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SceneRendering PUProfileResult AvgTime

Stat CallCount IncAvg IncMax PreRemn:;re::_::GV:%rk 290 g;‘:‘ =
Whole Draw Time ScaleForm 0.17 ms

Wait FrameSync 1.00 0.98 ms QSSc Renderer_RenderScene 14.43 ms
Before Render Time 1.00 1.33 ms RenderImpulse_RenderWater 0.00 ms
Impulse Render Time 1.00 0.20 ms RenderImpulse_RenderGrass 0.01 ms
Terrain List Parse Time 1.00 0.70 ms LightViewDepthConstruct 0.80 ms
Mesh List Parse Time 1.00 2.42 ms OpaqueShadow 0.37 ms
Draw Depth Only 1.00 0.02 ms OpaqueShadow Detlums
OpaqueShadow 0.19 ms
Draw Shadow Depth 1.00 1.12 ms QSShadowVesturePolicy 0.00 ms
Draw Shadow Combine 0.00 0.00 ms QSSceneQueryRenderer 1.76 ms
Draw GBuffer 1.00 5.90 ms depthList 0.01 ms
GBuffer Opaque 1.00 3.38 ms OcclusionList 0.00 ms
GBuffer Terrain 1.00 1.17 ms DepthOnlyPass 0.21 ms
GBuffer SpeedTree 1.00 1.01 ms [ 0.21 ms
Draw Lighting 1.00 8.25 ms FillParticleTexture 0.01 ms
Draw Translucent 1.00 5.59 ms GBufferConstruct 4.38 ms
Draw Particle 0.00 0.00 ms GBufferHair 0.01 ms
Draw Water 1.00 5.22 ms GBufferOpaque 3.36 ms
Water Refelect 1.00 5.02 ms Makeup_Render 0.01 ms
WaterRef List Parse 1.00 271 ms GBufferImpostor 0.14 ms
WaterRef Opaque List Parse 1.00 0.67 ms GBufferSpeedTree 0.68 ms
WaterRef Terrain List Parse 1.00 021 ms gg:g::;:::m 3(1)47) :::
Draw Opaque Refelect 1.00 2.12 ms R D 0.00 s
Draw Terrain Refelect 1.00 0.30 ms RenderShadowDecal 0:00 ay
SourceCurrentDraw Impostor Refelect 1.00 0.04 ms ScreenSpaceShadowMap 0.49 ms
Speed Tree Cull 1.00 0.65 ms DeferrredLighting 4.58 ms
Draw PostProcess 1.00 0.51 ms DirectLighting 0.36 ms
Draw LightShaft Query 1.00 0.04 ms RenderEmissive 0.03 ms
Draw LocallLigth 1.00 1.87 ms LocalLight 1.76 ms
Build LocalLigt List 1.00 0.44 ms . SkyAndFog 0.53 ms
Present Scene 1.00 1.19 ms : TranslucencyRender 1.89 ms
Draw UI 1700 1.12 ms » QSOuterGlowRenderer 0.00 ms
GetQueryDataTime 0.00 0.00 ms ' ResidueEffect 0.00 ms
RenderQueryTime 1.00 0.38 ms Distortion 0.00 ms
Overlay 1.00 6.53.ms H MotlonBIurRem:lerer 0.00 ms
User 1 2.00 0.02 ms QSWeatherParhcle 0.00 ms
User 2 3.00 0.94 ms CgjEtaE 200 m=
USer 3 .60 0.00' s i PostFxHDR_Render 0.71 ms
' > LensFlare 0.00 ms
User’a 0.00 0.00:ms OutlinePass 0.00 ms
User's g:00 0:00ym= OverHeadTranlucentPass 0.00 ms
PostFxColor 0.00 ms
- QSUIMapCoverRenderer 0.00 ms

PostFxAA 0.59 ms
InterlacedRendering 0.00 ms
EndDrawUIOnRT 0.00 ms
QSOverlay 0.15 ms
Present 3.89 ms
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GPUProfileResult AvgTime MaxTime

