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A =W:e = (Eve Valkyrie)
I Oculus Rift, PSVR
A =W:Y » (Eve:Gunjack)
I Gear VR
A ®n= (Adrift)
I Oculus Rift, HTC Vive, PS VR
A wCnit 0+ (Damaged Core)
I Oculus Rift
A &. (ARK Survival Evolved)
I Oculus Rift, PS VR
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A = (Henry)
I Oculus Rift
A 1Td& (Lost)
I Oculus Rift
A zZ: B 1 1l (Hobbit:a Thiefin the Shadows)
I Oculus
Aa Va
I HTC Vive
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A Oculus ~0.25 - 0.3 ms
A Vive ~0.3 - 0.4 ms
A PSVR ~1.0 ms
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Instanced Stereo Rendering
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End-User Settings
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General Settings
Input
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Physics

Streaming

Tutorials
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Engine - Rendering

Qs These settings are saved in DefaultEngine.ini, which is currently writable

Y «) [ © -
D Mobile
D Materials
b Culling
D Textures
b Lighting
D Tessellation
b Postprocessing
b Translucency
b Default Postprocessing Settings
b Optimizations
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A Instanced Stereo Rendering
T PC,PS4 AN LH
ArPKY " g 41% 'APSVRE x J o
i Multi-viewn O o HA
i MHAOAE3sx L LOo K€bN/ M, 13X
. O
i o ¢ ML _ A Multiview (GL_OVR_multiviewn = o
N L N

UNREAL TP ...Ad 2016

ENGINE



27T 72 4VRNL . =®moe

A Earlyz & @ ¢

i EarlyZz @0 0K+, E+C & oyt B4
T G, paﬂTa FNr &« o4 ,0FT¢ 1R/ IE
s o4 Hn QA
Aoft¢ rn" a F A € M (occlude) @
K€" % E
 FrOoFt ¢y EalyZ & u/ Kq3
M3/ §m Draw A’ E w" " E

I, NnA 4SSN R'Hp T £

UNREAL TP ...Ad 2016

ENGINE



.27 7T 2 4VRRAL_ x6e6

A EarlyZz & ¢

=Er=T

Engine - Rendering
Rendering settings.

- —_
b i
Q; These settings are saved in DefaultEngine.ini, which is currer D r ‘aw - | | |

Er - F] - - GPU: 1961 ms

Lens Flares (Image based) [l b
Anti-Aliasing Method _ G al‘nE Phase

4 Optimizations

Rendering Overrides (Local)

Use Stencil for LOD Dither Fac .

Tutorials

User Interface Early Z-pass Decide automatically =

Movables in early Z-pass

Editor

Clear Scene Hardware clear
2D Accurate velocities from Vert: [} — e E E—
Appearance Selectively output to the GBuf .
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Paper2D - Import Use GPU for computing morph [l G P U , - —I- | D
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