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Stat HEH O

. . i
. o| T HOIAH)HQ-H BL= == |7
Stat Unit / UnitGraph Fone oLl Tl B0 ZlE] = A e
 Game: Stat Game

o~y N

aifics -

s » Draw: Stat SceneRendering

Jaliics

DIdW: « GPU St GRL

ir . 4
fh ; RHI T Nal
° 5

AT . Siat

S 8. :

Dynizs:Unsugooriad

T f,

Game [STATGROUP_game] T :
Cyele counters (flat |_g_ % v ,-'l urj’\‘ﬁ '!,ftr‘«rm veAvd Inc lll“l«' Viax ExcllsiveAva Eelusivelax
World ek Tirme 024'ms 02 ms 002mis
%nﬁ'} Time fJ 0.19 ms 0.24 ms 0.00 ms 0.00 msis
Peet Tick Companent Update ) 007 ms 00virms 000ms OO0mslS
Transform or RenderData 7 0.06 ms 006 ms 0.00 ms 0.00 m:"d
QUene Ticks Z a7 s mams o7 me 007 msEs
TickableGameObjects Time 2 0.01 ms 001 ms 0.01 ms 0.01 ms ™
GTeickableTime | oIS 0015s O0Ts O0THS
Nav Tick Time | 0.01 ms 0.01 ms 0.00 ms 0.00 ms}
ErisiAsyneTrace Time 1 H0ETNS OGS g00ms AR gt
Reset Async Trace Time | 0,00 ms 000 ms 0.00 ms 0.00 ms
NetTiek Time | [00rms 000ms 0,007ms 000Ts
Cooldown Dequeuing 4 0,00 ms 0.00'ms 0.00 ms 0.00ms
Blueprint i Etent Actions | 000rms HoaTs g00ms 0oamms
Net Broadcast Tick Time | 0.00 ms 0.00 ms 0.00 ms 0.00 ms
Update Canmera Time | 0onms 0onmms 000ims 000ys
MoveComponent(Primitive) Time -
Recreste = e
Counters " AvErage Vg% i ";&Idﬂ -.’;
Ticks G ueEed 2906080 21,00 21,00
TimerManager Heap Size 2.00 2.00 2.00 e
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artfile / Stopfile

[DeadisZe] 99,99 - (Yalus Mg 2 404 3o g 57,002 (Ane35i3.311 (045) ) Calls (100.05) (ing .0 Aug: 1.0 642

w mode ==

Event Name

R
4 GameThread [0x4b2c]
4 FrameTime
4 FrameTime
4 World Tick Time
4 Tick Time
4 TG_PrePhysics
4 ReleaseTickGroup Block
4 Game TaskGraph Tasks
4 FTickFunctionTask

) SkeletalMeshC Of] zame/Athena/Maps/Te
D Athena_GameState_C/Game/Athena/Maps/Test/UE
D PlayerPawn_Athena_C/Game/Athena/Maps/Test/Ut
D Athena_GameState_C/Game/Athena/Maps/Test/UE
D Athena_PlayerController_C/Game/Athena/Maps/Tes
D PlayerPawn_Athena_C/Game/Athena/Maps/Test/UE
D Athena_PlayerController_C/Game/Athena/Maps/Tes
D FortPooledSkelMeshCi /Game/Athena/Map
D SkeletalMeshComp t/Game/Athena/Maps/Test
D Athena_GameMode_C/Game/Athena/Maps/Test/UE

Inc Tifhe (MS Inc Time (%) Exc Time (M¢ Exc Time (%)  Calls

13.614 ms
13.602 ms
11.573 ms
8.075 ms
8.042 ms
8.016 ms
4.335 ms
0.571 ms
0.536 ms
0.331 ms
0.315ms
0.229 ms
0.200 ms
0.118 ms
0.078 ms
0.072 ms