PreRenderLogicWork 0.00 ms 0.00 ms
QSGameRenderGPU 17.55 ms 24.30 ms
ScaleForm 0.02 ms 0.04 ms
QSSceneRenderer_RenderScene 13.96 ms 20.14 ms
RenderImpulse_RenderWater 0.00 ms 0.00 ms
RenderImpulse_RenderGrass 0.01 ms 0.02 ms
LightViewDepthConstruct 1.00 ms 2.39 ms
OpaqueShadow 0.34 ms 0.90 ms
SpeedTreeShadow 0.00 ms 0.00 ms
Render3dTrees 0.00 ms 0.00 ms
OpaqueShadow 0.16 ms 0.31 ms
SpeedTreeShadow 0.04 ms 0.05 ms
Render3dTrees 0.04 ms 0.05 ms
OpaqueShadow 0.14 ms 0.21 ms
SpeedTreeShadow 0.00 ms 0.00 ms
Render3dTrees 0.00 ms 0.00 ms
RenderBillboards 0.00 ms 0.00 ms
QSShadowVesturePolicy 0.22 ms 1.72 ms
SpeedTreeShadow 0.22 ms 1.72 ms
Render3dTrees 0.00 ms 0.00 ms
RenderBillboards 0.22 ms 1.72 ms
QSSceneQueryRenderer 1.68 ms 4.60 ms
depthlList 0.01 ms 0.01 ms
OcclusionList 0.00 ms 0.00 ms
DepthOnlyPass 0.24 ms 0.32 ms
UIDepth 0.23 ms 0.31 ms
OverHeadDepthMask 0.00 ms 0.00 ms
FillParticleTexture 0.01 ms 0.02 ms
GBufferConstruct 4.54 ms 7.47 ms
GBufferHair 0.01 ms 0.01 ms
GBufferOpaque 3.38 ms 5.89 ms
GBufferOpaquelnstancing 0.29 ms 0.39 ms
Makeup_Render 0.01 ms 0.01 ms
GBufferImpostor 0.16 ms 0.21 ms
GBufferSpeedTree 0.75 ms 1.01 ms
Render3dTree 0.55 ms 0.74 ms
RenderBillboard 0.20 ms 0.26 ms
RenderGrass 0.00 ms 0.00 ms
GBufferTerrain 0.21 ms 0.39 ms
GBufferRoad 0.00 ms 0.00 ms
RenderDecal 0.00 ms 0.00 ms
RenderShadowDecal 0.02 ms 0.11 ms
ScreenSpaceShadowMap 0.54 ms 0.72 ms
DeferrredLighting 4.25 ms 6.75 ms
DirectLighting 0.39 ms 0.53 ms
SkinLighting 0.09 ms 0.12 ms
RenderEmissive 0.10 ms 0.58 ms
LocalLight 1.16 ms 2.79 ms
SkyAndFog 0.57 ms 0.82 ms
TranslucencyRender 2.02 ms 2.83 ms
RenderWaterAndTranslucency 2.02 ms 2.83 ms
TransBeforeWater 0.00 ms 0.00 ms
RestoreRefraction 0.26 ms 0.34 ms
RenderWaterSelf 0.01 ms 0.04 ms
RenderWaterSelf 0.00 ms 0.01 ms
WaterRenderRef 1.65 ms 2.35 ms
RenderWaterSelf 0.02 ms 0.03 ms
RenderWaterSelf 0.00 ms 0.00 ms
TransAfterWater 0.07 ms 0.11 ms
QSoOuterGlowRenderer 0.00 ms 0.00 ms
ResidueEffect 0.00 ms 0.00 ms
Distortion 0.00 ms 0.00 ms
MotionBlurRenderer 0.00 ms 0.00 ms
QSWeatherParticle 0.00 ms 0.00 ms
LightShaft 0.00 ms 0.00 ms
PostFxHDR_Render 0.74 ms 1.01 ms
LensFlare 0.00 ms 0.00 ms
OutlinePass 0.00 ms 0.00 ms
OverHeadTranlucentPass 0.00 ms 0.00 ms
PostFxColor 0.00 ms 0.00 ms
QSUIMapCoverRenderer 0.00 ms 0.00 ms 3
PostFxAA 0.63 ms 0.85 ms 1
InterlacedRendering 0.00 ms 0.00 ms —:\
EndDrawUIOnRT 0.00 ms 0.00 ms ==
QSOverlay 0.04 ms 0.06 ms =

