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Follow this flowchart and use the Profiler to help pinpoint where to focus your optimization efforts:

Where is
the bottleneck? bound

Implement optimizations
and profile again.
Compare results using
Profile Analyzer to
confirm performance
improvements.

What now?

What might
the fix be?

Main thread

No

A J

Is the main
thread waiting
for another
thread?

Job worker
thread bound

Use Unity Profiler and
Profile Analyzer to
identify biggest costs. If
you can't see the
problem clearly, try
enabling Deep Profiling,
Call Stacks, or using a
native CPU profiler.

Optimize Scripts,
Physics, Garbage
allocation/collection,
Cameras, Ul, Animation,
Job dependencies,
Parallelization

SOURCE: ULTIMATE GUIDE TO PROFILING UNITY GAMES E-BOOK
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Yes, render thread ——»

Great. Now look
at Memory!

Are we waiting
for the GPU?

No

Render thread
bound

Look at Frame
Debugger and
Graphics or
Quality settings

Optimize
Cameras,
Culling, Draw
call batching

GPU-bound

Look at GPU
Debugger,
Shaders and
Graphics or
Quality settings

Optimize Shaders,

Mesh or Texture
Compression or
Resolution,
Overdraw,
Post-processing
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Unitye & HIHE AHE3I0 HIAKE GPUZE FEAIRLICE QualitySettings.asyncUploadBufferSize& Sl
HISI| BIAM HIE 522 2FY + JUSLICHL

Y2ZE £E7} LD La|7L} Of2] HAXIE Bt 0] 2ESHE S| ol A2 ST} HACH SIAK| KIS
RFOHHQ. YUEORE MOA B0 S JHe 2 BAK 27|(E491: MB)Z 22 U 4 YBLICH

Ha: 0|23 HEsHH H2e2|of St REHE & + AELICH ot UnityZ et & HIH H|22|=
0| AJAE0) Bheteh 4~ GIELICH GPU M= 2|7t 2HE St &Ef7} =|H GPUE= 71 2SO AL E[X|
2 HAKNE AZE0, CHE0f sl BAX 7 FtmH2t BEAoff S0{Z M CPUZ EIAKE CHA|
HZESHA eLct.

Unityof Me] B2 22|(ZE) 7ZI0|=0f M AlZH 22 AwakeE AFEE mHo| HIAX| HIH o 22| F|to] CHaH
XtM[S| Lot M 2.
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BE 8 "HAN AEZY

BE AEE|Y A AHS AFOHH H22l0) ZEE|E UY £ES

X Project Settings

Adaptive Performance
Audio

Editor

Graphics

Input Manager

~ Quality

Rendering

Package Manager
Physics

Physics 2D
Player

Preset Manager
Quality

Scene Template

Script Execution Order

Services
Ads
Analytics
Cloud Build
Cloud Diagnostics
Collaborate

Texture Quality

Anisotropic Textures

Realtime Reflection Probes

Billboards Face Camera Position

Resolution Scaling Fixed DPI Factor

Texture Streaming
Add All Cameras
Memory Budget
Renderers Per Frame
Max Level Reduction
Max 10 Requests

In-App Purchasing
Tags and Layers
TextMesh Pro

Shadows

O Inspector
sRGB (Color Texture)

Alpha Source
Alpha Is Transparency
Ignore PNG file gamma

Advanced

Read/Write Enabled
Streaming Mipmaps
Mip Map Priority
Virtual Texture Only
Generate Mip Maps
Border Mip Maps
Mip Map Filtering
Mip Maps Preserve Coverage

Fadeout Mip Maps

Wrap Mode
Filter Mode

Aniso Level

Streaming Mipmaps7t &43tE 24
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Shadowmask Mode

v

Input Texture Alpha

Repeat
Bilinear

Hojg = ASLCH Y 2E2|YS

@ 3DCharacterUl-RP-Asset (Universal Render Pipeline Asset)

Full Res
Forced On
v

v

1

v

v

Distance Shadowmask
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Of A|ARI2 XY FtH[2t XIS U Y st= ol 2Rct Yot 2ESO = HAX 0 2t H22] 42 0

SLICH YUY AE2[Y A ARS ALK k2™ Unity= 7|2XQ2 B E HIANE ZESL|CH HAK
AER[YR X2 &2 CPU 2[AAE A HMAHOZ B2 &9l GPU H=2[S EoFetL|Ct.

