HD LS =INT T 51 NS
ST 1T71 I ERIR

(Unity 6 k)

© 2025 Unity Technologies UnitY®



Contents

= 4 25 T "
COHARDRIBIAZE . .o 12
HDRP DSATAVTERRIR oo 13
FTime Ghosty . ... 14
Unity 61 ICEIFBHDRP D7 Y FT—bk oo 17
Lighting .. ..o 17
BRIEBIIR . . 19
INITF—RVRERE. . 20
Package Manager > )L ... o 21
LRI T 22
P 23
HDRP DA AR=Ib .. ittt it i 24
TYUFL—RMIEKB HDRP 7O O DIERL ... .. 25
HDRP OFF1>RAb—IL .. 28
HDRP L= ittt ieieaens 26
ZOMD HORP DY FILATY oo 28
ProjectSettings ... ....c.iiiiiiiiii ittt 31
DoAY TR . oo 32
= -4 =P 33
HDRP DEIETL . ... 35
HDRP U O—/NLERTE © oo 35
HDRP BBEDBEZME. . ..o 36
b L I e 7N 37
O—A)LedO—/N)b. .o 38



RUZ—=LTFAT7AIL 40

Volume Z—/N—ZA4 R . .. 41
FA—=N—=ZARDT—=T 70— . 42
TLoTa T CBRE .. 43
4 45
BHEBEIBETD ... 45
BHREOFEI ... 47
BEOF—N—ZAR 48
Fixed E—F .o 48
Automatic E—bF ... ... 48
Metering Mode @A F>a> . ... 49
Automatic Histogram . ........ ... ... . 50
Curve Mapping . .. ..o 51
Physical Camera. . ............ ... ... 52
Physical Camera DZDMD/NTX—H— . ... .......... 53
Lights ... .o ittt it iieennnnnnnnnans 55
TARDRA T 55
127, P 56
BORE . 57
BIID T O/NT A 58
0 D 59
Light Anchor . ... . . 60
PEBR—ZDSAMEMEIEE ... 62
B 62
SATAVTEBEO—MBAME. ... 63



HDRP JO—=/N LA L SR = a Y it i it iiiiiiennnn 66

HDRP ZO—/NLAILZR—3>DWBE. ... 67

NATLIdO=NILAILIR—23> oo 68
TANRYES D T—TTO— 69
TARRYTORBEN ... 71
GPU Z1bvEET 72
Lightmap UVs. .. ... 72
TATA T DRAVNIBIZE T BRER T L Ea—
(UNity B1) . oo 74

R/ O—/NILAIILZR—=23> 74

RIN) =2 ZAR—25 0= /N1 )L —>3> (SSGI) . .75

PL—RE—F 76
Mixed (SO X) bL—S2TF—F oo 77

LAhL—22 01285 70—NL1L=3x—23> (RTGI). . 77

Enlighten Realtime GI BELEFE. . ... ..ot 78
54 b 70O—7¢ Adaptive ProbeVolume ................. 79
ZANIO—TJE SSGI/RTGI DL . ... 80
Light Probe Group. ... ... 80
FURALDTANTO—TOBE) . ... 81
TETTATTO—TR)a =L oo 82
SponzaPalace &IE? ... ... 84
Adaptive Probe Volume OfER. ............. ... .. 84
SATAITFIFTEYS 88

Lighting Scenario ¥ —2v— ... ... 91
APV ORIBEZIEIETD .. oo 91
R TO—TDEE ... 92
TANI=ODEIE. ... 94

Probe Adjustment Volume ZERTS.......... 95



MEEDEIE ... 96

Rendering LayerMask . ......... ... ... ..... 98
APV ICEIFBRANAATIL—23> 0 98
ARAADIN—=232DFE 99
AAAFAOIN—=23>DF N T 99
ZEDATED et 101
APV F—RO—ROTRBE .. ... 1071
APV T—RDIAN)—=Z>40 101

