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WindowsPlayer-20130923151046 9/30/2018 11:14 PM  File folder
WindowsPlayer-20180923151043 9/30,/2018 7:26 PM File folder

i0S % %%: Documents/UWA-DataCenter/ProfileData

Feks Hp SO R B YI 2 GOT FrfEf LHE H X N 5 Assets [F]Z¢[1) TestData H 3, TestData
HRAELE T TN OIS, R T TR, K A 1 ST S RN AR I SO
Al

» GOT-Sample » TestData v 0 Search TestData ol
Mame Date modified Type
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H: Max Count BHEEE KT 1, FFARE 100% U8 PHZ R IEAFAETUAR, AT AT Be & W AF i sk
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4.4. @i GOT /£ GOT Online K773\
X T EAFET PC ) GOT Ml ik, wr Ll PL R J7 206K 2 4% 2] GOT Online (GOT
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1. {E“GOT Panel” #tI FH 1% #“GOT Online” . & UWA K5,

GOT Editor | ﬂ-ﬁ
Game Optimization Toolkit 7 JWR
A new way to optimize your games. detamnt L

&5
Local Server GOT Online
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G
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2 |

#EA A 4% 3R E] UWA GOT Online,

[ & it
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5. M3 1: UWA API (BRI

UWA.Tools.PrepareForBuild
public static void PrepareForBuild()

Z R E T Editor H s B IR W E SDK T R E R KA WE, AT ZEF 34T IF SDK
Integration FtIHIFATHCE » LA &M 15 B ALFE:

1) Stripping Level % & A Disabled;

2) Strip Engine Code % B A Disabled;

Xtz 5o G, BN Write Access 13 B A External (SDCard).

e R E R coT B, 7E{#FE A BuildPlayer % &K A App ., W 7 A 4R VS 0
BuildOptions.Development Z4{ .

UWAEnNgine.Staticlnit
public static void Staticlnit();

R GOT Ml GPM A3, Z BT A T it A S A4 UWA_Launcher, TTAN T ZE 42 AT
F5K UWA_Launcher 1] Prefab il 5.

UWAEnNgine.SetUlActive
public static void SetUIActive (bool active);

ZRRHCT T R R R I B R SDK AR B (1) GUI FH i . /5 EEAE T a2 Ja R 4
ELERL

an)

UWAEnNgine.Tag
public static void Tag(string tag);

HECRF GOT #a, ZRBAT T bsic X ], SR =& Unity R4 . 2k Ealih
FE B4, ULXEGTHRE 2 U tag i,

FPS(#/#Y)
Ei= Lt
BE BME BAE
A 602 28.1 5 30
B 1831 13.44 11 27
C 5213 25.3 21 30

UWAEngine.PushSample/PopSample
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public static void PushSample(string sampleName);
public static void PopSample();

HECRF GOT #a, e BaT T Guit e U B CPU FEI, AT BE R A BT AS (1 2%

281 sampleName 7~ H & X R EARZS, UWAEngine =%} PushSample F1 PopSample 2 ]
AR L4t cPU JFAY, FFAE UWA GOT Gt AR b 4T 7R, 1% API SCREIRETAH
HAMHEWT

UWAEnNgine.PushSample(“MyCode”);
// some code ...
UWAENgine.PopSample();

BRZAAE Overview i, W UG B E & X R EbnaE, NILEMAFER CHEF A~E #Z2 H
5E SRR EPRZE ) o

Name selfPerceni totalTime calls selfTime selfCalls
Perf:Update 3

11

15 R PushSample 1 PopSample & B . @R 2 (A8 H T return 15 3R FTIR H
NS B (B 7E B AE 48 H yield return 32 FTEE H ARG ELD , | 251t % PushSample il PopSample
FRIEC 0T ANER, AT 5 B £ %

FAN, EFEEAER —With PushSample Fil PopSample X BA B Z . WP 4Eit, £
fiCui Y154, 10000 X1 F 2 5 8d1x 50ms AN T4

UWAEnNgine.LogValue

public static void LogValue(string valueName, float value);
public static void LogValue(string valueName, int value);
public static void LogValue(string valueName, bool value);
public static void LogValue(string valueName, Vector3 value);

HCHE GOT K, e BT I Geitagmih B € SURZE BB AR 1L, AT AT LAk S i A2
EHEH.