£2/2 APIS AR EILICL MAK AERIY2 ISOR YUY £F
L= SEIgLICE,

mo

FIMHQl Mof7t BRstrtE T
S0 AL EA Foltt Hi2e| €

oM |

HERMS ALE

OIEZAM = oAl A AEIoZ AYE FHBHE ol AS ZHHSHA| 2t2|E 4= UFLICH W, Z2|H, A E of| Al
SE Egtt ZE ofAS 'HEHME'R EASHD 1Rt 0|52 EY 2= X|HH0] 01|ZIA1': SES
UAF LT

Al =& 717| € HIE=ot ZE0l| 7Y Sl Alo|2HH Addressable Asset GroupsOi|Al CHS
72 dH2 HES 2N,

—  AssetBundle Compression2 LZ42 HHst= A2 -E—-"E“-Oilkl ELQSHH(THY A|AHI O L2
Qs AJAHIO| QIS), CHY HEO|AM A2 HE AIE S E2XO 2 KT & A BHS7| = ghLct.

= T HA

Z2& SMEU M= Uncompressed2 AE st Win dowsoilkl = LZAR HHSM .

Z21E0] A AssetBundle CRCE Enabled, Including Caching@ 2 MHstH Z & A[Zt0]

tA| Bto] SO{ELICE 22 Mt A|ARIS M2 > Qe & E21E0{|AM = Disabled 2 A& sHOF
F. WindowsOll A= It HZEIH 2H[7t E 4= A= &2 Enabled, Including Caching2 2
tMIR.

nx mot AT rH
0X T mH mpy
50)

o M

—  Bundle Naming Mode & & Append Hash to Filename2 Z MHstH ‘5 0telol 0|2
HZS QIAIGHR| Rot= 259 K| A|AR0M SHIZA| SESHA| gb&LICH 24 S S M=
Filename2 2 MXsl{o} BtL|Ct,

ARzt ARIS] o Aolol 4434 AZE oot @S st Wl ZuX u N 2e SH
QUG Bt 4 YALICL OS2 MES ALBSIE M BS 2UZE, UHORE A HEE 4
gLk,
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Addressables Groups

Of OflAl0fl A= =M E0] Z2|Y QIHER|S ALt

OlE|ME TH7|X= Th7|X| 22|Ktoll M LRI = AELICH Z2HEQ| 2} of| Mlo[Lt Z2[H2 2
‘O=2|M20] E = ASLICH AAHE{ A of| 4 0| F of2fiofl A= SHS HESI 7|2 1]/
stokstL|C},

od

essable

7|2 Addressable Name2 2 2H43tEl o{=A 2 84

Play Mode Script ¥ Build > o

Inventory ltems (Default)
Assets/Weapons/Prefabs/BossSword.prefab
Assets/Weapons/Prefabs/Shield.prefab
Assets/Weapons/Prefabs/Sword.prefab

Assets/Weapons/Prefabs/BossSword.prefab
Assets/Weapons/Prefabs/Shield.prefab
Assets/Weapons/Prefabs/Sword.prefab

Zh oMol AR FAe} 9IX|E EelY £ U= Addressables Groups 2HH
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CIE Xo|lM SAEE oMo E 2ZHZE XMEE o|AI0|E, A|ARIO|A = Addressable Name 2XHE 2 ALY
HAMES &S 4 UELICH L3t MEfIt E|7| MK = OE M S 20| H22|0 2EEX| o, 2t
M2 O O|4 AMESIX| %2 I XSS 2 HZET 4 QUGLICE