AssetBundles &7ci& Addressables h'o
APV 7—RZO—RF5. ... 102
FUBRALTDZANTO—TDRAT oo 102
SHFECI S0 0000 00000000000000000000000000000000060000C 103
SRRy T 103
Shadow Cascades . ........ ... ... . ... 104
VBT RT 106
NATOIYRDT 108
TUTPZARNTIwR T o 109
) I D7 B P 10
ROV)=2DRZAR=ZTLIT> oo 1M1
DTLoSa>yTO—"7 o 12
REIEDES M4
Planar Reflection Probe > R—x>b oo oo M4
ANAVVTLI3 15
DIZLOSasBERE. ... 116
Proxy Volume. . ... ... ... . . .. 17
DPNEALFATAVTIITIO o 18
RO)=2RZAR=RF7VET A DI =23y o 118

ROV )= ZAR—Z BT o 120



SARL A ) T AN e e 121

32M35516 DLYAUSTLAY— .. 121
LY TLAT—DRE oo 121
SARTOLYRITLAY—DFER ... .. 122
SYRUTOLYRISTLAY—OFR................ 123
LARL=22DT8NRAML=22T oo 125
Unity 6 OFTFEEE ... ... ... 125
B TE 126
F—NN—=SAR 127

A2ZALA =220 D R—b (PC HLUT>Y—)L). 133

LABL =2 AToA 133
ATAVLARL—=20 134

INT AR R 134
INASL =220 136
DIrectX 12 .. 138
Unity 8 DT> )L oo 139
R R AT e 140
T 74)LED Lighting Data Asset ................ 140
BERRERE 142
HDRISKY . .o 143
HDRISKY D7 ZX—32 e 144
Gradient SKy . ... ... 144
Physically Based SKy . ......... ... ... ... ... ... ..... 144
BICDWTDEYS 146
Unity 6 @ PBR sky ICBET 27T —h ... oL 146
RRBREL. . . 148

LY RS T RAR=R 149



Environment Sample. ............ ... ... ...
UEIEIR 000000000000000000000000000000000006000006000C
HIFCDVERL . oo e
RIIVTTATT
TORFYITETAT—UT
BIARBEUREE. ...
SpeedTree 1> 7L —>3a> ... ... ...

Terrain Tools /\wWo7r—= Lo
HIFEDARA S
AR T AR

Terrain TOOIDOX . .. .. ...
WRICEITDLAL =200 R—b oo oo
HORPHIFE 7. . .. e
(@EL 66000000000000000060000006000000600660000006¢
Cloud Layer. . ... ... i
AKR/UBLUOKRBICEDWESATA2T
RUIXSIYTTT TR
Unity 6 7w 77— ...
Environment Samples. ... L.
THATERTEIEL .. ooveiiii
JO—=NILTHT
RUIXSIYTSATAT
RUAXRI YT ZATAI TR RIICDVNTDEV . ..
O—SILRUAXNIYTTAT o
HDRP ZK R T s e e ettt it i et e eaeeenenennns
Unity 61 OFTEEEE .. ... ...

KORATLDERERIATD. o



KTFA—IL(Unity 81) ..o 186
Unity 6 DKL oo 187
]G] [ 187
e 190
=l 191

R 192
T 192
DB o 194
K 196
DIT=H=ERTUTIb it 199
RTUTINDTTIL oo 200
RTVTZIVNIT S 201
RTUTZIVDTONTA— o 202
HDRP N RE—R YT i 204
Material Type Z7E/NT— ... 207
RUAXNIY IS T—E—=0TTT40 . 208
£E@ Shader Graph . ........................... 209
TranspParenCy. . ..ot 21
LitMaterial > FIL ..o 211
Transparent Material 4> )L ... ... .. .. ... 212
Shader Graph /—F. . ... ... ... ... ... ... ... yAK
Compute Thickness. . . ....... ... .. ......... 214
IV —DIARFYHIVTEEBE ... 215
SpeedTree « Transmission Mask . .............. 218

Unity 6 OFTIEEEZEBDL VAT DHE. ... .. .. 218



IR ERCE 221

Unity 6.1 OFTREBE: . ... ... 222
IA3T=RLEITET1TP—RLEI T 223
LY RUDGNADAREIAZ. o 224
LB SRICETBEM. . 225
THT—RLIRT 225
TAT7—RIT—Tq0>0 226