Present 4 A4 - 2.88 ms 4.75 ms
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PUProfileResult AvgTime
PreRenderLogicWork 0.00
QSGameRenderGPU 8.47

QSSceneRenderer_RenderScene 5.76
RenderImpulse 0.12
RenderNodes 0.00
RenderImpulse 0.01
RenderNodes 0.00
LightViewDepthConstruct 1.11
OpaqueShadow 0.30
SpeedTreeShadow 0.23
OpaqueShadow 0.62
SpeedTreeShadow 0.51
OpaqueShadow 0.16
SpeedTreeShadow 0.09

VestureMultiFr i 0.00
SpeedTreeShadow 0.00
QSSceneQueryRenderer 0.01
depthlList
OcclusionList
DepthOnlyPass
OverHeadDepthMask
CalcExposureScale
GBufferConstruct
GBufferHair
GBufferOpaque
GBufferSpeedTree
GBufferTerrain
GBufferRoad
RenderDecal
RenderShadowDecal
ScreenSpaceShadowMap
LocalLightShadow
DeferrredLighting
DirectLighting
SkinLighting
RenderEmissive
LocalLight
SkyAndFog
QSSunRenderer
Atmo
TranslucencyRender
ResidueEffect
RenderWater
Silhouette
FlowingLight
FlowingColor
Distortion
MotionBlurRenderer
PostFxHDR_Render
DownScale4
Luminance
BloomBrightFilter
PostFxHDR_BloomBlur
BlendColorGradingRt
ToneMappingFinal
ReleaselightShaftRt
LensFlare
OutlinePass
OverHeadTranlucentPass
PostFxColor
QSUIMapCoverRenderer
PostFxAA
EdgeDetect
BlendWeight
NeightborBlend
InterlacedRendering
ScaleForm
RenderUIBillBoardRT
QSOverlay
Present
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Local Reflection

e . i 4 : = & 15/4
[GPUProfileResult o 0 1103590
PreRenderLogicWork —
QSGameRenderGPU
QSSceneRenderer_RenderScene
RenderImpulse
RenderNodes
RenderImpulse
RenderNodes
LightViewDepthConstruct
OpagqueShadow
SpeedTreeShadow
OpaqueShadow
SpeedTreeShadow
OpaqueShadow
SpeedTreeShadow
QSShadowVestureMultiFramePolicy
SpeedTreeShadow
QSSceneQueryRenderer
depthList
OcclusionList
DepthOnlyPass
OverHeadDepthMask
CalcExposureScale
GBufferConstruct
GBufferHair
GBufferOpaque
GBufferSpeedTree
GBufferTerrain
GBufferRoad
RenderDecal
RenderShadowDecal
ScreenSpaceShadowMap
LocalLightShadow
DeferrredLighting
DirectLighting
SkinLighting
RenderEmissive
LocalLight
SkyAndFog
QSSunRenderer
Atmo
Sky
Fog
ZFade_Fog
TranslucencyRender
ResidueEffect
RenderWater
TransBeforeWater
TransBeforeWaterWithDepth
WaterRender
RestoreRefraction
WaterRenderRef
RenderWaterSelf
TransIntersectWater
TransIntersectWaterWithDepth
TransAfterWaterWithDepth
TransAfterWater
Silhouette
FlowingLight
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Distortion
MotionBlurRenderer
PostFxHDR_Render

DownScaled
Luminance
BloomBrightFilter
PostFxHDR_BloomBlur
BlendColorGradingRt
ToneMappingFinal
ReleaseLightShaftRt
LensFlare
OutlinePass
OverHeadTranlucentPass
PostFxColor
QSUIMapCoverRenderer
PoStFxAA
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%Buffer <[4  0.0ms 2.5ms 0.0ms 2.5ms
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TexturelName TexMen

