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import uwa from
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globalThis tyContext this.context;
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AR5 P 192.168.1.16

2. {£ UWATools App T AT EH AN KBRS, EHFHEINI GoT Hdl, Jomidi
“GOT” Al A mith “PRACHRE L B AR .

v
GOT

3. miil “IRHEE” 5, MIRENT RSP AR . 2 AR S R R R AR, R
e, B _EAE S
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L.

3.3. RN ER L

et FIRR P BN %5 pC 4T F—MEBL, 7 “UWA GOT Data Upload” THIHR i
“GOT” &, 7ELANHIAAEHHINGE 3.1 TR 3R1AGH 1P ORFE B 11D, s5& “Fie” #%
Hl. P BoRARst, RIFRA DLERERIA AR 5528 .

SERG S “Stop” Ja, S HINEE “UWA GOT Data Upload” THIHR
E: 10S P& B P AR e B2 JE LR SE i, A e SRS s A R, ARBBHHIE .

mTRHAE Ja, RIRTHEN T B ) b AR T . 2 B AR S R AR SR, “HiE” 1%
FA ST, BY AR R .
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3.4, EEREWM

GOT 1] Lua Fl GPU BLAAL R GOT Online k55 7T H

GOT H[#) Overview 15 = & i FR GOT Online x5 1T H .

WIERAEM R AR IR, B3 AN IEH 120k, SR AT DLE S liExk, 75 SDK a3l /g & H 3
KB A EAEREEE, R B, R

W R R A AR LR R, WA UWA Tools 77 S A4 F
&,

4. IR UWATools App ToiZ 5 A R 55 #8145, B Ath i ER 5 B8 v A&, mladaed DA
N ER AR B H i -

Android % #: /sdcard/UWA-DataCenter/ProfileData

Android 10 JZ UL b5 & BRINFE R AT -

/sdcard/Android/data/com.xxxx.xxxx (%44 ) /files/UWA-DataCenter/ProfileData
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TF403

N
)
R
i

Rift ParS FHl

%R

AMERF{EIEHE > UWA-DataCenter > ProfileData

com.uwa.dynamicterrain.v5-201810041
60110

3711 | 18/10/4 F4F4:01

com.uwa.dynamicterrain.v5-201810041
60201

2417 | 18/10/4 F44:02
com.uwa.dynamicterrain.v5-201810041

60230
28101 | 18/10/4 FF4:02

® N

P K i

|

Windows 1% %%: C:/UWA-DataCenter/ProfileData

(C) » UWA-DataCenter » ProfileData w | () Search ProfileData 2

Mame Date modified Type Siz
WindowsPlayer-20180923151049 10/472018 3:59 PM File folder
WindowsPlayer-20180%23151046 930/2018 1114 P File folder
WindowsPlayer-20180%23151043 8/30/2018 726 PM File folder

i0S ¥ #: Documents/UWA-DataCenter/ProfileData

HarmonyOS NEXT ¥ /data/app/userid/base/iif %14 /haps/entry/files/UWA-
DataCenter/ProfileData

FEK AR SO BT U1 2 GOT FRE L2 H 3 R 5 Assets [A] 24 1] TestData H % H', TestData

L T ETASCEE, BT 2 FAIRBL, iAo S0 SO A 2B S B
7,
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» GOT-5ample » TestData w | () Search TestData 2

Marne Date modified Type
Mccets 8/30/2018 &:05 PM  File folder
Mono 83072018 &:05PM  File folder
Owerview 10/1/2018 1238 AM  File folder
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4 EBEFMRG (AHMEBBANESE)

£ “GOT Panel” FHi A F M, BIV &G O HAE B AR RS S iE 0, 4t
=R : Overview. Mono Fl Resources. #5rF Lua 15 2K a2 75 2 (5] i 2 I
HEH T Lua HEESE GOT Online MAR K A &F GPU B EE i 4 B 7 ZH@ i GoT
Online £,