D ol B () 15 227
NIVFHTIINToFIAVTRAMSAA) o 227
RANTOCRATOTUFIAUTR oo 229
POSt-processing .........cc.uiiitiieinnennnraneanennn 231
Post-processing DA —/N—24F ... ... ... ... 233
Shadows. Midtones.Highlights . .. ................. 283
TIL—La o 235

e R 236
White Balance . ......... ... .. 238
== 239
B . 239
Channel Mixer. ... . 239

Lens Distortion .......... . 240

a8 241
R D e 241
(D7 4 242
Lens Flare (SRP) OYAR—>b oo oo ... 243



BRI . ... 247
Catmull-Rom ... ... 248
Contrast Adaptive Sharpen (CAS). ................. 248

NVIDIA DLSS (NVIDIA RTX GPU & T Windows F). .. 249
AMD FSR(ZORTSwhTA—L) . oo 249
TAA 7Y TRT—=IL (VART YR TA—L) oo 250

Spatial-Temporal Post-Processing (ZEXFZ v hT74—L14). . 251

Lo ) TNy —. e e 252
=B T R — 255
Runtime Frame Stats . ........ ... .. ... . ... .. ..... 256

HDRTARATLADYHR—=b. ... . 257

VFXGraph DY 7R—=k. ... ittt 259
ARZLHLSL TOVICEARL—F—. ... ... ..., 259
VolumetricFog DA ... 260

LARL =2 TDYR— o 261
............................................ 262
ZOVFZITINLR—=INATSANYF oL 262
BatchRendererGroups .. ........... ... ... .. .. .. .. 262

GPU Resident Drawer. . .......... .. ... 263

GPU A DI —3> Al g 264

DX12 Graphics Jobs D74 X —TDHR—K ... ... .. 265
AZL—b =702 (Unity61) ... ..., 266
RDATIT oo it 267

FOMDIY =R 267



T—LOHRIBELZERTIEHDEEAT —LDODHSPZEEHEDLITONMEICERATIER
T

Unity 6 @ HD L>A—/\1 54> (HDRP) T — LR OEEICEDEDIF VTINRALTZTv IR
DORERLILIT 2. B2 DO LS BEREHER TE LI HDRP (&> T YIRS EREA IR EREDF L
ME MRBDLSBHMEERFATE O —VORARDBEDET,

RIAXMIYITATEvRITO—UICRAEMRELLD.SpeedTree DEIMNRIEE TRRZESE
T &t Decal Projector TENPVUVEIN EREZHL THUTEREICLELLS. DXHLEBDES
DWHRDS HSADBZBAIDEMBEETEZT LA —2 VI THRTOESRERIELELLD,
S[El.CD HDRP A1 REEFH L. BRHOT—ILRIER Y —IL—REZ D FE LTz, Terrain Tools T.XF&ED
EEH LI=DGERZHIo7=DLELLS.Cloud Layers TZE% ¥ D, Lighting Scenario TBHSRERAL
D7INERALICEBEIEELLIHDRP OFERKIZATAIFZVTIVEKE. A—XAT1 IR B TEY) %=
BOSZUHTEET,

BEADT —LEARTIFEDESBRM——DEEDEIH?HDRP ZE>T EDP 3> ZBRILLEL LS.

HDRP ZEALTU7IL A —LEREZBETTH I, LD 2 DOEKIF Unity DN\ TV RFED IDHDTY,

© 2025 Unity Technologies

1 of 284 | unity.com


https://unity.com/releases/lts
https://unity.com/ja/demos/time-ghost

@ ||ntroduction \ HDRP lighting and environments | HDRP Updates in Unity 6.1 \

CDOHARORIRAEE

AZ(E. HDRP DEERY—ILty FEFATEZ3LSICHARESNEEY 2—-ILROV T 7L VR
HARTE STV REMB L VA VI FE RBILEE AL BODHZ NEYIICEER
ATHEVEE Ao

EBIHMILTVEITN ZLDOMEYIHHEEICEELTVWAZ EISEELTLIE TV HIZ (X HDRP
DIATA VT AT LG MBS Ry b Volume RZAM O A MR EEROEISaVH
BMRLET,

BRRIC AL K B T AT DO AT LR CERIBICEIEY BHEED. EWVNOEFI L TRARDH 57 — L
HAZEDHLE T COANTMRTvIZRARICERTSICIZ BEETEZIEHEHETHANHDRP O
e E LDEF LSBT BLIICLTAHTLIEELY,