WDatahScene’\Texture\NipMapChain. dds 279R344
Ecne TEE432
Bone Yobdda
Econe TOE432
CWDatahScene\Texture\water rui 007 a. dds J459R80
data‘\Effects \WetWNormal. dds 131200
data‘EffectsiLightninszMask. dds 131200
OData’ Sceneh\TexturetDistortiondZ. dds 131200
Data’Scenetyskvbox\moon. dds B5AR4
data‘engine'\dreallaps3. dds 545778
WData' ScenehTexture' shadow(0l. dds 22000
ADatayScenet Texturehrandem. bmp 17464
|.ﬂDataﬂSceneﬂTextureﬁCaustics 0. dds l 110A/4
WDatahScene\Texture\Caustics 1. dds 110684
DatahSceneh\TexturehCaustics_Z2. dds 11064
Data' Scene\TexturetCaustics 3. dds 11064
OData' Sceneh TexturehCaustics 4. dds 11064
WDatah Scene\Texture\Caustics 5. dds 110684
Data’hSceneh\TexturehCaustics_A. dds 11064
Data' Scene\TexturetCaustics 7. dds 11064

o
Width

20448
304
304
384
alZ
alZ
alZ
alz
206
185
128
128
128
128
128
128
128
128
128
128

D
Height

20448
128
128
128
alZ
alZ
alZ
alz
206
185
128
128
128
128
128
128
128
128
128
128

MipLewels

Format
12 DET1
1 AZZEZZ2GEZREZE
1 ARZER2GEEREEE
1 AFZE32GEEREZF
10 DETS
1 DET1
1 DET1
1 DET1
1 DETH
1 FF_ARLR
8 DETh
1GH
8 DET1
8 DET1
8 DET1
2 DET1
8 DET1
8 DET1
8 DET1
2 DET1
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Visibilityff. 4t

SXF3Tag Visibility TestXigiEH 7 Visibility TestAIRER (1463

SXFTagRySoftware Occlusion Culling , 1RiEtEFZHeight Map3EiBiE AR |, MERERIEIRF
EEMENEERINEE | M XIRRETT

Speed TreeskfTag Occlusion CullingtEFtH4tae



Occlusion Debug View




e A Occlusionil] it 45 52

MaxTime
0.00

e cndcrlhcl(wurk
GameRende
QSRcaratiandsons Pamibersco
wDepthConstruct

¥

uswm».mv.m.nna

Depthon

G s..rm: jod
SpaceshadowMap

PoStEXHDR_Render
LensFlare

OverHeadTranlucentPass
Postixcolor 000 me




uPr
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GameRende
QR aitndacir Bandescand
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Depthor
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eShadowMap

Deterrrediighting
FlowingLight
MationBlurRenderer
PoStEXHDR_Render
LensFlare
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Postixcolor
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J1LHEOcclusion Culling Debug View

3015,2801

QSSceneRenderer_RenderScene
LightViewDepthConstruct

Postixcolor



AR S5 E7 i 3

R 2% 48 Culling Total Draw GBuffer | Total CPU | CPU Saved
Parse

2% M Occlusion Culling 0.29ms 0.68ms 0.26ms 2.35ms 16.10ms
H JA Occlusion Culling 0.76ms 0.24ms 0.05ms 0.99ms 14.53ms 1.57ms
2% A 0cclusion Culling 1132884 129040 438958 518486 10.71ms
J¥ J& Occlusion Culling 515151 71968 193032 203795 617733 9.2ms 1.51ms
R A DP Total DP Static Mesh DP Speed Tree DP Saved
% 10cclusion 1198
Culling
FF J& Occlusion 608 123 88 83 590