CHE & 223 AMS0IM =M S0 TH3l XS] 2ot MR,

—  OEEME oAl A|ARO = HEE] £ E2t5H |0l M= Addressables GroupsE 450 T 22|
2848 =0|= Yo

o
HAE 2 &= AEHICH
2 H

|AE ZEE|AOME HEYME HIME 74, ME, 25, A=2ES=
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Unity PlayerLoopOfl= A& AZEle '—IEP ol =0=
x7|2tet mo|UE UH|0|EE H2|S f" 0131 . 7} 0| PlayerLoopES
| ELICE,

E
2850 AYZH|0IE HH5HA

o2l Alojl= PlayerLoop Of2of] T2 E 0| ALK} =7 HA|E L|CHEditorLoop Of2oll = of| |
HAZHE),

CPU:36.90ms GPU:--ms

|1.94ms, |1.95ms, |1.96ms, 11.97ms, 11.98ms, 11.98ms, 12-00ms |2.01ms, 12.02ms |2.03msg 12.04ms 12.05ms 12.06ms

HEIAEOM HAY A3

op O[3f5t7|

Unity =2 st 2= M E olsfistiof BLICH 2E Unity AIZEE AFEO| HaliTl M2 o2
O|HIE &5 Ct. Awake, Start, Update 3! A3 Z/EQ| 2t0|ZAIO|2 S MASt= CIE S48

=22 oo I:I_I_E
Ato|ef xtolH Of eL|C}. 3tel =F APIE E&310{ Z2(0/0{2| Update FX0f| HAH 2ZlS

Bt 4 9B
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Q | Assets | Programming and code architecture | Project configuration |

Start is only ever called once for a given script, Start )

S

The physics cycle may happen more than once per frame if
the fixed time step is bess than the aclual frame update time.

| OnStateMachineEntes/Exit

Fire animation evenis

FixedUpdate

Internal animation update

[ OnAnimatorhove

Internal animation update

Onanimator|k

[ OnCollisionXxx

yield WaitForFicedUpdate

—

Onkousexxx |

yield oull
If a coroutine has yielded previously but is now due to yield WailForSeconds
resume then execution takes place during this part of the
pda yield WWW

wiekd StariCaroutine
Internal animation update

| OnStateMachineEntenExit

Fire animation events

| OnAnimatorMove

OnAnimatorik

( LateUpdate )
OnWillRenderObject

OnBecameisible
OnBecamelnvisible

OnRenderObject

OnRenderlmage

OnDrawGizmas is only called while working in the editor. OnDrawGizmos )
OnGUl s called multiple time per frame update. DG -‘j

PlayerLoop ¥ A3 2 E°| 2l0| T A0| 2 mbeb
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Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering

GUI rendering
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O Zef| ol &AEl= = X A%}5H|

AEE UEA BE T3 ol HAsHof SH=X| ElstMa. 22Tt 222 Update, LateUpdate,

FixedUpdateOl|l A X|2IstM|SR. O|2{et O[HIE B0l = Daf| Ot H|0| Es{of st ZEE Ma|stA|

HiXIE &~ on, Z2 I 2 H0|EY BRIt gl 22 FEELICL 7HSSHTHH 80| v =
A0zt 2E| 2 MAstM .

HtE Al UpdateS AHE35HOF SHCHH n7lf Z2f|J0iCt REE HAlsh= Worts AESH HAlQ. 0l= 2] Zaj o
A2 gazcEs $+_+6}E Uekol 7|8l EFR! &2to| M (time slicing) WA & 8tLI0|7| = BHL|CE, O] of|of| A=
371 =2 otct st 4 ExampleExpensiveFunctionS A3tEtL|CY,

private int interval =
void Update()
{

if (Time.frameCount % interval == 0)

{

ExampleExpensiveFunction();

ExampleExpensiveFunctionO| H|O[E| M|Eof| Cigt HAtE SAHSH= 2R, EIY S210[A S &&510]

I 0tCt oie HIO|E Q| THE 8H9 MEOIM Hits /= AS Ui 2MR. n7i Z2f|Y0ict 2=
S +ASHE i, 25 ZfY0iCh1/n2 ZHYS S#SHH FI[XQl CPU Ao|3 glo| MEMHo =
FEX0|1 o= 7t 50| el ELIC

0| et+5 CHE T U0 M= CHE 2t &= HiX|SHOF BICh= HE 7| ASHM K. 0] ool M Time.

frameCount % interval == 1 &= = Time.frameCount % interval == 2! @} 2|A AT} U0 ARE|=

CHE g+ olofE = ASLIL.

