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Great, | have a friend that
has 30,000 prim region.
Her performance is not

that great

She is thinking of reducing
the prim count but not sure |
where or what to start with

H* : . _ y




OAR Scanner

What do you
mean Gim.
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How do you do
that.

Good idea. You can then
check CPU effect with
microsoft manager or linux
top command.

1

But she has no
console access
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Yes, she is estate owner so she could

check at estate console for high
collider and script execution.

And a decision on heavy
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In regards to the
30,000 prims we
could look at debug
screen with texture
information.
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Yes a bit clumpy to say the
less. Is there something else.




Streaming cost:

Triangle count:
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This does not
exist in firestorm

nor singularity.
Even then its per
object again.
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Streaming cost: 0.96281(Streaming cost:

1594469

oo Triangle count: 166 Triangle count:

We need a region scanner of some
sort that could point out the heavy
object for the region.
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Its true the screen result depend on byte size of the
image ONLY. But these bytes are generated by the.
graphic processor using optimization routine. This
depend on the quantity or information. | suggest
its a good approximation to compare the ﬂ
information content. It give relative load of one
object versus an other. . |
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simplified mesh
and normal mapping
500 triangles

original mesh simplified mesh
4M triangles 500 triangles
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