Culling



PL P 3535 9% A Occlusion Culling il 25 B

ngles dra
indexs drawn
Triangles Terrain

aw Water R
peed Tree Cull
oraw PostProcess
Wait FrameSync
praw Lights

praw LocalLiath
present scene

oraw U1
GetQueryDatatime

QSSceneRenderer_RenderScene
LightViewDepthConstruct

Postixcolar

N
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PL P 335 H )5 Occlusion Culling il 25 B3

764.00
ngles dra 3.63
indexs dravin
Triangles Terrain

aw Water R
peed Tree Cull
oraw PostProcess
Wait FrameSync
praw Lights

praw LocalLiath
present scene

oraw U1
GetQueryDatatime

QSSceneRenderer_RenderScene
LightViewDepthConstruct

Postixcolar



Pt F 3 Occlusion Culling Debug View
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ePass
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AT 3 LU AR

R 2% 48 Culling Total Draw GBuffer | Total CPU | CPU Saved
Parse

% #Occlusion Culling ~ 0.51ms 0.61ms 0.78ms 3.53ms 21.91ms

JF J& Occlusion Culling 1.35ms 0.03ms 0.10ms 0.59ms 16.50ms 5.41ms
R K Triangles Total | Triangles Triangles Triangles | Triangles | GPU Total | GPU Saved

Terrain Static Mesh | Speed Tree Saved

3 HOcclusion Culling 1546871 102128 952971 239556 13.92ms

- JA Occlusion Culling 408263 33536 259931 41463 1138608 9.83ms 4.09ms
R A DP Total DP Static Mesh DP Speed Tree DP Saved

2 ] 0cclusion Culling 2225

FF & Occlusion Culling 764 23 192 43 1461
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J1LHEOcclusion Culling Debug View

3015,2801

QSSceneRenderer_RenderScene
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Postixcolor



AR S5 E7 i 3

R 2% 48 Culling Total Draw GBuffer | Total CPU | CPU Saved
Parse

2% M Occlusion Culling 0.29ms 0.68ms 0.26ms 2.35ms 16.10ms
H JA Occlusion Culling 0.76ms 0.24ms 0.05ms 0.99ms 14.53ms 1.57ms
2% A 0cclusion Culling 1132884 129040 438958 518486 10.71ms
J¥ J& Occlusion Culling 515151 71968 193032 203795 617733 9.2ms 1.51ms
R A DP Total DP Static Mesh DP Speed Tree DP Saved
% 10cclusion 1198
Culling
FF J& Occlusion 608 123 88 83 590

Culling
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praw Lights

praw LocalLiath
present scene

oraw U1
GetQueryDatatime

QSSceneRenderer_RenderScene
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AT 3 LU AR

R 2% 48 Culling Total Draw GBuffer | Total CPU | CPU Saved
Parse

% #Occlusion Culling ~ 0.51ms 0.61ms 0.78ms 3.53ms 21.91ms

JF J& Occlusion Culling 1.35ms 0.03ms 0.10ms 0.59ms 16.50ms 5.41ms
R K Triangles Total | Triangles Triangles Triangles | Triangles | GPU Total | GPU Saved

Terrain Static Mesh | Speed Tree Saved

3 HOcclusion Culling 1546871 102128 952971 239556 13.92ms

- JA Occlusion Culling 408263 33536 259931 41463 1138608 9.83ms 4.09ms
R A DP Total DP Static Mesh DP Speed Tree DP Saved

2 ] 0cclusion Culling 2225

FF & Occlusion Culling 764 23 192 43 1461



e

T

o

 12H BillboardZA+S

- BillboardfitszRElS
. IR

- TEMIRER

. L FER




12HBillboard4H+5

mauLOAD — JRIABILLBOARD
peidifeg,
£8344084%
Bissbis
$4448dd

%BILBAR - SiLAIBILLBOARD )
sgium§iJ"'.|l"

EXITTYTY:

