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Draw calls

® | ots of objects tax the CPU. On the other
hand lots of Triangles tax the GPU.

® You still need the CPU for game code
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Good Combining

Combined objects are close to each other
and use the same material.

E.g. combine inside “rooms” of the house.
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Bad Combining

® Never combine objects that are far apart!

® |f light shines only on part of object, whole
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Lights are for!

® Dynamic lights!

° Lightmapping to the rescue
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® |ightmapping is done in Maya or other
rendering Tools.

® Easily imported into Unity, simply switch to
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® Raycasting against Meshes is slow. Don’t do
2 lot of raycasts e
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Raycasting

® Raycasting against Meshes is slow. Don’t
a lot of raycasts each frame
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® Raycasting against Meshes is slow. Don’t do
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Finding objects

® FindObjectsOfType, FindGameObjectWithTag,
GameObiject.Find

® Avoid doing it too much. It’s convenient but
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Finding objects

® FindObjectsOflype, FindGameObjectWithTag,
GameObiject.Find

® Avoid doing it too much. It’s convenient but
those caIIs can C|UIC|(| add up
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® Don’t run scripts at all, when far away

[} [ ]
® function Update It (far away) return;
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Only Update nearby
objects

® Don’t run scripts at all, when far away

® function Update () { if (far away) return; }
does NOT count Use enabled = false
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Sgrt and Normalize

® |n inner loops avoid Sqrt and Normalize.
They are fairly expensive. (Normalize
internally uses Sqrt)
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JavaScript

® Dynamic typing is slow!

® Static typing gives you the same
performance as C#
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® Dynamic typing is slow!

® Static typing gives you the same
pecformance 28 Ca

g . i % A= ¢ »
S e




Demo Boids




Questions!