7{AE UpdateManager 22 A (0f2f)E AFEStD n7f Z2|QUOCt SEE @EHMEE AH[0|EY 5

CCL 3.
-
AFLIC.

MW WS 2ESHH Chgat 22 g7t 2 QLEME i) = &L

—  Awake
— OnEnable/OnDisable

—  Start

OiZE|AH|0[H0] A Hw TS HH-SE7| HIHX|= 0|21
AESHX| OHM[Q. O3 StX| o™ LR O|4CZ 2Y AZH0] ZO{E £ USLICH

MW A 2E0f CiS XbASH LHE2 OfHIE ei-o] &3l =ME HESHMIR.
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aFo = Sl SFA A

W2 2 AAS ARSH= 2 Zof A

U™ O 2 Update MM =0 A S Z5HX| H =2 Awake FE= StartO| A 2|H{A S FHASH= ghHo| MY
HFEEEIELIC

0|t HIMEE At = ESIH CPU ALO| 37} 2hliel &~ QUELICE JHSSICHH X7(35F ThAlO| A 24
H|20| 0| E& &(0l: MonoBehaviour.Awake®t MonoBehaviour.Start)E Aaisof grL|Ct et
HHHAS FH A5 LES0H| CHA| AFE3SHM .

CHS ol= #H=2HQl GetComponent S£2| H|Z 248 H0of FLICL.

void Update()
{

Renderer myRenderer = GetComponent<Renderer>();
ExampleFunction(myRenderer);

=22 GetComponent= oF HIF S =514 K. Updated| Al GetComponentE
X| ofot= FHAE HIHE THARE S & USLICH

private Renderer myRenderer;
void Start()
{
myRenderer = GetComponent<Renderer>();
}
void Update()

{

ExampleFunction(myRenderer) ;

Unity 2020.2 0| H{F 0| A= GameObject.Find, GameObject.GetComponent, Camera.main0i|
HIg0| Zo] EAXIT O|Xl= I X| t&LICH 371 6kX| 2t Update HIMEOAM S=sH= A4S mstn

— o

ZAE HYSIH 9 S M=E Aol 7ty SSLIL.
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@ | Programming and code architecture |

. —r A
9l Unity O|HIE gt== 21X
2l MonoBehaviourOl| = 2|AATF HQSIEZ H|0] = Update EE= LateUpdate MM == H|748HOF SfLICE

EIAE0 o]2{3t HMES AFE5t QUCHH ChS Z2| ZZ MM XIAZ2S AFESHAR.

#if UNITY_EDITOR
void Update()

{
}

L0 2T M= fREl= & 80| oiCEolM UpdateE A7 AHE3I0] HIAEY = ASLICH.

HAE Update Manager BHS7|

Update f£= LateUpdate?| LEFEQl AL IEI2 UR =245 SF5t= F0f|2 225 AAst= AYLIC
T =S Felot=s AS Heldtls REXC= IEE HASHA| g T UE SUOo| Bo| Zdd +

ALt

Unity= Updatelt LateUpdate 22 Message HIMEE &g m{OICt C/C++0l|lM EE|== CHOE
SESH= interop S ES £ LICHL QERVES| 27t MLIH X7t [ X| b=, QEMETL 8 o
S5t 0] RUSI|E X7 M2 X| 7| AIZFELIC

0|23t YA O = Update EE= LateUpdateE AIE5h= e Z=HE(0f: 2E 2E )0 = HAH

UpdateManagerE HZlSt= Zi0| Z&LICH &M 2EH Eo| Suo| 23t AR FAE UpdateManagero|

SESIL, HQOIK| k2 2P SES FALICL o]2{3t IS A3 MonoBehaviour 2 E0f| CHSt
C}.

