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# ' MoerEditor

Menu  Window
¥ Scene Color X ¥ [Configs
Default ¥ Style
Raster ¥ Render Method
OpenScene Current: [Sponza.gltf]
> Camera
¥ Raster Settings
> Output: [tonemapping_output]
Geometry & Culling
Shading: [Default PBR (GAMES202)]
Tonemapping
Bloom: [Enable]
Shadow: [CSM]
Ambient Occlusion: [SSAO]
SSR: [Disable]
Volumetric Fog: [Enable]
+ Enable
+ Directional Visibility (CSM)
+ Point Light Scattering

s Sample Count

B0035  Density
8000 MaxDistance
1.000 Directional Intensity
Point Intensity
). Anisotropy
184 209 255 [l Fog Color
Cooperative Ops:
Skybox
Dof (Depth of Field)
Denoiser: [None]
Anti-Aliasing: [FXAA Simplified]
Debug

FPS: 1783
Frame Time: 5.6 ms
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MoerEditor

Menu Window

¥ Scene Color X ¥ [Configs

Default ¥ Style
Raster ¥ Render Method
Open Scene Current: [Sponza.gltf]
> Camera
¥ Raster Settings
> Output: [tonemapping_output]
Geometry & Culling
Shading: [Default PBR (GAMES202)]
Tonemapping
Bloom: [Enable]
Shadow: [CSM]
Ambient Occlusion: [SSAO]
SSR: [Disable]
Volumetric Fog: [Enabll
+ Enable
Directional Visibility (CSM)
+ Point Light Scattering
s Sample Count

B ooss Density
8000 MaxDistance

1000  Directional Intensity
1.000  Point Intensity
035@l  Anisotropy
184 209 255 [l Fog Color
> Cooperative Ops: [Disable]
Skybox
Dof (Depth of Field)
Denoiser: [None]
Anti-Aliasing: [FXAA Simplified]
Debug

PS: 199.6
Frame Time: 5.0 ms
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&' MoerEditor

Menu Window

¥ Scene Color X ¥ [Configs

Default ¥ Style
Raster ¥ Render Method
OpenScene Current: [Sponza.gltf]
> Camera
¥ Raster Settings
> Output: [tonemapping_output]
> Geometry & Culling
> Shading: [Default PBR (GAMES202)]
> Tonemapping
> Bloom: [Enable]
> Shadow: [CSM]
> Ambient Occlusion: [SSAO]
> SSR: [Disable]
¥ Volumetric Fog: [Enable]
 Enable
/ Directional Visibility (CSM)
Point Light Scattering

| E Sample Count

B oo3s Density
8000 MaxDistance
B 1000  Directional Intensity
1.000 Point Intensity
0.35¢8 Anisotropy
184 209 255 [l Fog Color
Cooperative Ops: [Disable]
Skybox
Dof (Depth of Field)
Denoiser: [None]
Anti-Aliasing: [FXAA Simplified]
Debug

FPS: 202.2
im

Frame Time: 4.9 ms
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1 MoerEditor o

Menu Window

¥ Scene Color X | ¥ [Configs

Default W style
Raster W Render Method
OpenScene Current: [Sponza.gltf]
» Camera
¥ Raster Settings
> Output: [tonemapping_output]
> Geometry & Culling
> Shading: [Default PBR (GAMES202)]
> Tonemapping
» Bloom: [Enable]
> Shadow: [CSM]
> Ambient Occlusion: [SSAO]
»> SSR: [Disable]
¥ Volumetric Fog: [Enable]
+ Enable
+ Directional Visibility (CSM)
+ Point Light Scattering
| E73 Sample Count
0200 [ Density
88000  MaxDistance
§ 1000 Directional Intensity
1.000 Point Intensity
035@l  Anisotropy
184 209 255 [l Fog Color
Cooperative Ops: [Disable]
Skybox
Dof (Depth of Field)
Denoiser: [None]
Anti-Aliasing: [FXAA Simplified]
Debug
Infos:
FPS: 157.6
Frame Time: 6.3 ms
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# ' MoerEditor — o X