$issb4a
shidbid

$246,+ A AOBILLBOARD il +RASRIBILLBOARD
t 232 L 28& 3

%
|

& & £ A2 A =



tE#EBillboardfEERES
R







IEHGRIR




- BESAANAL
- CPU{1L
- BRI
* Occlusion Culling

- REEFMNL

fALEE

2



SystemMam ; 1433.3

Virtusl 7.8
767.4

| - _a ,.'M“g.un:&un_g’}
» ) i A 4

- /

P

- —
’ m‘ - 44 - :
£ e




CPUILIL

e FreeAllocHN Iz 77 BC RS UM =9 m RN P ARG i<
e Cache BuildInstanBufferfs} [a] M\ 7-8ms{ftft. £]0.5ms
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WRIRIE

Alzor: tha
Type Adaptive ex Pivot ype Adaptive
Corners 4 L offset O Corners 8
Add center ) Orientation Add center
Flip
Nin area 0.00 Min area 0.001
Doubl ded Double=zided

Creation For o 3
Information Lreation Information

© ¥New mezh 079 1es Vertices ¢ © HKev mesh Tree 079 Vertices
s 2 - Triangles

v e e ~
® Eeplace mesh Coverage 86.8311% ® EKeplace mesh
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Colli
Showl
Nawig
Navig
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Saan \)
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NawFlgTr
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DebugVis

T~ _ccomp
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FPS :24.8
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RAFEEEFL

- {EFDefaultPool o BECLE] |, i AFERE

™ rr ZTr<Ti1N_L | S chh /Ao 0 ——

* Inst ~ 0% [0
nS a nce emory Texture 38.17 MB 38.17 MB 0.00% [0 Bytes

femory Alloctor 30.88 MB 30.88 MB 0.00% [0 Bytes

emory Vertex 104.12'MB 104.12 MB 0.00% [0 Bytes
1.52 MB 1.52 MB 0.00% [0 Bytes

MemUsedAvg MemUsedMax 9% of Total
emory Texture 37.82 MB 37.82 MB 0.00% [0 Bytes]

Memory Alloctor 20.09 MB 30.09 MB 0.00% [0 Bytes]
Memory Vertex 11.45 MB 11.45 MB 0.00% [0 Bytes]
1.76 MB 1.76 MB 0.00% [0 Bytes]

Memory Index
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Verhcad ep .
GBufferConstruct
GBufferHair
GBufferOpaque
GBufferSpeedTree

GBufferConstruct
GBufferHair
GBufferOpaque
GBufferSpeedTree

GBufferTerrain
GBufferRoad
RenderDecal
RenderShadowDecal
ScreenSpaceShadowMap

GBufferTerrain
GBufferRoad
RenderDecal
RenderShadowDecal
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GPU 1Z00.5ms
CPU1Z100.5-1ms
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Telate Eeplace. .. H® ClearnllMade

Preview
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Model Froperty

Property Value

S 0.25000

RandomRotate % True

IsFarTree False

Density 50.00000

GeoPath ) peedTres/Tres
MiddleGeoPath

LowGeoPath

BoundingScale  0.30000
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peedTreeDetail
Stat

ree Culling
UpdatelnstanceBuffer

UpdateBillboardInstanceBuffer

fAppendInstance

TreeSetExtent
k|TreeSetinstance

FineCull
BuildCellInstance

AllocTreeNode
{FreeTreeNode
Grass Culling
Grass Rough Cullin
Grass Fine Culling
Grass SetInstance
Grass SetExtent
Grass Updatelnsta
" GC Time
“.CalcExtent
SplitCell

VAap' t|Grass Mem

Memory Texture
Memory Alloctor

GBufferConstruct

GBufferHair
GBufferOpaque

CallCount
1.00
5.00
0.00
0.00
1.00
1.00
1.00
0.00
0.00
0.00

GBufferOpaquelnstancing

Makeup_Render
GBufferImpostor
GBufferSpeedTree
Render3dTree
RenderBillboard
RenderGrass
GBufferTerrain
GBufferRoad
RenderDecal
RenderShadowDecal

Memory Vertex

SrreenSnaceShadowMan

IncAvg

a7
.67
00
.00
07
00
11
00
00
.00
7.76
0.00
0.66
0.18
0.00
0.03
6.52
6.28
0.22
0.02
0.51
0.02
0.00
0.00
Nn.A5

