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graphics.SynchronizeWithVerticalRetrace = true
vise false

— ganliiunis Sync Draw Method runisvin Vertical Retrace u
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All Method Time — Avg: 0.53 Total: 0.0053
Initialize TransformWith Calculation — Avg: 400.83 Total: 4.0083
Constant — Avg: 390.16 Total: 3.9016
Division — Avg: 388.14 Total: 3.8814
ConstantReferenceOut — Avg: 320.48 Total: 3.2048
AspectRatio — Avg: 340.90 Total: 3.409

TransformVector Reference — Avg: 178.79 Total: 1.7879
Value — Avg: 191.28 Total: 1.9128

ReferenceAndOut — Avg: 180.97 Total: 1.8097

RefOutVectorAdd — Avg: 142.83 Total: 1.4283

CreateCameraReferenceWith Property — Avg: 162.17 Total: 1.6217
Value — Avg: 160.52 Total: 1.6052

RotateWithMod — Avg: 28.07 Total: 0.2807
RotateWithoutMod — Avg: 24.69 Total: 0.2469
RotateElself — Avg: 24.64 Total: 0.2464



1ndieduseens Check Performance

All Method Time — Avg: 0.55 Total: 0.0055
Initialize TransformWith Calculation — Avg: 392.75 Total: 3.9275
Constant — Avg: 386.44 Total: 3.8644
Division — Avg: 420.50 Total: 4.205
ConstantReferenceOut — Avg: 320.76 Total: 3.2076
AspectRatio — Avg: 332.41 Total: 3.3241

TransformVector Reference — Avg: 178.79 Total: 1.7879
Value — Avg: 191.25 Total: 1.9125

ReferenceAndOut — Avg: 209.30 Total: 2.093

RefOutVectorAdd — Avg: 144.23 Total: 1.4423

CreateCameraReferenceWith Property — Avg: 160.49 Total: 1.6049
Value — Avg: 159.23 Total: 1.5923

RotateWithMod — Avg: 28.04 Total: 0.2804
RotateWithoutMod — Avg: 24.64 Total: 0.2464
RotateElself — Avg: 24.64 Total: 0.2464
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