100.0%  0.000ms 00% 1.0
999%  0.000ms 00% 20
534%  0.000 ms 00% 2.0
999%  0.000 ms 00% 20
851%  0.000ms 00% 10.0
69.8%  0.000ms 00% 40
996%  0.000ms 00% 40
9.7 % 0.000 ms 0.0% 2.0

541%
5.8
132%

0.000 ms 00%  206.0

0.000 ms 00% 10

124 % 0.000 ms 0.0% 13.0
76% 0.000 ms 0.0% 1.0
7.3% 0.000 ms 0.0% 13.0
53% 0.000 ms 0.0% 13.0
46% 0.000 ms 0.0% 1.0
27% 0.000 ms 0.0% 240
18% 0.000 ms 0.0% 5.0
1.7% 0.000 ms 00% 1.0
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https://docs.unrealengine.com/en-US/Engine/Performance/CPU

ProfileGPU

GPUEIR HRE H0{F= HERI =
C el e 0 2 =

« GUI/ =1 AEH: r.ProfileGPU.ShowU!|

¢ 2l I ASE X MSHA| &4 = https://docs.unrealengine.com/en-US/Engine/Performance/GPU
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At -72 HE

—

O Al S AFEotLt
. CJHE 2

. QI 2l
.= e

O DN E=E A0t
e Fo)  Bes | SN Bl
¢ ES3_1=0penGL ES3.1 + Vulkan + Metal

AEl 2B S VGl = &0t =X
« Low/Medium /High /Epic /Cinematic / Auto
« FPS/Resolution /Quality / Motion Blur / Texture details / Anti-aliasing
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XN - SUSULE TEOE| 28

AL

Leve| Of Detail (0|5} LOD) &t&
HIC|E{LH StaticMesh / SkeletalMesh LOD MM X| &l

AEE — O ok A O

SHBUUE 3= HEYE + US
O oF A O

OhAllZr 8= MAELE = US

4 LOD Settings
LOD Import
Number of LODs

LODSettings -
LODSettings ’ ¢ O o

Generate Asset...

D

LODSettings (50/E] o4l

Z%=: /Game/Enemy/LOD
T MAUEE 20} 127/ 260

LODSettings
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bt
12
ok

ZEIEE LIE LOD 8%

« SIS OHTE ofF 20U K| 22 =o| 2=
« SSEZILIE M2 Hol/| 438 It

s = TR

[AIF] LOD dd + SEZE + OB

-SNSULE ZZME[ ST

4 10D EE
Screen Size

LOD Hysteresis
Bones to Prioritize

Weight Of Priocritization

Source Import Filename |

Allow CPUAccess

T2 27|
I=2 OHZ0|E 27|
Bones to Remove

D Reduction Settings

b LOD M|E!
P Clothing

N RAankh

7| Mobilex Consolex
0.02 NN o
0 HiS E2HE +
Desktop
. *
Bl inux
| Mac
[ = Windows
£ Mobile
02 +» ¢ 0O 9 Lumin
g v € o2 TVOS
T 4+ HTMLS
Android
9
10S
LOD AfARA = ]
Lonsole
Switch
XboxOne
PS4
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SEDZ|E ys C+t+
« VME EHO} 5t=
« EEREI=ZIE=X

et I:IE]IE_
T 2T —

— = LIO/F =0
- SEIZCIEE HIO|EIE
s A e

€ HCONOIEIANGUEIOIPIOCESS Gl

i @ Input Object

~lr avente
RN S ol 8 A

- EECHU[O|EIE

HMIZEA] IterationO] &M oD

TE = ofj4]/HBt
/7| / Blueprints MM

| m is Puzzle Block .
D

lsValid p — B

Is Not Valid >

| @ Target

=IT2|E ||0|E|E 3}

S20| "M whac)

W= C}

4 Blueprints

Blueprint Nativization Method

et

LJ
1 Elvoid APuzzlePlayerCharacter C_ pf2520442763::bpf InpActEvt TriggerClick K2Node InputActionE
1
b8l __K2Node_ InputActionEvent Key pf = bpp Key pf;
bpf__ExecuteUbergraph_PuzzlePlayerCharacter_ pf 1(7);
L}

