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@ v Volume
Mode
Blend Distance

Weight
Priority
Profile B VolumeRoom2Skylight (Volume P © = New | Clone

O—HILRY 2—LHNEET B5E1E. MBlend Distancel. Weighty. lPriority) #EBLFT.
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Overexposed Normal exposure Underexposed

HDRP TOENEFH L. Z< DHFE. UTDEHEHWICWNED £,

BEEIPARICBIIFLAXRTICAZHAIDHLED KDAZVRRICEL X7,
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BEEROETIF. ChiE TEHD=AF) CMENTWVWET, Unity TiE. HEDAH
AZLER CNSDOBEZ SIS ELHTHAGHOE TRALBHEZRETI XY,

Shutter speed Sensitivity
Seconds ISO

 —— 4

Aperture
fnumber

HDRP Tld. IRTOBREENEV., TREINFT, Chickh. REIZ

100

100 International Standards Organisation (ISO) 71 JLLADREEICEEINE T,

O =ueomn=

UTOHBERICE T, REOBHENHEINET,

fnumber? / shutter speed

EV =log,

ISO /100

ChiE2 ZEE I BB T—ILTY, BHED 1EMBMI L. LYXICAS
FHDEHDFDITHDILET,
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Unity HDRP Actual photo

ZD5RXT. LEOHABRICKL > TEHBEZHAEL £9, Exposure 7—/N—F1 R
(i) rRALCEEFERTZ . LYAUYIIh3EKIE. BROBEGREFEILESE
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WMELTHEATETEY, TOEGEZERRICHRI B CCHBENCIEIRD FEAD. £
BMOBEICEDEZZLICE T, BICHB LB SATA VI ZRETEE T,

Exposure Z—/\—351 K

HDRP Tl&. EHIZ Volume A —N\N—54 KT, O—HILAR)a—LFFrO—
NILRY 2—LALIZEBMYT 2 e CTHIARRRG 7ONT« ZHEETEE T,

Mode; ROw 74> T. lFixedl. TAutomaticl. [Automatic Histogram,.
TCurve Mappingl. Physical Cameral OW\WEFNHERIRTIT X7,

Compensation] Tld. BEHZZEE. RAETI X9, BFEFzfBALTNHNEA
FEEMZ LAV VT INERO TA Ry T (D)1 #hdMNMCETIEET,

lFixed; E—F

fFixed] E—FTIE BHEZFHTRETIT X,
+ Exposure

Fixed

v Compensation
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Fixed Exposure] X1 A—OEBROMNBEICAD XY, £/l AllOoT7rdY
HODwoddc ey hrorOy 2o oRKRRINET (TSunlit Scenel @
13 H5 Moonless Scenel M -2.5 £T)o 71 —ILREDIE

ZEROHEICKRET B CHTEFEY, Sunlit Scene
v Cloudy Scene

Low Sun Scene

FixedJE— RIZS Y TIULTINREMEICHD £, BEIS. e
SA T4 VIHDBRNE—T. 1 DOBLEETHETE SR Moonlit Scene

a—LX>o—2%2FERT358ICENTY, Moonless Scene
TFixed)] E—RDEH®D
lAutomaticy €E—F Futy b

FAutomatic] E— R Tidk. BELOBEOSHHEICKH L TEEHIFNICKREINE T,
COERTEIE. AHOEIETOZISELGL. BERBINI DO02BEERT S1E
HEIEBITLUTVET,

FAutomatic] E— KRl IEITEBRSFA T VI DODRATTEIYMTIN. AXSH
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BH LA E@EY)ASEERICING 37021, TLimit Miny & TLimit Max) % £/
L¥xd. TAMILAZ1T2 T LRILLSETLEREIEYRELOEFANICIE -
TWLWBHHEESEL TLIEE L,

v Exposure

v Mode Automatic
v Metering Mode Spot

v Limit Min

v Limit Max

v Compensation

Adaptation

v Mode Progressive

v Speed Dark to Light 4

v Speed Light to Dark 4

lAutomatic] E— RDEH

[Metering Model ZX X747 a > elAEhtEd L. 7L—LHOEDEHR %=
BIHBEHICERTINRETEET,

lAdaptation] E— K Tid. BUWIBFRLBEZ WEFOBZ AXSHBR T IRIC. B
BBEHEZCEDLSICERIEIN%EFHELET, RE—RERAEITZ 47> a>%F
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36/100 | unity.com


https://unity.com/ja/
https://en.wikipedia.org/wiki/Adaptation_(eye)

