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d Update () {
if (mMyState == STATE.GOOD)

Singleton.mPlainCubes.Count; ++i)

~.5ingleton.mPlainCubes[i] .DoSomething(};

[] objects = FindObjectsOfType
@; i < objects.Length; ++i)
objects[i].DoSomething();
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Mumiber of fragments/samples killed in the fragment shader.
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GPU frequency during measurement penod
Mumber of cone clock cycles
Total GPU dueation for sebscied work items

The total numbes of bybes nead from memany
Thez total nurnbesr of bytes weithen b memarny

The numbes of fragmients thal faied the alpha test

Thee number of fragments that Taded the eafy depthistencil tesis.

The number of frgments 1hat passed the early depth/stencil tests

Mumber of frsgments successfully rendered and wiitlen ta render buffer memory. It doesn't account Tor unli

Thea number of primitives send 1o the Cipper
The numbes of prmiteces that flowed oot of the Clipper

The peercentage of time that the EL wene actively executing Vertex Shader imstructions:
The perceniage of timé that the EUs wene slalied in the Vertex Shades
Thes numiber of times o verbex shader was irmoked.

7. Frame Overview €23 3vIcRREShbiE

e Details (F£#fl)

o TV —TRHERREN TV B REFUHLO ST MRIEEIL, GPU /AT T/ D

AT—UZEITRRENFT,



e Texture (TVAFv—) (K 8)
o RANAUFESNTWSTIAFY—NDIJARL

(o}

[Texture] 2T DEIZHDHARN—EFIAL T, [EHE. 74— Yk, mip LN)VIEEEFERT

%353_0

Frame Overview Details 124U  Siate

2D
20482048
BC1_UNORM
Bound once
- 2D |
ﬁ =
B [\ Bound ance z
-
2D ]
Ax > S
£ > -
] Binary View
View Mip Level; 0
Clamp to Mip: o |
' - BC1_UNORM 20482048 i 401

Shaders Shader Constarts Experments Pixel History Geometry AP|Log

8. MEMUHL CRASNETFIRFr—DE 1—

e State ({REB)

(0]

BEIRSN TV BEMFUHLOIRERTE
0 WMELT.LUVF—F—HFICDTLEA—,RAZIV T ANDEBERRTEET,

e Shaders (Yx—4%—)

o
(o}

BIRSWTOAHBEMFUVHLTERSN TSV I —F — A RTENFET,
DI—A—O—FREHRELT. V—VTLEa—~DEELREMICHETEES, V1—4—
A—FOEEIF. FM3VTERICORBRENS-O . REDRBELIZESTIL—LL—FD
FELONVETS,



Vrwesg Overves | Donain | Tooars | S 5000 Lapammaen | Deomaty| SPLEG

ol Torg w (P Daratos
|!-w-c-a Lot
—_—— I_Harmal, wiv TEECOCED].xyk - @.3 ]
F.xy § xlv TEXSOGRDZ Wi ¢ tmpvas_Z.x)
f MainTex, zlv TEECOORDO);
ar 4.xys * o * taxture snity Cightmap, zlv TELCOMESA) .xyall;
{t=pwar 4.w LEi==ig} | Befiscticnlex, 1z
= wwcl§0.0,1.0,0.0,1.0 ]
|4 ¥ i
Y O L | fls
9. /N\—R3—KL7= green {EZH HT 3L s— 4 —%mEL, BERUHLE 57.7% B&EE
e Experiments (7TAHF)
o0 System Analyzer DT RALEILavERTWVET A, MEIFUHLUBEATHERATEET,
Full Tree | GPL Duration W . Frama D\lawiwl DaEiInI Texhaa iSEba iShadars Expatimants
[ s[ v 23 Taxnmas
Selected: 1/ 152 ergs, 2461.2 f 9.867.7 jes (24.9%) of scene. Delta=-153.7 ps (5.9% better) L] 11 Seissar Rect
[ Claar batare drawing - [ Simple Fragment Shadar
*| [ Puavenobv i lastsplariad ||| [] Desable Ergls)

Salected | Normal w | Other  Hidden

o ab

Calar

, rgabapgiy

10. 2X2 TORFY—ITB# T HETHEMFUHLE 5.9% HE{ETESIEETTTAR, [Details] 47
DT S5749D R 1IMTSAV DB R DRIV TCEREHBTEET,



e Geometry (61K)
0 BEIRENTWAHEEFUHLOBKT —2%EV12F (23D ZRRLET .

Frame Creerew | Dotais | Texws | Stale | Shaders | Experments| Geomaty | AP Log|

Pasifion Infen: ] Show Data Viewsr |

Draw call type: gilrawElomants Topology. TriList Input primitive count: 624 Generated primitive count: 534 Vertex position lormat: GL_FLOAT_3
Index buffer offset 0 Index buffer size: 2052 Mumber of vertices referenced. 998 Extents X 010597 Y. 000394 2 11530 1797 W2 1101

11. [Geometry] 2T 2R FRShE=ETILIR

e APl Log (API O%)
o BRSKATWAHEMRUHLTHERASINIZTRATOD API FUELERRLET ., Shid, /8
TH—RURICHETIFERELERZEHTIDICERIERTT,

IN—bk 2 1284
AT I x86 FIyhTH—LEIT Unity* BaBI{lEH AR 18—k 2 (EEE

Microsoft & &1 Windows &, kE Microsoft Corporation @, KkEH LV ZF DD EIZH T EFEEIEET-
FEETT .

Android (¥ Google Inc. D EFEIZE - ILEIZETT,

*FOMDHL . WMRALLEE L, —BICEHDORT. BEX LB EEIETY,



https://software.intel.com/en-us/android/articles/unity-optimization-guide-for-x86-android-part-2�

	インテルの x86 プラットフォーム向け Unity*  最適化ガイド: パート 1
	目次
	ツール
	Unity* Profiler
	インテル® GPA System Analyzer
	インテル® GPA Frame Analyzer