Elvoid APuzzlePlayerCharacter C_ pf2520442763::bpf__ InpActEvt_ResetVR_K2Node_InputActionEvent_

{
b@l__K2Node_ InputActionEvent Key2 pf = bpp_ Key pf;
bpf__ExecuteUbergraph_PuzzlePlayerCharacter_ pf 2(1);
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Update Rate Optimization (URO)
S oo gy D IDIE B s
- = = = s =

H
SRR E s e

—_

b

URO 4 - No Interp
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LODE = SH & O[5} ofjL| 0|0 HU|O|E FEA|TH|

41 8 members v
Screen Size ault X3 +
LODHysteresis KiXiyd N O

EROCRRIG @l Remove the joints specified and children v
Remove the joints specified and children

4 Bone List Only keep the joints specified and parents
40 2 members v O
\
Exclude Sel [} - X

EHOGRVETGEE b_MF_UpperArm_L s

4 v 3

N
=
"
3
&
24
-
w

Exclude Sel [l 2

EHOGAVETGEE b_MF_UpperArm_R s
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SkeletalMesh /) = 510N ELOI 2 20) 01 ZIEIOIE o) /|
AlwaysTickPoseAndRefreshBones

4 Optimization

« AlwaysTickPose
. OnlyTickMontages\/\/henNotRendered Skip Kinematic Update when Interpolatii [JJj
 OnlyTickPoseWhenRendered Skip Bounds Update when Interpolating [l

Visibility Based Anim Tick Option Always Tick Pose ¥

Component Use Fixed Skel Bounds I
Consider All Bodies for Bounds ]
Enable Update Rate Optimizations ]
Display Debug Update Rate Optimizatiol .
Render Static ]
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x| &M=t - OfL| | O] 3 Z[ X =}

OHL|H|O| MEFK| Qb= SkeletalMesh= StaticMesh SIHIFA Z 12| 7|

i

”

E E:z:t is Skinned Mesh Component

D P — b D
(» Target Return Value @ ——— @ Target
Manual Attachment D New Value B

(» Relative Transform
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x| &M=t - OfL| | O] 3 Z[ X =}

ORLIDIO]H N[O %Oj%%%ﬁH,%*HIOIE%EZ%%ﬂ AESH|
» OfL{OH|O]d £EO]
.+ B AXZEDEX

-f" 7- —‘."_..
4 o » ‘ ‘. "‘ ) .'&
3 \‘%. ..nl“ "\ ("' -~‘ Vs » p 2
A,

1
Y &
Ny
Bl ST
.
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End-User Settings

Gameplay Debugger

Garbage Collection

15} - OfjL|oi|0] 4 |

4 Anim Blueprints

Optimize Anim Blueprint Member Variable Access

Allow Multi Threaded Animation Update

4 Framerate

Smooth Frame Rate
Use Fixed Frame Rate

Fixed Frame Rats

Smoothed Frame Rate Range

Min Desired Frame Rate

Min 22.0

Max 62.0 |

35.0

% WS 7. D

Compile Save FindinCB Preview Mesh Make Static

3\ Details

4 Class Options

Parent Class Anim Instance v

v

4 Optimization
I Use Multi Threaded Animation Update I

Warn About Blueprint Usage =
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vas

| &2t - OHL|H|O] M %[ X5}

SSIZIE VMArZ z=|CHot O{5p
« OhE IO EAH 2 SEFETIE HLE OfX| = 8%, HE &= Fast Path& ArE.
. HE ZEU A2 ol SR TZIE A #Il 0f0|2OZ EA
s B 1A HE s O =L BB 2
4 Anim Blueprints 4 Optimization
Optimize Anim Blueprint Member Variable Access Use Multi Threaded Animation Update
Warn About Blueprint Usage 3

Allow Multi Threaded Animation Update

. “TEST Blend2D

o O —
TEST. Direction Blend @———"@®
X Blendspace Player
o es
pag @ Direction * @
B