0 'Metering Mode] OA > 3>

FAutomatici. TAutomatic Histogrami. Curve Mappingl E£— FTl&. Metering
Model] ZFRALT. 7L—LRDOE DRz BHOARICFER T 3HZHIEL 7,
Metering Model IZRD&LSICRETIT X7,

— TAveragel : 7L —L2GzERALTELZAELET,

— TSpot) : HEDOHREODHZFEAL TELHZAEL X7,

—  TCenter Weighted : BIEIOFRIBICHZI ET I EBENICFERL. 7L —
LOIHICED S ICONTHEARZRS LTLWEET,

—  TMask Weighted : 8% L 7B (T'Weight Texture Masky) %A L T,
BHERHETARICEDE VI ERHERIT I ERODET,

—  TProcedural Mask) : FHiZ B TERTNIT VXA Fvyr—%2EICEHZFHEL
9, A7 avEFEALT. FIDOME. &, IFHLEEGZZTETIET,

Center Weighted
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Automatic Histogram

FAutomatic Histogramy E&— K&, TAutomaticy E—RFZISICKEBIELHD
TY, BHRERICEROEZA NI S LZHEL. RPBVEIEILERHEZ L
Bt z@&ELET,

v Exposure
v Mode Automatic Histogram

v Metering Mode Center Weighted

v Limit Min @
0.3072053

v Limit Max =
7.615147

v Compensation 0

Histogram

v Histogram Percentages

v Use Curve Remapping

Adaptation
v Mode Progressive
v Speed Dark to Light 4
v Speed Light to Dark 4
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FAutomatic Histograml Tld. EX IS LRRBICHIEI I ZRICBHZHELET
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FCurve Mappingl E— Fi&. lAutomaticy E—=RDHS51D2ODNVI—-> 32T,

v Exposure
v Mode Curve Mapping

v Metering Mode Center Weighted
v Curve Map
v Limit Min
v Limit Max
v Compensation =18
Adaptation
v Mode Progressive
v Speed Dark to Light 4

v Speed Light to Dark 4

FCurve Mappings €—R
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Physical Camera

BHIZFLWAIK. TPhysical Cameral E— RFZFRATRL. IXTD/INFTX—F—
ERELPPTLDLDLNEEA

Exposure #7—/N\—3> -1 F®D TModel %* TPhysical Camera) (ZtIDE X TH 5.
MMain Cameral ZHEL£7,

v Exposure

v Mode Physical Camera

v Compensation (0]

lPhysical Camera; £— K

lPhysical Camera] #8MIILET, 1V ARIEZ—IZUTOFAONT 1+ HRRS
nxd,

B v Camera

General
Physical
Camera Body
Sensor Type Custom
Sensor Size X 36
Iso 200
Shutter Speed 200 1/ Secor~
Gate Fit Horizontal
Lens
Focal Length 21.45157
Aperture
Shift X0
Aperture Shape
Blade Count
Curvature

Barrel Clipping

Anamorphism

A XS D TPhysical Camera) ZO/NT 1 —

BEHEETEERDIZ. N1S0) (KE). TAperture) (F f&). T'Shutter Speed) TY,
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TEEY,
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HDRP @I ARTDHEATDSA b, S bONBREEET S lEmissions 7O/
T4 —DHDEFT,

Emission

Light Appearance Filter and Temperature

Filter 2
Temperature |

Kelvin
Intensity —Q
Lumen

Range

Indirect Multiplier

Light Appearancel % lColor] ICHIDE X 3. RCB h 5 — % EETET £,
F7-1&. Th#E TFilter and Temperaturel ICZE L. KOYEBEMICERELET—4
EANTEET,

BRETIZ. 7ILEVEILEDVWTBZRELE T, FLIE, Z1770 VT CEH
DF—hro— 2BV,

Candle Incandescent Fluorescent Sunlight (noon) Cloudy Blue Sky

15000 K

AMOBZEMLTIINEZ—DELSICFRASES T, BOBHEZES>TT A hC
BEHITZICHTEXT, Chid. BROFEBRETHI TV TLUqLE—%&
BE3AELUTVED,

Emorans 1

AVARIZ—DTANT A DELICHZEDMDTA TLAZa— () OTFICH.
SEAROY FO-ILBAVDOPEEINTLE Y, [Show Additional Properties]
FREIRTD . BMOA T arhRRINET,