Z 4 valueName Ko H i€ AR EFRAE, value X B R AL & 1Y) 24 i {E

UWAEngine.AddMarker
public static void AddMarker(string valueName);
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RS 4n Lua A co# kS, LA SLua B, & 2452k Slua ARG AL 8%, H ShiE &
AN Wrap BRI #5H # A6E N A B AT .

[

ua.MonoPInvokeCallbackAttribute(typeof(LuaCSFunction))]

[UnityEngine.Scripting.Preserve]

UdA

ret=UnityEngine.Shader.Find(al);
pushvValue(l,t
pushValue(l,ret);

5\

F,

UWAEnNgine.SetOverrideLualib
public static void SetOverrideLualLib(string lualLib)

AHF GoT B, 7E Lua B, T H T il A 2 B e X a EMAFE, W
libgamex.so. U1HAE F ulua/tolua/slua/xlua FJERIA lua JiE, TIIAS 75 B8 FZ 82 LR € -

UWAEnNgine.Upload

public static void Upload(Action<bool> callback, string user, string pwd, int projectld, int
timeLimitSec)

public static void Upload(Action<bool> callback, string user, string pwd, string projectName, int
timeLimitSec)

callback A AL G HIIEE, H bool ZEUN EAESE R

user/pwd A& UWA Rk [ 72 44 FT5 0,

projectld/projectName A_ A& T H [ ID 844 F5;

timeLimitSec V] A& dE S [a] ERR CRARTR 0@ 84k iR, Hahih BA& 1 I 3L
.

TiH 1D PI3REL, NATHIH )G, URL B

https://www.uwadd.com/u/got/perfanalysis.html/overviewjp
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UWA GOT Data Upload UWA GOT Data Upload

EER.T475% B

ERED:

1. wREA I E 4 b, (HZZHO8T, A s8I R H A7 R4 KTE ;

2. mAELT A D EAE, 7 E RN EE S (Android/iOS/Windows ) . 11 3

(Overview/Resources/Mono/LUA) 5% ID Xf N 30 H 72 —8 i, S0 F4e 5 m E4

Il InvalidProjectld ATk 4

3. AR [F) K T4 i) B R, U A% i B 2> B Duration [ K] has exceeded
the limit [IF 18] ERR] AOFRES .

4, FAERT, TEHILR“GOT Online” R4S &5 I 42 %50

UWAEnNgine.Start
public static void Start(Mode mode)

AHF GOT i, T T @i ARSI B F8 e BB, AR EF ) ST
F AP Ul AL

UWAEnNgine.Stop
public static void Stop()

HECFE GOT X, e BT I il A SIS K H AT AL, AN 7 2250wl Stop
2

VE:
UWAEngine.Start/Stop & — /X kiz 474 RA B — IR SAR, ik EMHH



6. Bk 2. ECE SRS E R

6.1. MERAWEE

£ Android - &5 K314 b, HERR BISREL 2 72 A4k — g RSN T8 . BRI 4T 8 Overview #5
3, MR TR, v DU AR B4 RN INEC B S, AT D HEE RO 40 R A, DA
JZL SDK A B Xof 4 FR) ] o

#%4%: /sdcard/uwa-got.json
W7 (JSON #830): {“stack_detail” : 2}

HERK 1 22 50 7 1

e Tt

~ Camera.Render ~ Camera.Render

 Drawing —-—) ~ Drawing

~ Render.TransparentGeometry - Render.TransparentGeometry

-~ RenderForwardAlpha Render RenderForwardAlpha.Render

- Renderforward.RenderLooplob - Render.OpaqueGeometry

Batch.DrawDynamic RenderForwardOpaque.Render
SpriteRenderer.RenderMultiple ~ Culling
~ Render.OpaqueGeometry SceneCulling

RenderForwardOpaque.Render
-~ Culling
-+ SceneCulling
CullSendEvents
~ CullResults.CreateSharedRendererScene

ExtractRenderNodeQueue

6.2. GPU FERTThAEZEH
1E Android “F- & HIH: 6% 2% I, FF/8 GPU FER Giit2 SEUF HE N KR i) @ H B, v PLE 7
W& B INES B e, Mm2EH GPuU it IhRe.

%45 : /sdcard/uwa-got.json
W2 (JSON #:X): {“gpu_time” : 0}
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