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@ & Capture & Analysis Options

Capture & Analysis Options

Choose the cptions for a new Streamline session.

rCunnectinn
Address: |localhost:4242 L o]
& Before establishing {:DWQ ADRB, you may need to set up ADE path.
r1'_‘,a|:>tuna |',
Sample Rate: | Mormal Set the address to localhost:4242
Buffer Mode: | Streaming (gatorme is forwarding this port to your device)

Waorking Directory:

Command: Stop Capture

Energy Capture

Device: Part:
Tool Path: o
Channel O: o Resistance: miil
Channel 1: Resistance: mi{l
Channel 2: Resistance: mi{l

Analysis

Process Extra Debug Infoarmation (when available)

Resolution mode: Mormal

Program Images] Script Search Paths|

| ﬁ;‘-_:l: ELF image..
Use Mame Symbols Debug Info CFl Remarks
InfiniteTerrain.apk ® [ ] ®

Add your APK here
(Streamline will pick up the debug symbols)

Impart... Export... Cancel m
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