3. 8F RS

‘ Overview +

‘ Mono +

‘ Assets +

4.1. Overview (SRS )

1. 2SI cPU AN
(1)  fF “Version” HiEHF i EAE MIMHKAA

Version MacBookPro11,5(Applelnc.)/com .UWA . DynamicTerrain/2018-05-02 15:11:32

MNone f
Mode MacBookProl1,5(Applelnc) > com.UWA.DynamicTerrain ¥ [~ 2018-05-02 15:11:32 I

(2> E#BE, NIRRT RS E R AR LA

a. CPU a4 EHKE
T DUE R — AN R 2, AR AL HIgTH 1) CPU FHEY .

b. #HF ALK
TEATLATE CPU JFASE A I IR BAT AT — T, #E0BEA0 PE 2 i 2 D148k 31) 5 AR 0T B 11
B T .

c.  CPU FEMF 73 bt I
UWA 12 CPU FERT AT 04T, RN B o FER (I ARRS e /R rE k. f&mT LLid
I UWA API Giit-45 e ARG B cPU FERT, LR ATV LB % 1.

(3)  fEgbmtk, ERERTLLIESRE “Total” #is, EAZEAURIIIEER CPU FEIS . tHATLL
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AR R RN, RN, G0 DOE R O L B, R A
A EORIEX I CPU JH4H .

2. HWRE&ER
£ “Mode” Hik# “Hardware” , BIR[&FE I HIZ/TH AR SETELR, FEAHE:
RS NG B

7E: 7£ Windows b 32 IR WorkingSet P AEEETR H iZ AT I 78 3 .

3. FPS{EH
£ “Mode” Hik# “FPS” , BN EE I His{TH K] FPS &t

4. Mono Heap {5 &
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£ “Mode” i “MonoHeap” , BRI EE I H AT 1) Mono HENAF B BT, RIS T
A5 FH A AR ASE R R

4.2. Mono (Mono ¥ NFESHT)
1. AR HE N A R AL
(1) 7£ “Mode” ikt “Total” , IEHI A EE T H B 1T BB B8 B SR HE A A7 50 B 175
I

(2)  f£ “Top List” "Ik RMIIBREATR, ERUAT A 2R N b8 2 BARHE N 7770 T 1
O, I HIEN 5 B R AT S TR B AT o — Wi EL A4 HE A A B
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2. ARESHEN £t 8 70 A
(1) 1E “Mode” HikFF “Persistent” , &R &F I HIZ41TH 4 BB EAE Mono H &
IR AE L. UWA BRIEEE 1000 M43 HT—IX Mono HEP AR, bR H T 50 1) M
W AFIE B A O DR B R 2 AT o .

(2)  7£ “Top List” FikPEEARII KB TR, 1E500T LA BIAH N bR B0 ELARHE N A7 50 e 1
O, HEE S ERAT R EoRE BRI NS . R, 4
selfPersistentCounts AN 0 I, i o] DAAS G HZBR B AT SERRAEHEN A I

AT

(3) £ Persistent B3R, 5 AT LALERCH HE A GETH I ZE 58, TR DR 58 3 HE PN A7
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ALK AL . fE “Diff Mode” Hrik$E “ON” , BIWIJFJFi%IIRE. mFATRE M AT
B, S AT AR LU B R HE A A7 o T A 22 57

4.3. Resources (GZITHT&IE)
R “Resources” 14, BRI A& i H g 7 i SR BARME S . & EEAHE LT Thag:

1. WP

(1 ATLAETE H BRI H S AT I I A 5 S O

(2) AL AR RARGEIRED H s T MRS DL
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2. AR TR AR A O
(1) 1F Toplist FIEFIEAEF 1R IHIEAL,

