEHDET,
IS KEBFHZECPLTORBICESBUWVERLIMESNBRVEE L HD T EELDIX EFHA
BRI EOMRZRELT ST,

UFo70—-Fv—bREVOTOT7AII7TOLRAZRLTED. EZDRDEI L3V TERTYTD

BEBIILTLET. 370 KRB0 Unity TOSII M B0TO7 715 —DF v T Fr bl L2 e
FREFA VI EHBLTVET,
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COT7O0—Fv— MW TOT715—2FEALTCRBLCOFNEERIEZIRI UM ERELELLS,
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IATD CPU 7T« ET1DLE G (GPU DB FHORBBZST) 200K TO7715—D
CPU €¥a—JL @ Timeline Ea— ZFEALET.F v/ FvZIELLBIRTZOHIC —EINAETOT7
15—V —N— IBNBLSICL KTV A7 71 5=V —A—DRIIF Z— YN Ty Tx—LAIC
SOTRTDEBZDDIHID T EE—T YN TSV N Id— LT —LDF v T Fr2HAR. 7O I
BIFZ"BED" T TFYHEDESICRZIZDERERLTIET L,

7Oz IMDNTA—IVRUII RDEFBDDIDDFVITE LV EIEX LY RICEASNE T . mBELD
DA K ZNITETTTRIRI T HIZIE BT —LER/NC Ty b 33.33 ms T.VSync BYERIC
o TWBT —LICDVWTIUA TS FUAZBE L TATIZTLY,

—  CPU JL—LFFE (VSync %#ER<) H* 25 ms.GPU EEH* 20 ms THNIZREH D FHA.CPU
TKETITHIRTHANI Y MATHD RBEILLTHIL—LL—MIHELFEA (CPU &
GPU DA N 16.66 ms K#HIC% 0. 60 fps £TEkRR EHBIFEZRL)o

—  CPU ®7L—LEFREH 40 ms.GPU #* 20 ms DHZA.CPU &K#ZTH D HD CPU D/NT#+—
IR ERBILTRIHNELNHDET.GPU DNTA—IVAZRELLTHHIRIETH D FHAEB.
PKEIIZIGLT C# O—RoRbOICaAYEa— oz —4—%2FERALTNTVRERW34E.CPU D
BEO—E% GPU ICB Iz TTHLET,

— CPU O7L—LEEN 20 ms.GPU #' 40 ms DHZE.GPU #kFTHD.HD GPU DALIEEZ
BB IBIBEDNBDET,

— CPU & GPU OEAHD 40 ms DFE EAICKELTH D30 fps ICEETBICIEEAED
33.33 ms AmICRBELTIHRENHDET,

CPU &7 & 7cid GPU KIFTH B EIC DWW FHLLIIUTOUY - ZBBLTIE S W,
YouTube BBIEEEIER/FRiteR

— 7L—LOD1EE.CPU & GPU
— s your game draw call-bound? (' —LHDRO—J—RIZKEFELTVWETH?)

FL=LNI Ty ADESH

HROVEBERENSEEICTOS IO TAT 71 )V EBBEBILEITSET. 7Ty —23>0
FARTD CPU XLwRE GPU 7L —LEE%E. LDRERICTL—LNS Ty bRICIR®OS5NZ ESICHDF T,
COTOERDIEEHCARBRWNE. TL—LNAT Ty FRICN FSTVLBIHESH TS,
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TOE®RIFMENAETOT7r) 0 FERBEIEZITolF—LD Unity ZERLTHELZENTIL
F—=LDTOAT7IINFYTFvTT DT — LIS NARZARYIDAI— T+ TlE 60 fps. 2D
Fr T FrDLSBHIARY T MEIRYIDHBETIE 30 fps ZBEIZELTVET,

ZHMUE 30 fps ICHRBARRA 22 ms DTL—LNT YR THBHT 2 L AREICEIET 34 —LDFOT771)LTT, WaitForTargetfps H' VSync
FTOAA VALY RERE LA =LY RET—H—ZLYRDT L —D 71 RILER % /N T4 > L TWAZ EISEE L TLIE I U\ VBlank kgt 7L—LRET
Gfx.Present D& 7R Z R 5 E CHEER CTI £9, £/ . Timeline Ea—F/cld EEBDZ A LIL—F—TRERT —ILZ{ER LT HEE R 7 —ILH SR OEFE
2T—=ILETERETEET,

