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UE 4.14+ Unity Plugin Coming soon

UNREAL

NVIDIA
ANSEL SDK

Gameworks Github



https://aws.amazon.com/lumberyard/
https://www.assetstore.unity3d.com/en/#!/content/74758
https://docs.unrealengine.com/latest/INT/Engine/Plugins/Ansel/Overview/
https://developer.nvidia.com/Ansel
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Configuration

struct Configuration

{

nv::Vec3 right, up, forward;

float metersInWorldUnit;
float translationalSpeedInWorldUnitsPerSecond;
float rotationalSpeedInDegreesPerSecond;

uint32 t capturelLatency;
uint32 t captureSettlelatency;

bool isCameraOffcenteredProjectionSupported;



Session

* Ansel B EBRYBT(E] EFRZ J9Session
* Session BE ZHITK EFNRIFT I XH]

struct Configuration

{
StartSessionCallback startSessionCallback;

StopSessionCallback stopSessionCallback;

StartCaptureCallback startCaptureCallback;
StopCaptureCallback stopCaptureCallback;
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time Present k+n fifi &
stopSessionCallback
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Camera

struct Camera

{

nv::Vec3 position;

nv: :Quat rotation;

float fov;

float projectionOffsetX, projectionOffsetY;
Js

ANSEL_SDK_API void updateCamera(Camera& camera);
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THE WITCHER 3: WILD HUNT
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“lt'sa .«7 to witness what our players can create with
WATCH DOGS 2 Ansel and how easily it allows for high-quality,
professional results ~

FLORIN SANDA, UBISOFT PRODUCER



WAR THUNDER When you see that Nvidia Ansel is added to the game.
Life is complete.
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API

NVGSDK_Create
NVGSDK_Highlights_Configure
NVGSDK_Highlights_StartSession
NVGSDK_Highlights_SetScreenshotHighlight
NVGSDK_Highlights_SetVideoHighlight
NVGSDK_Highlights_StopSession
NVGSDK_Highlights OpenSessionSummary

NVGSDK_ Release

I/l Construct the main SDK interface.

I/l Provide a list of possible highlight types to GFE

// Begin a session which groups several highlights together

/I Captures a screenshot highlight of given type for current session
I/l Captures a video highlight of given type for current session

/] Stop a session which groups several moments together

I/l Ask GFE to display summary for all highlights in the last session

/| Release the main SDK interface
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fic EHighlight

NVGSDK_Highlights _SetVideoHighlight

( hSDK, “5v5Fight”, {“kill”’, startDelta = -4000, endDe¢lta = -1900} );
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® ACER HDR G-Sync ( 1000f84F , SZiEHDR10KRIE )



#MTHDRE AR FR)

® UHD Alliance Premium Certified
¢ HDR10,HDR10+

® Dolby Vision
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Post-
Tone Map

Backbuffer
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® NVAPI_Disp_HdrColorControl

* Mastering data:
® Display Primaries
® White Point
® Max/Min Master
® Max CLL
® Max FALL
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B | HDRDisplay image viewer — L X

60.0 FPS
Green 0.0086

Settings
Texture sample_images\infiltr..
Tonemap Mode ACES Parameterized TestPatternParameters
For split-screen comparison, see composite panel Pattern Full Color Checker
= Brightness 1 1.0
Brightness 2 1.0
Color index 1 o}
Color index 2 2
L i Scale (1/screen) 4.0
Parameterized_ACES
Apply HDR 1000 nit preset = Pre Tran ST Orm ol are ‘
Apply sharpened HDR 1000 nit preset (]
Apply SDR preset o Filtered v
Apply EDR preset ] Match Aspect v
Apply extreme EDR preset ] Tile Image 5
= ! Zoom 1x
Color Space BT2020 AutoExposure =
EOTF Mode/Output mode scRGB ExposureBias (stops) 0.50
EOTF Mode/Gamma value 2.20 ExpansionPower 1.00
Grade Split Screen -
Tonemap Luminance - Grade in RGB =
Saturation level 1.00 Grade in IPT &
RGB Grade ]
CAT D60 to D65 v PT Grage ]
Desaturate -
Alter Surround v Hdrsettings
Surround Gamma 0.981 |
3 EnableHDR Vv
DisplayPrimaries Rec709/sRGB
. - — — Max Master 1000.0
SplitScreen ' Min Master 1.0
] Max CLL 1000.0
Apply HDR 1000 nit preset ) =0 Max FALL 100.0
Apply sharpened HDR 1000 nit preset (]
Apply SDR preset =
Apply EDR preset (]
Apply extreme EDR preset = \
-Bettings
Color Space sRGB/rec709
EOTF Mode/Output mode sRGB
EOTF Mode/Gamma value 2.20
Tonemap Luminance - Composite
Saturation level 1.00 Mode Fullscreen
Image A HDR
CAT D60 to D65 v Image B LDR
Desaturate v Fade 0.00
Alter Surround v - e EEE————
Surround Gamma 0.981 # .
Tone Curve LDR adjustable AT
Min Stops -6.50 | o
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https://developer.nvidia.com/sites/default/files/akamai/game
works/hdr/UHDColorForGames.pdf

* FAHILXHDRY BRBIFZRF
https://developer.nvidia.com/hdr-display-sample

* F{HIXHDRY RE L5 EIUE4
https://github.com/ehartNV/UnrealEngine HDR



https://developer.nvidia.com/sites/default/files/akamai/gameworks/hdr/UHDColorForGames.pdf
https://developer.nvidia.com/sites/default/files/akamai/gameworks/hdr/UHDColorForGames.pdf
https://developer.nvidia.com/hdr-display-sample
https://github.com/ehartNV/UnrealEngine_HDR

