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This code allows you to profile your prograns for CPU and GPU use.
Conpil e up the exanmple (you'll need to change the LNK file to all ow
linking with

your libraries) and you'll see two bar graphs at the top of the screen

The top bar graph shows CPU usage, the bottom GPU drawi ng speed. The
| onger the
green/red bars are, the nore CPUGPU tine is being used. The scal e of
the axes is
set (in protest.c) by Profilelnit(1l) - this means that one marki ng on

the grid

represents one frane. In other words, if the GPU bar reaches half way
al ong the

screen, then it is drawing for the whole frane. |If the bar is always
bel ow t hi s point,

the programw ||l run at 60fps. |If the bar is between half way and al

the way al ong the
screen, the programis running at 30fps etc.

The test program basically draws a nunber of POLY _G3s (all on top of one
anot her) .

The nunber of polys drawn is varied with the up and down buttons on the
ri ght hand of

the pad (you can nove the viewpoint around by pressing other buttons).
Noti ce how

both the CPU and GPU bars change.

Once you have called Profilelnit (which you only need to do once), you
shoul d cal

Profil eAddDrawOT() after DrawSync. This draws the GPU tine bar. [|f you
wi sh to use the

CPU tinmer, you nust call Profil eReadCount, then Profil eAddOT().

For the CPU graph, the tinme represented is the tine between the
Profil eStartCount and

the Profil eReadCount (ie the first Profil eReadCount is nmeaningless in
t he exanple).

For GPU, the tine is neasured between the ProfileStartCount and the end
of GPU draw ng
(DrawSyncCal | back) .