U2 interop TES £Y 5 JUSL
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Internal Message
Handler

Internal Message
Handler

Update Manager
managed calls maraged calls
MonoBehaviour MonoBehaviour MonoBehaviour MonoBehaviour

interop &8 £ # U= HAH Update Manager BHE7

T oAl HTHE Hs M o Al= Unityol| M Al AFIE 2 Ho} 7| =(FZ)S BZ5HAIZ| HHgHL .

Debug Log 7= &|H3H|

Log 72, £3| Update, LateUpdate = FixedUpdate0f| A= Log B2 H&
L E oHE7| Holl Log &2 HIZH2tst= 20| E5LCL

mjo
X
ot
e
1
50
o>
r
n

O 2 HZgetstai® Z2] T2HM XA 20 &) =215 548 US0 EHR.0E S0 L3t 22
HAE S2HAE T

public static class Logging

{
[System.Diagnostics.Conditional( “ENABLE_LOG")]
static public void Log(object message)

{

UnityEngine.Debug.Log(message);
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Q Assets | Programming and code architecture | Project configuration

Script Compilation

Scripting Define Symbols

URP
USE_CUSTOM_METADATA
ENABLE_LOG

Copy Defines

ALY ZE| ZZAM XAZS FII5t0] A3ZE 22|

HAH SHAZR 23 HAIXIE MM TLICE Player Settings > Scripting Define Symbolsoi| A
ENABLE_LOG Z2| ZZ2 M ME H|ZM3stH 2 E Log FE0| SAI0H ARZFELICE

Debug.DrawLine % Debug.DrawRay?t 22 CHE Debug S2eliA 29| & A0z SUSHA|

o|2{gt 7|k JHE CHAOMT A3t g THIZE HAIEUCH 450l 2 F&2 0/E & ASLICH
ZAE Y EIAE HE|= Unity ZEZHEOM H5 ZHE Yt 2 {QUYLICH Log FE3t 2| AL
2E7HE2 EXNE ZUT HAME 45 EHE A HEY = ASLICH

Stack Trace 22 H| =A%}

Player SettingsOll | Stack Trace §8& AL25IH HAIE= 23 HAX| RS g £ UAEUICH
OiZ2|#(0| 0] EalA EEMM 2FL A1 HAXIE 2Hst=
o

20l Hl ¥ Al = HUME
HMs17| 2lcl) Stack TraceS HIZM3stH M58 MY + UL

==

AN

Stack Trace*
Log Type
Error

ScriptOnly  Full
v
Assert

Warning
Log

Exception

Stack Trace @M

=AFE Ti2t0[E Cil oAl 28 AFESH|

Unity= WEXH Q2 OfL|H|O|E{L HE|Z|Y, Mo|T Z2THE|S AlEY 1] 2XIE 0|FS AHE3HX| g&LIL

=2 22 =]
tE H2|E flo R= Z=IE| 0|F0| Z2MHE| IDO| SHA|=[0] A0, 3l ID7F RZ2 Z2HEIS
AEstE o ArE LTt

OHL|T|O|E], HE|2|Z = MIO|E{0|M Set EE= Get HIMEE A= FR0= EXHE 2t HIME T
Y 2t HMEE ALSSHH 2. EAHE HIME HA| 2XHE didE +de = S
HES| M2 LICt
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OjL|mH|O|E] Z2HE| 0|20 Animator.StringToHashE, HE|2|Y % M|o|Ef Z2HE| 0|Z0] Shader.

PropertyTolDE AF83HMIR. 7|8 THAO M SiA| 242 7M1 H 40| 71450 Get L= Set H A =0

e = AF FH|SHA K.

262 HojE| PE A

b I:ﬂ MENSE H|O|E| xS maj|Qlet
£ Dictionary & F2 AtEdHo}
C#2| H|O|E{ L= MSDN 7I0| =& &

rot

M HM HEE 02 M0 JgS FLCL ?E*E—*!*.joil List Array
URBIAILIR? SHIE 28 g

|'r1

HEIY A| ZEHE FI} &K

HEI 0 AddComponentE =
THE

=3
== Ce JEFLQS AX k=1

t2 HIE0| eletL|ct HEM0| HEHAET =IHE WiotCh Unity 7t
FolIsfiof t| = LCt.