BIRLAET7L—LOBRDOEDECH . EHED WaitForTargetFPS 7O7715—<Y—h—ThH®H5NT
WBZCITEELTKLETI W, 7 U —2 3T Application.targetFrameRate H' 30 fps ICERE I N
VSync BEMICHESTVET AIVALYRTOEEOMIEIZ 19 ms HETRT L.RD DR IE
33.33 ms MFBLTRDIL—LZHBT I ETHERLRDET. CORBMIETOT7715—<Y—H—T
RINFITHRBMICATY CPU ALY RIETARIVIREETH D ZDORIC CPU BB HISNE T, £,
BNRONYTI—BALMNEEThEFE A

ARIREY—N—E TV T —LDRBRBIHE. £1cld VSync DEMICHE>TULBHBRITELSD
AL HBDET EERDIF. XTYALYRHATL—LND Ty FATEITINTWVSH TL—L4
NP TYRBELESETRITINTVSD . 7 ST —2a>h VSync ZFRFELTULSZ R MDRL Y RIC
71 RIVEED B ENESH e R IASH DY —H—THERITHE T,
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TARIVERBIE JL—FEEBO A7 715 —<Y—A—TKRINET, LX) 3vbE,
LY A—ZXL v RH Gfx.WaitForGfxCommandsFromMainThread T7-1 RILIREEICH B &% RLT
WEd, ThldE.1 DDTL—LT GPU ADRO—J—/LOREHIKT L. KDTL—LT CPU 15D
EMOFO—O—-)LU I TR+ Z2RFLTUWBRREZRLTULWE T, EHRIC. Job Worker 0 XL i
Canvas.GeometryJob Z LIZ5<RTLETH. I(FE AL DEFREIZ T RILIRETY, CASIEIRT,
TIV =23 B TL—LND Ty FRICRBZRI>TNE>TWB I ZRIIKMET Y,

F—LhTL—LNZ VR THIHE

TJL—LNTJzyh WNyTU—ERErY—<IILZAOVvN) > I%ZRBLTHRABINNS TV FBNR)
DEEARTHNUE. FTEBRTOTFIIIITEZRIIITT T &%EIC Memory Profiler Z%17LT.
TIVTr—=2a3> B XEUNTS Ty bRICHBINEFSZESICLET,

CPU 15

=L CPU OTL—LNJSTYrRICIKESHWVEE.RDIXTFTYIE CPU D EDEDHREIL
IV TVWBEINMNDEDEDALYRDRDE S —REICBE>TVWAHEHEET ST,

CPU BRI Ry IICRZZCIEHEDHDFHAHED CPU [CIFIRIT L CHEBFICANER
RITTIBZIFIFRATHEFEELE TR CPU A7 TRARBRALYRERITTRIENARETS . BE2H
Unity 77U —2av T ETEREMNTRERAZ XL YREZFALEFIN . BD—MBWIC/NTH—I VD
BRENRONBALYRIFRDEEDTT,

- AAMVALY R —LADY IRV TROREBADTIAILE T CTTERZRTLET, ¥38
BE.TZA=2a UL VAU T OB R EIFEAED Unity S XFT LIS I TERIT
INnEJ,

— LYF—=ZLyF:LYA—=ZLYRTIEGPU (LA IMBZIXETBHICITTONEN DS
BRI (—YADEDAT T IMDAXIHNSRZBH\ FIc 3R HES DA B B D\ ERK
TNTLVBENMDOEEICLSTAVTTNTVBTDIFATNTVS/RRGWVWHAY) HLIE
INET,

— LA 07O ZB XA VALY RIZS =% FABEL AATHIVIGREY - RO—
A—IILONYFREBZERITLTULIUAVVITEIRROVAMEERLEFT. DU
LA =LY RIZESN Unity REED TSV R T74—LICKELBEVWRIENS HED
TS59bTA—LT GPU ICIBTRIBOHICHERITST1voRX APl d1—JL (DirectX.
Vulkan.Metal &) ICEBINET,

— 237 7—=h—ALy FRREF. V3T IRTL ZFALTT—A—ZALYRTERITTNBR/ED

BEOERZAT V21— TBILT AAIVALYROEFZERTEEX I Unity DZRTLP
HEEDRICIFWIBER. 7 X—23 LA IR DT RTLZRATHDHHD £,
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AA ALY FORE(LDEH

