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Introduction to URP
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New Features

Filtering
Opaque Layer Mask Everything
Transparent Layer Mask :
Forward
Rendering Forward+
Rendering Path [ Deferred

Accurate G-buffer Normals

Depth Texture Mode _

Depth Attachment Format Default
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GPU Resident Drawer
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GPU Occlusion Culling
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Introduction to URP for advanced creators (Unity 6 edition)
https://unity.com/resources/introduction-to-urp-advanced-creators-unity-6

GPU Driven Rendering In Unity
https://discussions.unity.com/t/gpu-driven-rendering-in-unity/930675
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SA T4 DEMEE
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— Direct & Indirect

— Diffuse & Specular
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Direct Lighting & Indirect Lighting
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Indirect Lighting

Direct Lighting
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Diffuse & Specular

Diffuse Specular
DiffuseldE oL LINVKREAE I IaL—LTWWET, UMM RIZE  Specularl&VILYILLEZHRDOHHEREEI2L—FLTWET,
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Direct Diffuse Indirect Diffuse Direct Specular Indirect Specular
Light Component Environment Lighting Light Component Environment Reflections
(Spot, Directional, Point) (Color, Gradient, Skybox) (Spot, Directional, Point) (Skybox, Cubemap)
Lightmap Reflection Probe
Light Probe

Adaptive Probe Volumes
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- Direct Specular
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Rendering Path

- 4DMRendering Path
—  Forward
—  Deferred
—  Forward+
_ Deferred+ (Unity 6.1LL[%)
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— Reflection Probes
— Adaptive Probe Volumes(APV)
—  GPU Resident Drawer(GRD)
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Rendering Path
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Forward
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Deferred
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Forward+ ¢& Deferred+
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Global lllumination
(Indirect Diffuse)

> BMGAIozobmit
— Lightmap
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Global lllumination(Indirect Diffuse)
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Environment Lighting
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Environment Lighting

Color
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Lightmap

Baked Indirect
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Enlighten Realtime Global
lllumination(Realtime Gl)
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Light Probes
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Adaptive Probe Volumes(APV)
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Indirect Specular
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Environment Reflections
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New Ilghtlng features
and workflows in Unitv 6

New lighting features and workflows in Unity 6

https://www.youtube.com/watch?v=IpVulZYFRg4
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Harnessing Lllght with URP and the GPU

Lightmapper | Unite Now 2020
https://www.youtube.com/watch?v=hMnetl4-dNY
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FEH
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