Direction Blend @— .
Blendspace Player

@ Direction ”
@ Speed \:BFE @ Speed
TT—
ﬂ A * — Speed Blend @ — @ - ” A ” )
£ — 5 ~
Lol i e O fe Tt —() he
TEST. 1D _Blend1D
Blendspace Player
@ Alpha

Blendspace Player
@ Alpha
/ @ CrouchToStand ” / @ CrouchToStand *
o— TTTT——
Crouch to Stand Blend @— Crouch to Stand Blend @—
T— TT—
Alpha @ — Alpha @— —
U-l2Z NMNA LULD 'Q-H—I—O-I
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NO SCREEN PERCENTAGE SCALING

TEMPORAL
VIEW MOTION USER BACKBUFFER
GEOMETRY ANT"(’T\L'L‘;S'NG BLUR BLOOM TONEMAPPER | | \rERFACE | RESOLUTION

RESOLUTION

GPU FRAME

7|24t =Scaling gl&
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Spatial Upscale [7|&]

SPATIAL UPSCALE

TEMPORAL
ANTI-ALIASING TONEMAPPER
(TAA]

VIEW
GEOMETRY

SPATIAL USER BACKBUFFER
UPSCALE INTERFACE | RESOLUTION

RESOLUTION

GPU FRAME

[ PRIMARY SCREEN PERCENTAGE

. U] O2|7| A= %
Ul= Z| & jaﬁ M,

m*ﬂ o

=|EB| ot= 0] /1ty =0l 2 2.
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1

Spatial Upscale Settings

Lol o o
s e

e 27|7|0|N =T #EelE| K] S

\

r.Upscale.Quality

« (0: Nearest Filtering / 1: Simple Bilinear / 2: Directional blur with unsharp mask upsample---

3: 5-tap Catumull-Rom bicubic, approximating Lanczos 2 (default)

4: 13-tap Lanczosa

5: 36-tap Gaussian-filtered unsharp mask (very expensive, but good for extreme upsampling)

X7 Ex2 MEx25t= 4%
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Temporal Anti-Aliasing Upsample (TAAU) [4.19+]

SPATIAL AND TEMPORAL ANTI-ALIASING UPSAMPLE

TEMPORAL
VIEW MOTION USER BACKBUFFER
GEOMETRY UPSAMPLE BLUR BLOOM TONEMAPPER | |\ +rorFACE | RESOLUTION
(TAAU) o

RESOLUTION

GPU FRAME

[ PRIMARY SCREEN PERCENTAGE

. TemporalAAOﬂH =g
« N2 EES =2 HMEZ = Spatial Upscale2CtH E517F AL
. 55X OHME Dynamic Resolution2 7| SHAEE HE

AHZIZ 2|
=
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Temporal AA Upscale Settings
e AE NE ORI El0) ] [AAL T

Temporal Upsampling
ITTASITNRA AAAaTRAN ?—I..!

o nE o
e SoomalUpsesled 20 T L)

0f0

r.PostProcessAAQuality
« TAAU && MIE = TemporalAA & ME

« 3:medium (faster TemporalAA) / 4:high (default TemporalAA) / 5:very high / 6:max
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DEPTH TEMPORAL
VIEW MOTION SPATIAL USER | BACKBUFFER
GEOMETRY O A"T"[?ms'"e BLUR BLOOM | TONEMAPPER | ypscALE |INTERFACE | RESOLUTION

RESOLUTION

GPU FRAME

Spatial Upscale
VS
Temporal Upsampling

TEMPORAL
VIEW MOTION USER BACKBUFFER
GEOMETRY U'ﬁ:r:]"": BLUR BLOOM TONEMAPPER | |\ \TerFacE | RESOLUTION

(un

RESOLUTION

GPU FRAME
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.Sy = e =3 [ os P E=4=Y