TOEIE XA XLy E (Main Thread) ZDO 7OtV bOFEFERLTWE T COFOTTIME
Meta Quest 2 TEITTNTVETEE.COTL—LNT Ty HE 13.88 ms (72 fps) £7=1% 8.33 ms
(120 fps) ZBIZEL LTVEY, CHIE VR TNATRATEDYIEVWERHCTEDICIFETIL—LL—MEE
THB1HTT LN L. DT —LhH 30 fps ZBIEL TV LTH. COTOC I MIBELH B DIE
5N T,

XAVZALYRKEOTOD T DS DF v I Fv

LA —ZLwk (Render Thread) £ 7—AH—XLwk (Worker Thread) DIREIESTL —LNT TV ARD
FEBTVWETH AV ALY RIFTL—LLBEZELTES —RELBOHNBEATT, 7L —LKRTRO
HIDETAT7AST—DF—N—AYREEEBLTHXTVXLYRIE 45 ms U EES—RETHD.
CO7OPzIbDTL—LL—NZE 22 fps KBTI XMV ALYRD VSync ZRFELTWR L%
RIN—HN—IFBLLTL—LEEKIChT>TEY —IRETT,
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FAEDORDEFE I IL—LOPRTRHEEDD OIS EREL. COEREZERTEI LTI
7L — LTl PostLateUpdate.FinishFrameRendering | 16.23 ms h'Hh'D. JL—L2EDNT Ty %
BXTWEF, LB 3. Inl_RenderCameraStack ¥ \\5Y—H—DAVXZVAMN 5 2HD.5 DD
ARSHTIT4TTO—2%L A TLTWRZEA LMD T, Unity DITRTDAXSIE AV,
V= NyFREBZZOLVA—NAT AV 2FZRUHETH. COTOP IV TRERINE
BRI TIT1TEAAT & (AR5 1 BICET) BHITLTY,

FATOD MonoBehaviour.Update() XVvRDEITZELTOT 717 —<—H— BehaviourUpdate |3
ZDIL—LT727 ms hDET,

Timeline Ea—OYEY2BOEDIEZ ATV IDBIR—SE—TXAEUEEIDYHTTWSRI VN E
RLF T Hierarchy Ea—ICHIDE X &ZE/N—IC GC.Alloc E ASILTIAILZITTREDAEID
ZOYTICIFZDTL—LTH 0.33 ms DB ehhHhDET 772 L. CNIFXTEVEIDYTAH CPU
NTF—IVRAEZZRED  NERBAETY,

GC.Alloc ¥—A—TlF.— M AETOT771Z—H > TIILDESIC BB R T S22 LTE™D
FHAISNBCEHBDFERAA—N—AYRERNRICIZZ7=0IC. Unity TIXEIDHTODZA L
RAAVTE DY THAIDADEBERINE T,

TO7745—E.FO7715—Ea—ICRTRINDESICTB®H7E1FIC.GC.Alloc ¥—AH—ITNT R
ATIHEY T EEZEIDLNTES,

KEEOEDHTIE IO RATLADSH LLWEBEDAEEVII AT ZHNELRHZHE . LDERD
OB HHDFETHEEZLDPERICIMETZ=OHICBIDYTETSOA—ROARICTOT 715 —
Y—H—%2BEBLET. Tr—SFaT771J>J Tl . Timeline Ea—O<tE 4280 GC.Alloc 3> 7ILD
RN AL IO TR D B RICED £ T,

TOICHTLWXEVZEIDE TR NTA—IVRICEBREZRIFTARELRHDET. CNSZERE.
AELERELTRET 3DIFISICHEETY,

— SRTFLICFHLWXEVRVIIZANTREENTMILTNARDE AN TV MIEEL.CPU ¥
GPU OREREIMBETIBRIREEDHDE T,

—  HLULWXEUIF.CPU O L1 FyyanODO—RHNMBRETHIARENIEL.ZD=DICEED
FrvlaZMoEIBLHT I EAZLARDET,

—  AVTIXRVEIAR=DAL T2V FILBERAR-2OL 72303 R —IXEUDEED
EFEHERENICBR IS I FRP LERZSVWTRIA—SNET,

7L —LOFREFIC Physics.FixedUpdate 1> X2V XM 4 DIBMEINZE.EFT 4.57 ms I
D %9, ZD%.LateBehaviourUpdate (MonoBehaviour.LateUpdate() ®MEUHL) IchHB
BERDIE 4 ms. Animator [CHD\ BB 1 ms ICDF T, OOV T I ERZDTL—LNT TR Y
L—FEERTRDICIF. CNEDXA VALY ROBEZ TR THEL. B ARELERDIFZHED
HOET,
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XAVZALYRDRBIL R IICEETBEL DB BDRLELIN
ROBENDDBIMDZRBEILTEET NTAF—IVRADALDRDARIKABDET ATV IL YR
KEOTOPTILTIF ZLDHZEUATOER TORBILICHRIA/FTEES

