VR Settings for Unreal
Engine 4/5

The following are from pages 121-137 from the book "Unreal Engine 4 Virtual Realty Projects..."

Applying these settings will take time during a restart!

For PC VR:

e Project Settings | Engine | Rendering | VR | Instanced Stereo: True

e Project Settings | Engine | Rendering | VR | Round Robin Occlusion Queries:
True

e Project Settings | Engine | Rendering | Forward Renderer | Forward Shading:
True

e Project Settings | Engine | Rendering | Default Settings | Anti-Aliasing
Method: MSAA

e Project Settings | Engine | Rendering | Default Settings | Ambient Occlusion
Static Fraction: False

e Project Settings | Project | Description | Settings | Start in VR: True

e Project Settings | Engine | Rendering | Defaults Settings | Auto Exposure: Off

Additionally, standalone VR:

e Project Settings | Engine | Input | Mobile | Default Touch Interface: None

e Project Settings | Target Hardware: Mobile and Scalable

e Project Settings | Platforms | Android | APK Packaging: Configure and set
settings needed

e Project Settings | Platforms | Android SDK: Verify that your SDK locations are set.

e Project Settings | Engine | Rendering | VR | Mobile HDR: False

e Project Settings | Engine | Rendering | VR | Mobile Multi-View: True

e Project Settings | Engine | Rendering | VR | Mobile Multi-View Direct: True

e Project Settings | Engine | Rendering | VR | Monoscopic Far Field: True

e My UE4.27 Project Settings To Build Oculus / Meta Quest 2 Applications And Performance
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