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听众收益

● 时间都去哪了?

● 理念投入使用

● 使用工具调试

Talk Goals



前言

● 不是入门题材

● 同场5:30请关注Flutter图像系统性能论坛
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Flutter的渲染阶段
Flutter’s Rendering Pipeline

VSync

Animation

Build

Layout

Paint

Display list
->

GPU



检测Flutter的渲染
Instrumenting Flutter’s Rendering



Profile模式
Profile Mode
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DEMO



渲染责任部件
Rendering Actors

android.view.View
- construct/inflate/update

- onMeasure(int, int)
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Flutter的渲染责任部件
Flutter’s Rendering Actors

RenderObject
- createRenderObject/updateRenderObject

- performLayout()

- paint(PaintingContext context, Offset offset)

VSync

Animation

Build

Layout

Paint

Display list
->

GPU



Flutter的声明式UI
Flutter’s Declarative UI
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树工程
Tree Operations
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了解build阶段
Understanding the Build Phase
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调试工具

● debugPrintBeginFrameBanner/debugPrintEndFrameBanner
○ 每帧开始/结束

● debugPrintScheduleBuildForStacks
○ 为什么被构建

● debugPrintRebuildDirtyWidgets
○ 什么组件被重新构建了

● debugProfileBuildsEnabled
○ 在观测台里显示构建树
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了解paint阶段
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