—  YIEER

—  MonoBehaviour 717 ~DEH

—  AR=DOBEOYETHAR—IOL T3>

— ARXZAHVITEXA VALY RTDOL YA VT

—  IEMEMNARO-—I-ILO/NyF0E

— U DOE#FH.LI7INVEIR

—  TIAX=3r

RBLAA R TIE BRI BZ L LINDVK DD ZRBEL T 37O DERBNBEV M2 EFICRMLT
W&o

e-book #FAFT3 e-book #ZAFT3
HEIIBEICL O T MDY —=ILBEBIUIDIELHDET,

—  MonoBehaviour X7+ TEBADD>TVBIDIC. ZDEBEALS DS HRVGEEIF. O—FIC
TOA77A4 55— —H— ZMAZDNT—7TOAT71)>00 # R L TA=ILR Ry IR %L T
<TEELN,

— XA=IXEVZEIDYTERIVTLDBZE. 7O —2a>yd—)L2AZ2y T ZBMILT.7H
T—=2arNETHORBINZERICHERLE T, Tr—FFOT7 1) T 2BMICT B\ Project
Auditor ZFAT 2 DARETI . CNUCED. O—FOBENXEVICL>TIAIILEZIVTE N,
RA—PEDLETORAEBRBZINTOI—RTEH/ETETET,

—  TL—L7NvA— ZFERLT RFO-J-)ILONYFLEDLS FWH G- ERZRELET,
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LA —Z L RDEELDER!
KFlIE. LA —Z 1wk (Render Thread)ikzD 7O 7 bDOEBIT Y, 7AYXN Iy IREOIY—)L
S —=LT BREIL—LNT T YL 33.33 ms T,

L=y REkTFES A

A7 —DF v TFvIFIREDTL—LTLUA) VI ERIRT BHEIC A VALY RARL VA —X
Ly REF#TZZ e RLTVLET, CNid.Gfx.WaitForPresentOnGfxThread ¥—H—TRENT
WET, LA —ZALYRIZBIOTL—LHD5ORO—O—)LOY VR EFEEELTED AR YR
HSDFLVWRO—I=ILEZRIFTANDERITEITCLEH A /. Camera.Render (CERFEZEPLT
WX,

tHOITL—LDY—H—IIRBKRIZ=O. HEDTIL—LICEETERIV—A— BRI TEET,
F ATV ALYRHMIBEFITLTL A —ZA LY RICEBUEBOF-HICRO—d—ILOFRITERBT D .
LA —ZLyRDIREDTL —LELIETZDIC 100 ms U EHDD. CDT=®DITRDTL—LTHRRL
FYIDFEELTVWBRZ DD ET,
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SSICABEZEDHDE.CDOT—LALIK 9 DDERBZAASEFERAL. ST —F—DRBUCELOTEZLDRD A
INZADRETIHRE ERBL VAV VTREICHE>TWVWBI e DEL £ . 2D — Al
THT—RLIA)INRAZFEBLT 130 ZBXBZ3RAIVNSA R ELIA) VI LTWE LT 74T —R
LAV NITIIESA MG L TEROFBERARO—O—LABMINZBELHBDET. NS0
BEMEAEHIoTC1 IL—LHTD 3,000 U EorO—J—I/ILHER I TWE LT,

LA =LY RDRMLRYIICET B ELHBEELN
LY=Ly MEBOTOVT I MIBEWT —RIICHEINSEREU TOBEO T,

— FEPEHERFO-J=LO/\yTFHIR:ZNIEEFIC OpenGL % DirectX 11 REDHWISTrv IR
AP IZHTIFEDET,

— ZIIFRIARSERDEEDOTILFILAV—T —LEFWELTWBIBEZRE TIT17 R hXSIE
1 DI HTIFSHERVTLEDS,

—  FBEPBAVVT . CNICEID BEINZERNS<ADTIFET AASOHRETEZRAELT,
LAV —RRIZ2HITLTLIETE L,

Rendering Profiler €¥a—JL Tld& FA—J—JLN\wF ¥ SetPass A—ILOEHTL—LTLIZRR
INETLUF—ZXLYRA GPU IZRITL TV RO—O—INyFHENDZFARD-OHICRE L
Y—=ILg. 7L —LF NNy H— T,

FELICRML Ry D ZERTBI0DY—)L
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