Reprojection off
OpenXR Developer Tools for Windows Mixed Reality

Home System Status Developer Settings About

Settings

Use latest preview OpenXR runtime
® ) off

|:| Customised render scale

Motion Reprojection

Disabled

Advanced Settings

I:I Display frame timing overlay

I_I Jiggle view rotations &

Reset all settings

Learn more about the preview runtime and developer settings

& Indicates the setting change takes effect quickly without restarting the app.

Windows graphics settings turn these OFF:



=« > Display > Graphics > Default graphics settings

Hardware-accelerated GPU scheduling

Reduce latency and improve performance. You'll need to restart your PC
to have your changes take effect.

Q Off

Restart your PC to apply your changes.

Variable refresh rate

When possible, get a higher frame rate and reduce screen tearing in
games that don't support variable refresh rate by default. You might
need to restart your game for this to take effect.

Q Off

f@ Gethelp

& Give feedback




Global Settings  program Settings

Settings:
Feature Setting
Power management mode Normal

Preferred refresh rate (LG Electronics 38G... Highest available

Shader Cache Size 10GB v

Texture filtering - Anisotropic sample opti...  Off

Texture filtering - Negative LOD bias Clamp

Texture filtering - Quality Quality

Texture filtering - Trilinear optimisation On

Threaded optimisation Auto

Triple buffering Off

Vertical sync Use the 3D application setting
Virtual Reality pre-rendered frames 1

Virtual Reality — Variable Rate Super Samp... Off

Global settings — increase Shader cache — to 10mb (driver default is 4mb), shader cache is NOT
available in application level settings

PROGRAM level settings:

1. DEIECT @ Program 1o CUSTOmISe:

Y IL-2: Sturmovik: Battle of Stalin... Add Remove
& show only programs found on this computer
2. Spedify the settings for this program:

Feature Setting

CUDA - GPUs All

Low Latency Mode off

Max Frame Rate 90 FPS

Monitor Technology Fixed Refresh

Multi-Frame Sampled AA (MFAA) Use global setting (Off)

OpenGL rendering GPU Use global setting (Auto-select)
Power management mode Prefer maximum performance
Preferred refresh rate (ASUS XG32V) Highest available
e o 0
Texture filtering - Negative LOD bias Clamp

VR Pre-rendered frames — can increase FPS but too much gives latency and less “sense of
presence”. Can play with it, but watch out for issues



Global Settings  Program Settings

1. Select a program to customise:

Y IL-2: Sturmovik: Battle of Stalin... Add Remove

Show only programs found on this computer
2. Specify the settings for this program:

Feature Setting
Preferred refresh rate (ASUS XG32V) Highest available
Tocare erng - Ansorop somic ot [E0 >
Texture filtering - Negative LOD bias Clamp
Texture filtering - Quality High performance
Texture filtering - Trilinear optimisation On
Threaded optimisation Auto
Triple buffering Use global setting (Off)
Vertical sync off
Virtual Reality pre-rendered frames 1
ual Reality — Variable Rate Super Samp 0 pported for this applicatio

@ SteamVR Settings

Manage Video Settings For:

IL-2 STURMOVIK: BATTLE OF STALINGRAD

Motion Smoothing ENABLED

Custom Resolution Multiplier 3160 x 3088 100%

Field of View Custom Scale

Override World Scale NORMAL

[50% to 200%] 105%

RESET TO DEFAULT




Set the world scale to Normal: 105% - stops the cockpit being too small, head movement being too
large and ground units being too small. 105-108% is ideal for me. Tried 110 and 120% but was a bit
off.

@ SteamVR Settings

Manage Video Settings For:

IL-2 STURMOVIK: BATTLE OF STALINGRAD

Field of View Custom Scale

Override World Scale NORMAL

[50% to 200%]

RESET TO DEFAULT

IL2 Settings in-game:

e VR:100% SS — Can’t deal with an unclear cockpit

e VR:90Hz

e VR: Leave Motion Smoothing ON — otherwise get that jittery head movement even if at
87fps.. motion smoothing helps that last 1%

e ALL CAREER MODE CAMPAIGNS — SET FRONTLINE DENSITY TO MODERATE NOT HIGH

e Sharpen ON

e Blur landscape filter

o  AA OFF totally — preferred to have 100% SS for clearer cockpit.. can’t do both

e Dynamic resolution 0.7 — it only kicks in if needed

e Target FPS 90 but is ignored in VR

e Res 1024x768

e Keep HUD OFF by default

e Balanced for Preset can help CPU INTENSIVE

e Distance Landscape Detail 4x is fine, horizon draw distance has a bigger impact



Horizon draw distance 100km cos can’t handle max — this adds more clouds too if go too far
Mirrors set to OFF — mirrors has a huge impact.

Shadows to MED (it’s only in-cockpit) — Shadows are CPU INTENSIVE, not GPU

Clouds EXTREME. GPU intensive but not a big impact unless turn off. Need good clouds,
clouds generally look shit compared to DCS so can’t go lower.. High & Extreme both use
similar

Grass OFF, don't need it.

Ground roughness ON — useful for sense of depth