Affect Diffuse]. lAffect Specular] XD MIIDHDFT, fcexiE. Av bk
S=URMEIDLSBITA T VI TR BBRIVWNLSA M EFIEITZS51 b, &
DYINETAT72a—XFM b 2ERTEZISA M ERBHTEIEHTEET,

Emission o :
Light Appearance Filter and Temperature
g v Show Additional Properties
Filter
~ . Show All Additional Properties...
Temperature
6687 Kelvin
Intensity - - L - -~
10 Ev 100 v
Range 4

Indirect Multiplier 10
@Cookie

IES Profile B None (IES Object)
Affect Diffuse
Affect Specular

Range Attenuation
Fade Distance
Intensity Multiplier
Include For RayTracing
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lntensity Multiplier; ZFERALT. 51 bDTOBREDEEXZEETICLENES
1hDOBEZREITZ_CDHTEIET, BROTT b Z—EFTHS LEDBECLE
DI BZDIZEFTI,

Diffuse Specular

Diffuse + Specular

TAT7aA—RAFATA VI ERRF 25 —FA T4 VI OREEMN AT
SA1hL1Y—

HDRP Tid. S LA VY—=%FEBLT. 51 FOREGLHE > —VHORED X vV
DallRETIEY, TN, T OV R—x%> k& MeshRenderer (CESESTIF
B3O TES LayerMask ICHED 7,

4 b FO/NT«—T. TMore Options] RZ>% 20 1) w2 L %9, [General]
IC TLight Layer] ROy AT UHKRRINET, T MMIEE[TITS LayerMask
ZERLFT,

fLighty 7 O/8F « —T. Moreltems; X= 21— (=) » 5 lShow
Additional Properties] %#:#RL £ 9, Generall (C TLightLayer] FOw
THIVDNRREINE T, T MMIEEMITS LayerMask Z:FRL £9,

4 v Light

General
Type Directional
Mode Mixed

Light Layer Mixed...

Shape
Angular Diameter

Celestial Body

Affect Physically Based Sky

Flare Size

Flare Falloff
Flare Tint
Surface Texture
Surface Tint
Distance

lLight Layers @3ER

Nothing
Everything

Light LayerDefault
InteriorOnly
ExteriorOnly
LampsOnly
ReflectionsOnly
Light Layer 5
Light Layer 6
Light Layer 7
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RIZ. TRendering Layer Mask) %/ L T MeshRenderer Z8&REL £9, XY
% LayerMask EDS A DA A YD aICHELFT, Nk RN ZEEL.
BRLIEHROAICHERIZTA P ZHTREDICRIERVEEETY, /. AV k
S=VDIATA VT EREST DTV 7O DORREZEAAT & T, BMER
BEHTEF v SUVF—FIFICERDS A MY ZLSICTREHTEET,

e ZIE BYRMDOS 1 bHERETEZEEL. BAICHZDZHTLVIGEIE.
BRBLENBDSA ALAV—ZRELET. COMBEZFERIE. 71 FDER%E
HH<HEBTEEY,

B8 v Mesh Renderer

Materials

Element O ® Brass_Mat
Element 1 ® Rubber_Mat
Element 2 ® Brass_Mat
Element 3 ® Rubber_Mat

Lighting
Cast Shadows
Static Shadow Caster
Contribute Global lllumination

Probes

Additional Settings
Motion Vectors Per Object Motion
Dynamic Occlusion v
Rendering Layer Mask Everything

Priority 0
FRendering Layer Mask] ZEL. HEDZ 1 bOAHM Xy alIlBEINDLSICLET

SAMLAY—%RET SICIE. THDRP Default Settings] IC7 72X L £,
lLayers Names] 77> 3 > T. lLight Layer 0; 5 [Light Layer7; £TOD%E
HiZZNENXFIITHRETT X7,

Layers Names
Light Layer Names
Light Layer O Light LayerDefault
Light Layer1 InteriorOnly
Light Layer 2 ExteriorOnly
Light Layer 3 LampsOnly
Light Layer 4 ReflectionsOnly
Light Layer 5 Light Layer 5
Light Layer 6 Light Layer 6

Light Layer 7 Light Layer 7

THDRP Default Settingsy @ [Layers Names]

SALOTANTAICETZL2EDOUI M ESH T, COFEMICDOWVTIE.
Light Y R—2 Y FICEHTARFa X bEITELIETU,
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ITETNTLBHRELRHDEFT, TDSXT. HFEHROARY b1 I TLight
Anchor] OYAR—%Y rEBMLET. HERICST rEEhEZ L. ZOMED
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Forbity. TElevationy. TRolly ZHREEITNIE. 7>oA—RAVFDODEAD TS ML
BEHAETIET, >—>Ea—T54 bD lMransform) ZFEFTHEITIHNE
B FEA.