EE
= =

ojo| @Y Hot= HEHER Te|Hs QIAEALSHE 20| LMo = [ 2K QIL|Ct

[

QHHE E Af%&?l

Instantiate &4 3! Destroy &= 7HH|X|2} 7HH|X| 23 M (GC) ALIO|IE OF7|6tH, YHIHO =
2l T2 M AQL|C QE’“'ES ool QIAE ABtHof OFE AL GC ALO|3E Tst7| Qs 2EH]
7|48 XMEstM Q.

Irn I

&7
=

t

AL 7Hs%t PlayerLaser QIAEA 207HE MASH= ObjectPool®] o

QEHNE E2 CPU7 Create U Destroy T &2 #HEst= O Hedt TEMA IYE EH M52

X Hstet 2 e CIXtQ HEJLICHL QENE E38 &8stH S&=8 reste tiil 7|12 A QENEE
A% AL & USLICH

QHHME Eo 2 QHNMEE Lot MOt M4t AX[SHs CHAl, AHMo)| Md3ste] Z0i| K& sH=
NALICHL QEMETL LHRSHH Z0|| M 7tKQE ALY & USLICE [ o4 HRSIX| gt2 QEME = AX|sH=
A E2 SS{ELH Euch

EUS AMSHE S| UM AY LEMEE A& QAR ASKSI D AH|SH | 2L, [HALS S HEE8E
AE A 2 QEHE =2 A8l M K.
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active pooled objects

inactive pooled objects

o7 ot Z2HE|M 22|=l= EE2| #7t 20{57| HE0i| 7HH|X| Z2AM EHIE LR = ASLICH

Unityoll= UnityEngine.Pool HIQATO|AS E3ts WESI QHHE Z2 7|50| YALICH Unity 2021
LTS 0|4} BTOI M AFR 7H53H O] L UAT|O|AR QER|E Bto|ZAO|Z0[Lt & 37| Hlof 22 A0S
RHESSI0] QEHE Z2 R0[8tH| BEE + YALIC

UnityOll M ZtEtSt QEHREIE E- AJA-S DFE= HH2 o7[0f|lM =helg 4 QUELICH S Unity Ol A
AEO0AM CHREES £ Y= 0| ME TEMNENM QENE E3 IEHS H|Z3 02 A|A-0| 2 E
Unity W2 HT{ZE & AELICH

EWMAZS 22 mff Transform.SetPositionAndRotation2 AF28HH X[} 3| XS ot tHof| IH[0|EE &
USLICE J2|{H EMAES = H 2XTIO 2 Q) YMsH= QHI|ES HEX|E 4 USLICE

BEFRIO] A QEMES 0l A ASBHOF SHCHE ChTt 20| TS A| KSR QIABIASE F0 82 XHAl
BIZ MESD ChA| ZXMUE 2 LIt

GameObject.Instantiate(prefab, parent);

GameObject.Instantiate(prefab, parent, position, rotation);

Object.InstantiateOll CHet XtMISE HE= AT EE APIE HO5HMK.
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ScriptableObject AHE S} |

HSIX| b= MA 7t tE= MAE MonoBehaviour?} Ot AT ZIE S QEMEN HESINQ. ATREE
OF MESIH £|= T2HE LR o|Alo =

MonoBehaviour7t SAE A2 st A QEMEY QSR 2(02|1 7|2XOo=2 EMAE)H 2
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—  ErHolof BurstCompile &4 & Ittt

[BurstCompile]
public struct MyFirstJob : IJob

{

public NativeArray<float3> ToNormalize;

public void Execute()

{

for (int i = @; i < ToNormalize.Length; i++)

{

ToNormalize[i] = math.normalize(ToNormalize[i]);
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—  PlayStation 4: com.unity.render-pipelines.ps4
—  PlayStation 5: com.unity.render-pipelines.ps5