BRSO

() Rl ERIEERES K, WA EERRWUZR SRR E R

3. BHEMER T

fen] DA PR R A ot ) BEJSAR AR L, ORI A2 15 A A B 5 55 [

(1) K “Diff Mode” BE N “ON” , IEFEHLIERAEFHALIE AR A, Bl &5 BRI
BALTEDL -

(2) EEASE 16140 i 55 14640 MiH) Texture EEELE L. HAd,  “Max Memory” Hh
IE{E IR R R N 2R 16140 MR FETHE BRI, 1 SU(EL A BEYR A 2 16140 il R ) 96k
YR IR b A, R AT A R e A R AR 1) T YR AR A AR A R T R B 4 )

il

4. BHEIULR T

B H s TR, AT RREIRA TR BUCREI. Xfit, ST & TR H e
ARFHE ] “Max Count” ({8,  “Max Count” KT 1 B BTIEAFAE TUAR ) R ) XU 5 e
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Max Count JEFE T F AT RE A, e BEURAE RS — ot (1 B K B Al

: Max Count BHEHE KT 1, JFARE 100%Ui 1% BHEAF(ETUAR, AT AT BESE PN A7 HH I SEAF 78 7 B
PR WAEA LS EIESAEFE R BT, BRI, JATR Max Count KT 1 (BHIEAR Y “SEL” TURTIIR.

4.4. &3t GOT f#FH GOT Online I3

X OAFAET PC It GOT MAR%E, 7T LU BLF 77 20k £ d 4% 3] GOT Online.
GOT Online ¥ W, {UWA_SDK_User_Guide_For Unity) (UWA SDK For Unity {3 FH ¥t B1) .

1. 7F “GOT Panel” T iEFE “GOT Online” . i UWA K5 .

eI W E ]

2. EFHEE GBS T AR BT RNNSEE IR, SefE 2 M HE 513 F HAE
TP R D B DT H AR, R dedh i TS A “[F]25 #] GOT Online” 1%
Hl.
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M3 1: UWA API I BRIE

# DISABLE_UWA_SDK

Script Compilation
Scripting Define
UNITY_POST_PROCESSING_STACK_V2
DISABLE_UWA_SDK|
+ -—
Copy Defines Rewvert Apply

Additional Compiler Arguments

MYt 2 B € T DISABLE_UWA_SDK, 7EFTfl4mi¥ apk i, 24T UWASDK A%
A BRI, 2% apk HAAELE UWA FHOCH dil BE# so. AT TE R AR IE AL A .

UWAENgine.Staticlnit
public static void Staticlnit();

UWa_SDE
SDK Settings

AUt Launch

Made Settings

24 UWA_SDK [ % B ANA)i%E “Auto Launch” JEITII5, 35 BL@ I % o BOE TR T 46 R
WIEALAELE

e WS SDK AZIEIT Staticinit FEATHIUGALIY, A ALESEH Direct Mode I, H5 3 Exk 5t R
237E StaticInit # 1 F < J5 4 2 B 8 a6 R AL

UWAENgine.SetUIActive
public static void SetUIActive (bool active);

ZERET T BB s T R SDK AL 1) GUI FHTH »

UWAEnNgine.Note
public static void Note (string note);
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ZRRBAT T AR A PR BE R S AN 6

UWAENgine.SetConfig
public static void SetConfig(string config);

2R T A B O IARCE, AR T E

HARBCE WAL AT, FE D R BOE AU

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

2T T ARCIX TR, (RS2 E R Unity 5t4 . R ERGERERINIR A,
LA X [ G itoRe = BL Tag J9ifE

FPS (/%)
Bal LIS
ji=] BME BXE
A 602 28.1 5 30
B 1831 13.44 11 27
C 5213 25.3 2 30

UWAENgine.Dump
public static void Dump (eDumpType type);

{3 HF Development 355, 1% pRECAT T i &k 25 AP Dump #AE -
1. Overview 13 #F Lua fll Resources 2574 f) Dump #1F

2. Mono 1 37 #F ManagedHeap 2574 ) Dump #1F;

3. Lua P2 HF Lua 25 Dump #4F;

4, GPU #1157 £F Overdraw R[] Dump #E1E

UWAEngine.PushSample/PopSample

public static void PushSample(string sampleName);

public static void PopSample();

N7 ¥ Development 183, ZERETH T Gt H e RSB CPU FERT, M1 5E Bbh i2 47
JEIAS (R 1 BE L2 o