Secondary Spatial Upscale

PRIMARY AND SECONDARY SCREEN PERCENTAGE

VIEW zigza';t: MOTION TONEMAPPER SPATIAL BACKBUFFER
GEOMETRY (TAAU) BLUR UPSCALE ERFACE | RESOLUTION

=z
o
-
o
-
o
(2]
w
24

GPU FRAME
[l PRIMARY SCREEN PERCENTAGE
) SECONDARY SCREEN PERCENTAGE

SA| AFR Jts : Spatial Upscale & TAAU
» r.ScreenPercentage: TAAU
« r.SecondaryScreenPercentage.GameViewport : Spatial Upscale
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Dynamic Resolution

SPATIAL AND TEMPORAL ANTI-ALIASING UPSAMPLE

VIEW TEMPORAL USER BACKBUFFER

GEOMETRY UPSAMPLE INTERFACE | RESOLUTION
(TAAU) L

RESOLUTION

[l PRIMARY SCREEN PERCENTAGE

e Temporal Upsample2 AFESIH, GPUS| E6t0f et XSO 2 ML E HE
o) I =FC= HA TS
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Dynamic Resolution Settigs
HEHME - “r DynamicRes.~~~"2 A&}

A CH/A 2 ol ot = MIE
» Dnamiicies M el oot o
*» DVl Ml aioe el 0
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Enabling Dynamic Resolution

 r.DynamicRes.OperationMode
e =
e 1:“Game User Settings”2 WHELILCY,
s 2o

1095 1115
W T UITIS
1 ZATS

oy

el D0 050 D0 LS
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ato|e A

o
- 2I0|E FE(Live coding) 7=
« o im0 Bl ot Die s =0l B
. —jlc— Elj—cf)'|§ _)FIO—I Hl_l_%:l [ s r— ol e - R
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Aol 3

ol
on
<

o

»Of
L
HL
In

« 8 BIEE TS
L= e e s a2 L s e e
e« HWAXNZ Visual StudiollM BEIE

N = fa

.

. FirstProject, 24 Development_Editor x64 ----—-
1=Creating makefile for hot reloading FirstProjectEditor {(modules to compile have changed)

1=Targe da

1=0eploying FirstProjectEditor WinG4 Development. ..

1=Total build time: 6.56 seconds (MoictionsToExecute executor: 0.00 seconds)
E: 831, £ 0, M 0, e 0

« OIC|Ef =HI “Compile” 2=

"’, 'h ) \;’ _ C++ C++3IE OIS C++ Hmel 2tZ1
AlL|BFE! ‘ A1 v 24 v
= ZOoYE DLLE = /| Z/== (Hot-reload)
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422 7|2, UBT/UHT £|&3tZ C++ O|E{2|0| M A|ZHS &|CH 3uH TH=

M H| & E (UE4Editor Win64 Development)

7Hd
30% 70
UnrealHeaderTool AL
5 4 . . 60% 7H M

UE4Editor Z ot . . 25% 7 M

UnrealBuildTool 2H3| = . . 600% 7 A

Compiling UE4Editor

UnrealBuildTool overhead

I E HZA 33 (UE4Editor Win64 Development)

H ATl 4.21

UnrealBuildTool LH 3| E

ZHM

—

340% ZiM

590% 74

520% 7Hd
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7I@A

XEAICH T =l A 9 D AE2SM A|AE
. IEA _PhysX(BE /S /22A /H|3]2) UiN| 2

« L|AEHHE - LIAEHEZ HA| CTHA

——

CIAESHEHS A

- SEHE| IS WSS EIZ, ARE, (chi2/0l) DfEIRIE 83 > S0 MEA X2 Ot
. SEIP1 IHIS 9Iof 92 DCCE, Z2{ 101 T8 => METHE APIO| O =X
. Ol 2 +E0| TH BAIS 9I%h R4 A
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Rir Modes
Vr4v®
Fracture Editor