—  Xbox 2&: com.unity.render-pipelines.gamecore
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@ Project configuration | Graphics | GPU optimization
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Graphics
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Compressed shader ‘TEST Standard (Specular setup)’ on d3d9 from 1.04MB to 0.14MB
Compressed shader ‘TEST Standard (Specular setup)’ on d3d11 from 1.39MB to 0.12MB
Compressed shader ‘TEST Standard (Specular setup)’ on metal from 2.56MB to 0.20MB
Compressed shader ‘TEST Standard (Specular setup)’ on glcore from 2.04MB to 0.15MB
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ct configuration | Graphics | GPU optimization
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Depth Texture

Opaque Texture

Terrain Holes

Quality
HDR
Anti Aliasing (MSAA)
Render Scale
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nfiguration | Graphics | GPU optimization
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@ | Project configuration | Graphics | GPU optimization
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Q | Project configuration | Graphics | GPU optimization
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Q | Graphics | GPU optimization | User interface
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Q | User interface | Audio | Physics |
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ad Audio Data* v

n Format Vorbis

Preserve Sample Rate

n multiple platfor

FlowingWater

AudioClip YZE &%
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@ | Audio |
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CPU 2| AAE AHESHX|TH ZHELI0M M 50| Of2
k=inl; Fo{EfLIct.
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@ ser interface | Audio | Physics |
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CPU ALEZ0| HHo|2tH 22 S Decompress On
LoadE MHSIA 2.
a G| Streaming2 E HHSIN 2. AER|Y QHS|E=
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AudioMixer x| X5}
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ElHEE ARt UM 221 8liE 2l 2202 Hifj= IA 158 2718t CPU H|20|
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Q | User interface | Audio | Physics |

— AudioMixer 858 =0|2{H 2l OF9| £ E0|MR. B2 OF 3H—f01| H2 XA OES

Z7b5IH 2C| 2 CPU HIE0| 2| Z7FetLICt. Unity DSPE null AlSE TESHX| 47| W20 2E
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EENE
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@ | Physics |
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@ Audio | Physics | Animation
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Optimization
Prebake Collision Meshes*
Keep Loaded Shaders Alive*
Preloaded Assets*

AOT Compilation Options*

Strip Engine Code*
Managed Stripping Level Low
Script Call Optimization* Slow and Safe

Vertex Compression* Mixed...
Optimize Mesh Data*
Texture MipMap Stripping*

Prebake Collision Meshes &4}

JbssICHH ehal 22| MH(Project Settings > Physics)2 HE5t0] Layer Collision MatrixS
ChE3ISHM| Q.

@ Project Settings

Physics Settings

Fixed Update

v
v

Default Contact Pairs
Sweep And Prune Broadphase

Patch Friction Type

v

Projected Gauss Seidel
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P

| Physics |

Al=zef|o]d Ble &=

S| Azl DHE ErY AROA MHELICH TENET MAME|= 1HE £ 5 22T Edit > Project

[y

Settings > Time2 2 0| 53IA| K.

i

Fixed Timestep ZE= 2t E2| ARI0|M ALEl= AlZt HEHE HOltL|CL Ol S0] 7[22(2 0.02%
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CtE 22| Bt 2B-ITX| A MRLCEH T2 0| ofZh =2 ALt iEAH| M™M= F2, Unitys 1t AlZtS
|

AtEdte 22| Al22f|0[dS A MHESH Bt A|S mefgfLCt
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@ Audio | Physics | Animation
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@ Audio | Physics | Animation
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@ | Physics |

Physics.BakeMesh AtE
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@ | Physics |
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@ Audio | Physics | Animation

EX =2 HICIE o HstA| AlZ2|0]Mst2{™ HiC| 2| Rigidbody.solverlterationsE =2|™ ELICE

Physics Settings

Fixed Update.
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Physics > Default Solver Iterations0i| Al 218t 4= AUELICE,
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Q Audio | Physics | Animation
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@ Audio | Physics | Animation
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