Chapter 1: Pursuing Performance Problems
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Chapter 2: Scripting Strategies
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Chapter 3: The Benefits of Batching
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Chapter 4: Kickstart Your Art
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Chapter 5: Faster Physics
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Two very fast objects in motion
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Chapter 6: Dynamic Graphics
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Automatic culling is disabled because:

* |ocal space simulation is not being used.
* Trails module is enabled.




Chapter 7:
Virtual Velocity and Augmented Acceleration
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Chapter 8: Masterful Memory Management

1)Empty Heap Space

0 32 64 96 128 160 192 224 256 288 320 352

2 )Four 64-byte objects allocated
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Used Total: 101.2 MB [Unity: 68.1 MB| Mono: 7.8 MBE GfxDriver: 15.8 ME FMOD: 1.3 MB Video: 224 B Profiler: 9.5 MB
Reserved Total: 241.4 MB |Unity: 199.0 MB| Mono: 10.7 MB  GfxDriver: 15.8 MB FMOD: 1.3 MB Video: 224 B Profiler: 16.0 MB
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Used Total: 101.2 MB  Unity: 68.1 MB |Mono: 7.8 MB| GfxDriver: 15.8 MBE FMOD: 1.3 MB Video: 224 B Profiler: 9.5 MB
Reserved Total: 241.4 MBE  Unity: 199.0 MB [Mono: 10.7 ME| GfxDriver: 15.8 ME FMOD: 1.3 MB Video: 224 B Profiler: 16.0 MB

Total System Memory Usage: 0.78 GB
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Ogre3 is despawned
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Chapter 9: Tactical Tips and Tricks
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