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4.1 Scaling Probe-Based Real-Time Dynamic
Global Illumination for Production
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Scene LOD Threshold | No LOD
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Sponza(3080ti) | 1.047 1.181 1.193
Forest(3080ti) 3.183 4.392 4.867
Sponza(4070) 1.783 1.958 1.974
Forest(4070) 4.812 6.088 6.675
Sponza(780M) | 47.027  49.387 51.293
Forest(780M) | 144.378 183.188 | 200.427
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