& Light Anchor

Orbit -150 Elevation 11

Distance 3
Up direction

Common

Light Anchor Y R—%> k

HMICOWTIE. A RTYA—ICDWTIBN TR 650 LEYT—2arEs
BLTLIETL,

FTEDRSVRTA—LEEEZEBETZHRDDIC. SAMTUH—%FALTST MIBVEEDET
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Color temperature euin
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Candle Incandescent Fluorescent  Sunlight (Noon) Cloudy Shade Blue Sky

1,900K 3,000K 4,000K 5500K 6,500K 8,000K 15000K

Directional Light Intensities w.x

¥ S0 )
[ A 2% a’, 202
- C & 3 - 0
Dark Night Low Sun Cloudy Sun (Noon) Sun (PBS Sky)

0.0011Ix 0.51x 5,000 Ix 20,0001 100,0001x 130,000 Ix

Local Light Intensities rumen

A A
| 1

Candlelight
12Im 300 Im 1,000 Im 10,000 Im
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- C

Moonless Montlit Interior

-2EV
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Lighting Channel Mixer
Material Chromatic Aberration
Post-processing Color Adjustments
Ray Tracing Color Curves
Shadowing Depth Of Field
Sky Lens Distortion
Lift, Gamma, Gain
Panini Projection
Shadows, Midtones, Highlights
Split Toning
Vignette
White Balance
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v Tonemapping

v Mode Custom

v Toe Strength

v Toe Length
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Shadow Limits
v Start
v End
Highlight Limits
v Start

v End

Shadows, Midtones, Highlights
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MDepth of Field] DBE#MBREZESIF. RTEHEENZ T+ —HAAADIFNLIT TV
EHN BEMROBAZVWIU FERMIANE T, A XTORAOFRKZAZL. RTDR
ZABFEEZBCHNTEET FRD Physical Cameral OZDMD/VT A —4 —
=BR),

v Depth Of Field

v Focus Mode Physical Camera

When usir e the depth of f be influenced by the Aperture,
the Focal Length and >t in the physic operties of the camera.

v Focus Distance Mode Volume

v Focus Distance 10

v Quality High
Near Blur
v Sample Count
v Max Radius
Far Blur
v Sample Count

v Max Radius

lDepth of Field) dF—/N—51 K
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White Balance
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© 2021 Unity Technologies 81/100 | unity.com


https://unity.com/ja/

© 2021 Unity Technologies

COHDRP H>7)IL7OPx Y FTlE. EBEOO—AILARD 2 —LIC TWhite
Balance] A —N—Z4 RHBAEEFNTULET,

v White Balance
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v Temperature
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Color Curves
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v Color Curves
NONE
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Color Adjustments
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v Color Adjustments
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Post Exposure

Contrast
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%
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v Hue Shift
%

Saturation
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v Channel Mixer
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Channel Mixer
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Features . o aeq
High Definition RP [k
Engineering

7 pac s Unity Technologies

Packages - Unity Version 12.1.2 - December 11, 2021

Cinemachine

High Definition RP b v The High Definition Render Pipeline (HDRP) is a high-fidelity Scriptable Render Pipeline

built by Unity to target modern (Compute Shader compatible) platforms. HDRP utilizes
Input System 2. Physically-Based Lighting techniques, linear lighting, HDR lighting, and a configurable
hybrid Tile/Cluster deferred/Forward lighting architecture and gives you the tools you
need to create games, technical demos, animations, and more to a high graphical
standard.

JetBrains Rider Editor
Test Framework

TextMeshPro

Samples
Timeline

Additional Post-processing Data
Tutorial Framework 2 35.34 MB Import

Unity Ul .0.0 v e S18% Import

Version Control
Particle System Shader Samples Import
Visual Scripting

Visual Studio Code Editor 2.4 Vv 6 Import

Visual Studio Editor re Samples Reimport

Local Volumetric 3D Texture Samples
418.38 KB

Import
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Rendering Debugger
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