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(0] Fullscreen: Alt+Enter

a [1] Vsync: Ctrl+K
Presentation (0] Use Waitable Object;Ctr+w
. [1] MaximumFrameLatency: Ctrl+ Ctrl-
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(8] CPU Workload Ctrl+up, Ctrl+down
Status:

Avg. Present Latency = 83.15 ms
Frame Time: 17.88ms (55.94 FPS)
GPU Frame Time: 17.87ms (55.97 FPS)
CPU Frame Time: 8.05ms {124.16 FPS)
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4 - DirectX 12: Unthrottled Framerate: https://www.youtube.com/watch?v=wn02zCXa9lU (¥3:&
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