Z ¥ sampleName £/~ H € X IR EHR%, UWAEngine 2%f PushSample I PopSample 2 [f]

RSB GE Tt CPU JH4, JFAE UWA GOT T IGEiH itk kAT o, % AP SCHFIRE R,
I B SR 2R i . HRARHEI R
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UWAENgine.PushSample(“MyCode”);
// some code ...
UWAENgine.PopSample();

ZAE Overview AR, A CLE I Hw LI REnes, KHBEAFER CFEYH A~E #2H
TE SURREFREE) o

Name s (- otalTime calls selfTime selfCalls
Ferf:Update 3
; 11

1
1
1
1
1
1

15 iR PushSample F1 PopSample #& Bl%f 18 FH 1. GniR & Z [alfE A T return 1B A3 ATIE
AR B (B E AR WAL TR yield return $EETEE HARAD B, | 250 BY PushSample Fl1 PopSample
HIBC AAER, MM T BRI -

FAN, EFEAER Wi PushSample F1 PopSample i HRBA TN Z . YL 5Git, £
fiCom A% b, 10000 Y < 33T 50ms HIAAMT4 .

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);

U35 Development #1354, BT I Seit &Rt B & ARSI EEAR L, T iie
REATENIES

Z ¥ valueName o~ H € IR EFRZS, value F7mxt N K48 & 1K) 24 R {E

UWAENgine.AddMarker
public static void AddMarker(string valueName);

N 37 ¥F Development M55, %A HT: GuitBEmih B @ hRZSEHARCFIREL T %3
HR] PLA SRS an Lua A C DRIk EL. DL SLua A, & 291804 Slua RS A= alids, H
FNTEREA Wrap BRELH i A N5 A R AT

33 HREHY (L) AIRAR R4t



[SLua.MonoPInvokeCallbackAttribute( (LuaCSFunction))]
[UnityEngine.Scripting.Preserve]
Find s(IntPtr 1
UWAEngine.AddMarker( -
{

system.String al;
checkType(1,1, al);
ret=UnityEngine.Shader.Find(al);

pushValue(1l, )
pushValue(l,ret);

UWAENgine.SetOverrideLualib
public static void SetOverrideLuaLib(string luaLib)

7 Lua BExUH, ZeR T A T @I AT 2 B e X Lua FERIA T, W libgamex.so. H15AT
H ulua/tolua/slua/xlua FBRIA Lua J&E, WIIASTE ZAd A 1Z 4 DR TR €.

UWAENgine.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 N FAL ARG EI, H bool ZH N FALEE IR,

user/pwd SN UWA WXk 1 FH Y 44 R0 5

projectld/projectName A A1 H H) 1D BLAFK

timeLimitSec A A] A& AR I [A] EFR CCARTERCN 2 484 1R, H shih A& 1 i a2

.
WUH 1D EREG ATIFIE 5, URL iz B
https:/fmww.uwadd.com/u/got/perfanalysis.html/overviewjproject=16929&type=4

AT AER RGBT B AR A5 {5 2, ITH 10/50 H AR HEAT A i) B A% . £ 1L2cpp
BN, 12 DR 2018 UL BRAs . 18 BARE AR, LA BRI, # ekt
7 b 3= DA 1 _E A% 1
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=

MBI E % bAE, (AZSHO, BaAZEIEL, “RHA” HAITHE

2. WANEETH ID B4R, FHERNSEGE RS (Android/i0S/Windows ).
(Overview/Resources/Mono/Lua/GPU) 1% ID X} M [T H & — 2, &0 A& 5 b4
“InvalidProjectld” f 4R 4 ;

3. IRISRE K TS ERR, W _EAE S B2 L “Duration [T 1] has exceeded the limit [ [H]
LRRT AR

4. L AERT, TEHILR “GOT Online” ARSS A 245 1A

UWAENgine.Start
public static void Start(Mode mode)

2R T ARSI A f s SRR I, AT R TS A A LA un 4L

UWAENgine.Stop
public static void Stop()

e T RSSO AT, AN 7 EE T B i Stop 144
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