Ex K
All~

4 Select

4 View

..0%
t 1

4 Cluster

..—A‘ J l
7 + (=
Auto Cluster Mode RELITGUILTREIVE 4 # Sites
R =

xSk
O-

=

7I@A
KPMICH DA A B T A EEHME A AE
. BT A AL Tt B

« 4230 SIHE Fre A= CAEENE A A- £ F
E ==
« NQOEc| ZRHE /Se{AH / TEIL
- TL /A BT /A|=3|0|E FHA| / LIO|OIrE E Y _—
HEDNEE
(AlH] 7t A P
Chance To Fracture P
Group Fracture
4 Outliner
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Stat VirtualTexturering

K

= |
-

iTia B eaanna s 1 ATGROUP_virtualtexturing] P A , : ,
Cycle counizesl GallCount InclusiveAyg InclusiveMax ExclusiveAvg ExclusiveMax
/iriualTextureSystem Update 1 0:22ms 0.35ms 0.03 ms 0.08 ms
Finalize Requests 1 0.00 ms 0.00 ms 0.00 ms 0.00 ms
Gather Reguests’ T 07 ms 0:24 ms 0:.09 ms 0:11.:ms
Feedback Analysis ] 0.04 ms 0.08 ms 0.01 ms 0.06 ms
Submit Tasks 2 0.03ms 0.03ms 0.00ms 0.07'ms
Page Table Updates 1 0.00 ms 0.01 ms 0.00 ms 0.01 ms
Submit Requests 1 0:.00.ms 0.00ms 0.00ms 0:00/ms
Merge Unigue Pages 1 0.00 ms 0.01 ms 0.00 ms 0.01 ms
Map Requests T 0.00ms 0.00ms 0.00ms 0.00ms
Sort Requests 1 0.00 ms 0.00 ms 0.00 ms 0.00 ms
Merge Requesis d 1 0.00ms 0.00ms 0.00ms 0.00ms
Stat VirtualTextureMemory
Memory.Counters UsedMax Mem®% MemPool" Pool Capacity
Total Physical Memory 451 42MB GPU
Total Pagetable Memory 128.04 MB GPU
Total GRU Upload Memory 2462 MB GRPU
Total Disk Size 21.90 MB Physical
Total CPU Upload Memory 1080 MB Physical
Total Header Size 0.03 MB Physical
Tile Header Size 0.0ZMB Physical
MAiintars lavrmrAren R~ LW
[A]] B = Bl A K2
L. = e O
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o| ZEFY 2l|0| E2f|0] &

AS 4 9l H}
»

oft Shadows / Reflection / Translucency / Ambient Occlusion / Global Illumination

K& EFY

« Soft Shadows / Reflections / Translucency

« AO and afirst pass Gl / Image Based Lighting

« Static and Skeletal meshes, basic BSP, Niagara particles

« World Position Offset / Landscapes

« Hierarchical Instanced Static Mesh / Instanced Static Mesh
« Procedural meshes

« Multi-bounce Ray Traced Reflection
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o BRI B0 B0 ] E
- ol e

- Ray Traced Reflection
- Material switch - Ray traced vs. Normal

@ UNREAL ENGINE 2| ATl 2019 MZEN
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}'i UnrealInsights ,I.l Timing Insights ) . 7 i lgiiés A
II"II'I'I'II'I‘D'D L ypmrerepemnrreaprnnrent llIllI'lllIlllllllll'llI" U 'I'I'I'lII'I'lII'I'I'I'I'I'l'I'I'I'I'IIIIIIIIlIlI'I'|lI'l'I'|lII['I'I'III'I'I!III'I'[II'lll‘I'III‘I‘I'IIl'I‘I'I'l'l‘I'Ill'lll'III'I'IIIlI‘I'II
Y T'ac“s s o E 4. 4ssm 5.32s 6.21s 7.10s 7.98s 8.87s 9.76s 10.64s 1
E A @ ‘Game/Map:/VIS_ArtDemo_Ke Requ | |[RequestLevel - /Game/ | Req Reques: Request Reque Request Req Requ Regues Tick locp starting
Loading -
I'EI- e I BN W uml Imm [
I /Game/Effects/Death_Blossom/MuzzleFlash/M_HeatDistort_Muzzle
Loading - Async Thread Duration: 1.9 ms
lg ; Depth: 0
‘ Package Event: DeferredPostLoad
l ” l“IllI'-"II..-III.' Package Name: /Game/Effects/Death_Blossom/MuzzleFlash/M_HeatDistort_Muzzle m'
GameThread Header Size: 2623 bytes
. , Package Summary: 60 names, 11 imports, 4 exports
FEngineLoop::Prelnit (2.4s) ineLoop: Init (7.1s) M PostLoad [asset] A (I O 0O

