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Input Latency Setting



CVars for Input Latency Improvement

e I.GTSyncType
o Determines how the game thread syncs with the render thread, RHI thread and GPU
o 0: Sync the game thread with the render thread (default)
o 1: Sync the game thread with the RHI thread

2: Sync the game thread with the GPU swap chain flip

e rhi.Synclnterval

o Determines the frequency of VSyncs in supported RHIs.
o 0 - Unlocked
o 1-60Hz(16.66 ms)

2 - 30 Hz (33.33 ms)

° rh| SyncSlackMS

o Increases input latency by this many milliseconds, to help performance (trade-off tunable).
Gamethread will be kicked off this many milliseconds before the vsync
o Default: 10ms

O



ANIRFIASMABEINTOSDT, FLFEE5ZZEU TS


https://docs.unrealengine.com/ja/Platforms/LowLatencyFrameSyncing/index.html
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