OO0 00 =OQ

ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms

IncMax

N =

o000 00

17
81
00
00
14
00
i8
00
00
00

ms
ms
ms
ms
ms
ms
ms
ms
ms
ms

10.47 ms

0.00
1.18
0.54
0.00
0.05
8.89
8.58
0.30
0.03
0.83
0.11
0.00
0.01
n.an

ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
ms
mes

al

Bytes]
Bytes]
Bytes]
Bytes]

0.00% [0 Bytes]
0.00% [0 Bytes]
0.00% [0 Bytes]
0.00% [0 Bytes]

879.00 KB
1.58 MB
0.00 Bytes
0.00 Bytes
Average
4.00
829817.00
110,00
22409.00
460.00
59150.00
0.00

0.00

879.00 KB
1.58 MB

0.00 Bytes
0.00 Bytes

iIMemory Instance
Memory Index

“IMemotry PixelShader

“Memory VertexShader
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Grass Num

Triangles Draw

Drwa Primitive Num

S 'Tree Total Num

“4iGrass Total Num

Tree/Grass Instance Num

Vest Cell Num

Vest Triangles Num
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rEI Property Sheet @Elg‘
el el B Search 3| [ Simple View - D
Show. .. Hide...
stat [render [runti |engi @ P— Value B
Show ° 4 QSEngineConfig
GeRuntimeConfig RenderUI True
GeRuntimeStatistic ShowaAndSaveDefaultLevelConfig || False
QS53DUIRenderConfig 4BaseConfig 1
QSEngineConfig GCFreq 1
QSRenderCon.ﬁgMgr StreamingEntitySize 15.00000 3
QcRendersiatishs ForceStreamingTime: 0.50000
QSStatMgr R . R
RenderEventMgr ForceStreamingEntityRadius 10.00000
SmallEntityRadius 500.00000
MiddleEntityRadius 1000.00000
LargeEntityRadius 2500.00000 _—
HugeEntityRadius 6400.00000
SmallEntityMagicValue 0.02000
MiddleEntityMagicValue 0.01000
LargeEntityMagicValue 0.01000
HugeEntityMagicValue 0.04000
FPSLimit 60.00000
FrameTimeLimit 0.20000
LevelLoadSectorRange 15
LevelLoadEntityRange 6 -
mBaseConfig.mMNumEntityLoaded, Type=UIntProperty, ContainerSize=0, Containerlndex=0, MyBase=0x11cfcOdc, Obj=0x11cfc0c8, multi=C
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Mesh List Parse Time
GBuffer Opaque
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GBuffer SpeedTree

Mesh List Parse Time
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GBufferOpaque

GBufferOpaquelnstancing
Makeup_Render

GBufferImpostor
GBufferSpeedTree
GBufferTerrain
GBufferRoad
RenderDecal
RenderShadowDecal
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GBufterConstruct
GBufferHair
GBufferOpaque
GBufferOpaquelnstancing
Makeup_Render

GBufferImpostor
GBufferSpeedTree
GBufferTerrain
GBufferRoad
RenderDecal
RenderShadowDecal




Iriangles Terrain
Triangles Ocean
Triangles StatiMesh
Triangles SkinMesh
Triangles Water
Iriangles Particle
Triangles %pm*d I ree
ealtime Impostor Num
¥fline Impostor Num
)P Terrain

P Ocean

P StaticMesh

riangles Terrain
Triangles Ocean
Triangles StatiMesh
riangles SkinMesh
Triangles Water
Triangles Particle
riangles SpeedTree

Realtime Impostor Num
Offline Impostor Num
DP Terrain

DP Ocean

DP StaticMesh

76080.00
0.00
1723201.00
112347.00
6.00
0.00
97660.00
0.00
1180.00
351.00
0.00
791.00

69496.00
0.00
2207019.00
104923.00
6.00

0.00
99180.00
0.00

0.00
335.00
0.00
1050.00
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