Menu  Window
¥ Scene Color X ¥ [Configs
Default ¥ Style
Raster ¥ Render Method
OpenScene Current: [Sponza.gltf]
> Camera
¥ Raster Settings
> Output: [tonemapping_output]
> Geometry & Culling
> Shading: [Default PBR (GAMES202)]
> Tonemapping
> Bloom: [Enable]
> Shadow: [CSM]
> Ambient Occlusion: [SSAO]
> SSR: [Disable]
¥ Volumetric Fog: [Enable]
+ Enable
+ Directional Visibility (CSM)
+ Point Light Scattering

s Sample Count

0200 [ Density
8000 MaxDistance
1.000 Directional Intensity
Point Intensity
Anisotropy
184 209 255 [l Fog Color
> Cooperative Ops:
> Skybox
> Dof (Depth of Field)
» Denoiser: [None]
> Anti-Aliasing: [FXAA Simplified]
» Debug
Infos:
FPS:157.8
Frame Time: 6.3 ms

MoerEditor - [m] X

Menu  Window
¥ Scene Color X | ¥ [Configs
Default ¥ Style
Raster ¥ Render Method
OpenScene Current: [Sponza.gltf]
> Camera
¥ Raster Settings
Output: [tonemapping_output]
Geometry & Culling
Shading: [Default PBR (GAMES202)]
Tonemapping
Bloom: [Enable]
Shadow: [CSM]
Ambient Occlusion: [SSAO]
SSR: [Disable]
Volumetric Fog: [Enable]
 Enable
+ Directional Visibility (CSM)
v R ht Scattering

Sample Count

v

«vVvVvVvVYVYy

0200 [l Density
8000 MaxDistance

1.000 Directional Intensity
1.000 Point Intensity
0.000 Anisotropy

84209 255 [l Fog Color

Cooperative Ops: [Disable]

Skybox

Dof (Depth of Field)

Denoiser: [None]

Anti-Aliasing: [FXAA Simplified]

Frame Time: 6.3 ms
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' MoerEditor - o

Menu  Window
¥ Scene Color X ¥ |Configs
Default ¥ Style
Raster ¥ Render Method
OpenScene Current: [Sponza.gltf]
> Camera
¥ Raster Settings
> Output: [tonemapping_output]
Geometry & Culling
Shading: [Default PBR (GAMES202)]
Tonemapping
Bloom: [Enable]
Shadow: [CSM]
Ambient Occlusion: [SSAO]
SSR: [Disable]
Vegumetric Fog: [Enable]
+/ Enable
+ Directional Visibility (CSM)
+ Point Light Scattering
32 Sample Count
0200 [ Density
8000 MaxDistance
1.000 Directional Intensity
1.000 Point Intensity
0.900 [ Anisotropy
184 209 255 [l Fog Color
Cooperative Ops: [Disable]
Skybox
Dof (Depth of Field)
Denoiser: [None]
Anti-Aliasing: [FXAA Simplified]
Debug
Infos:
FPS: 1589
Frame Time: 6.3 ms

Menu  Window

¥ Scene Color X ¥ Configs

Default ¥ Style
Raster W Render Method
OpenScene Current: [Sponzagltf]
> Camera
¥ Raster Settings
> Output: [tonemapping_output]
> Geometry & Cullin
> Shading: [Default PBR (GAMES202)]
R
> Bloom: (Enable]
> Shadow: [CSM]
> Ambient Occlusion: [SSAO]
> SSR: [Disable]
¥ Volumetric Fog: [Enable]
 Enable
+ Directional y (CSM)
+ Point Light Scattering
32 Sample Count
0200 [ Density
8000 Max Distance
1000 Directional Intensity
1000  PointIntensity
oo Anisotropy
231 95 43 [} Fog Color
> Cooperative Ops: [Disable]
> Skybox
> Dof (Depth of Field)
> Denoiser: [None]
> [FXAA Simplified]
>

Infos:
FPS: 158.4
Frame Time: 6.3 ms
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