LoadCoreModules (1.2s) EYWI RHII Co |[[Proces [ [EaTFEsLIRTTHE (sas) Export Class: Material

Ul RITEV L

[} uobielV 2 | UpdateLevelStreaming (6.25]  [Roiit Offset: 2623 Size 134865 Bl | 5 A 00 O
DiscoverAllPlugins (1.2s) || I Mot 11 = ProcessLo [, () Proces l Pr] I Pr S | m owm | TN OO O 0
| W NI | [PostCoaanilIlIIm | -I Bl = B | I ). O
| W1l | N MEm B W W W | | OO 05 OO AT
| Wl M| I [T | I | T
I “ l Event Aggregation (11 records, sorted by Total time)

. l Name Count Total Max [ms] Avg[ms] Med[ms] Min[ms]

[ | 1. ProcessimportsAndExports 32,970 1.3s 20.22 0.04 0 0

| 2. CreatelLinker 1,289 1527 ms 0.62 0.12 el 0.08

| 3. DeferredPostLoad 765 101.3ms 19.77 0.13 ) 0

4. FinishLinker 1.291 76.1 ms 314 0.06 0.05 0.02

FAsynclLoadingThread 5. Tick 379 495 ms 9.26 0.13 0 0

— 6. StartimportPackages 1,290 18.4 ms 1.93 0.01 0.00 0.00

; ] (T T R 7. SetupExports 1,290 12.3 ms 1.28 0.01 0.00 0.00
150 S50 OO S LTI it gl | bt G S5 s pad

.l - -— I — I 9. ExportsDone 944 8.4 ms 2.30 0.01 0.00 0.00

IIH IIIHH =I|IIIII,H= 'l|=ﬂl I I=-l.|| I l: |II 10. PostLoadWait 1034 21ms 0.02 0.00 0.00 0.00

[-]
FAsyncWriter_InfiltratorDemo Object Type Aggregation (144 records, sorted by Total time)

I“ "” I ”Il I II “ ” I | ” Name Count Total Max[ms] Avg[ms] Med[ms] Min[ms]

1. Material 388 256 ms 6.67 0.66 0.14 0.01

2. Texture2D 968 97.6 ms 19.77 0.10 ) 0

3. TextureCube 33 58.9 ms 8.88 1.78 0.19 0.01

4. MateriallnstanceConstant 121 274 ms 3.19 0.23 0.00 0.00

5. SkeletalMesh 29 15.8 ms 5.76 0.54 0.00 0.00

6. SkeletalBodySetup 2,962 12.3 ms 0.03 0.00 0.00 0.00

7. MapBuildDataRegistry 4 9.1 ms 9.10 2.28 0.00 0.00

8. StaticMesh 149 6.2 ms 0.70 0.04 0.01 0

9. ParticleModuleSpawn 1,058 6.2 ms 0.05 0.01 0.01 0.00

0 i H [ o
[!f} ParticleModuleParameterDynamic 452 45ms (I)_-|g1b-le kl p120 lgOﬁ%_%_@_PO
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) 62 10.62651s

10.623ubs 10.62452s 10.62518s 10.62585s

GameThread

Engine TickMi 1/ I

I =
I I8
« EZl 24 Game / Editor / 2& Commandlet(ex. Cooking) / Server

& =2l E: Windows / Linux / Consoles

« =X Tracing A& SHE:
« 24= GUI X Z35: Windows
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