© 2025 Unity Technologies 12 of 284 | unity.com


https://unity.com/releases/lts

HDRP ODOoA7+4>0&

iES

Unity DIcRDZAT4> TS X7 LD HDRP OZRBHEETILREINIREHADILICHE TS —2H°
LRI TENE D,

© 2025 Unity Technologies

YIEER—ZDF1 M EERS AT+ HDRP TIF IREHARDNDBE L EAZFERALET,
BRI ROEZEICEDLE TCMEAXSZEALTELZRELE I ARYEIAMPIUT Sk
DOFLWERA T3> AL TS NOBRBZHIETIF I, RV —2AR—JO-N)L
1)L=x—3>% Screen Space Refraction BREDUTILZA LDOMRZBERTEEY,

ZORBIRLABT VY I TERBEZRETEENTEIETMEN—ID Sky RUa—L
F—=N=FARTRRDIZaL—23>%2 A2 —2vILICToeD RV X NIy I IS TR
IZURLAY—%ZEBMLIDHDRI Z BB L THNBZEDSIaL—2a ZiTolcDTEET,

Terrain (1ff2) :HDRP T8t NI XDV T T4 TV —=IL T IRF v LAYI T AARLTZS
T HENLRASZEOBLELLS./NT MY I T ZED BICENZEEZEMLT. YT
OB RS- EEHHEET,

KZATLAMEEAIZKEZYIaL—bLETMENICERRRDSIaL—23 2 KR,
ZLTEZEML. > —2ICimZETIAHELELD.

497402 AL T O—UICRITEPILARZEMAE L&D R aX )y I 2B MICLT,
TAVITIVMZREDA T DI MIMHAL I ET RO ORI TV I BBz L >R
TEETRVAXRMIYISA POV RTZSAMIEICEBEL T O—AILRYaXNIY I T+
AVR—2U @A L.3D RRITIRAFv—CT I+ DEEZHMBICHE S B EHFIRET T,

AUa—LI 7L HDRP (CIFERN LS XT LD ENTE D AXSDOABEPEREICSL T,
BRRBIATAVITDINRCREDERZHBTE LI RN)a—LZERIDTILURLIEDTS
CET O~ YRDHS5PEHEEZIREICHN<HETET XY,

13 of 284 | unity.com


https://unity.com/releases/lts

Q | Introduction | HDRP lighting and environments | HDRP Updates in Unity 6.1 |

ARZFZOEZR:HDRP DRI IOt RIFBIFDR) 21— L RT LHSS FALIBEITLN Volume
F=—N—=ZARICTEREDTEEINTVE T TV FIAVTI VI =RV EV T AS5—=T
L—=T1 Y WERRE. TCOMDETEIERMREEMTETET,

BELIVYEYHDRP (& v RIICHTRESaTILE /N TA— IV RAE TOEE RS Zi2H
LTWET.BEVWRTCILZU VT BIRE XTINS YN ERE—RERARTEEXI, A2V
S RIPIAIOvRYZFIBLTHDOWTA TR TSR B FEAERRIT-EE LLD,

BERIILIDAV:SEIEFRFEAEFEALRFEEZL VAV VI TEES U ILI>aY
TO—TTIFRRDITLI2a>IvETFEICMRA 7V ERERITOLDESELRT
2avEFOFAVILIIIVTOA—TZFERATELET . ISICRIV—2VZAR=-IUTL I3y
(SSR) ICHoTCRENY 77 EERLIEUTZIILEA LFEZFBETEEXT,

I5R1%E:HDRP |& Unity @ Scriptable Render Pipeline (RZUTFRITILLIHE—=INATSA1Y) %
BRICLTVWEITRBREERTVZANT—TA AT STy IR TOTSI—THIUI NS
TA RN DILRTEET,

HDRP (a2 DH Eo7=KFHTEWSAIL Up and Running with HDRP Fa—hkJ7)L%=REERL T
<FEEW,

ITime GhostJ

I Time Ghostild.TThe Blacksmithi.TAdami.TBook of the Deady.[The Hereticl.TEnemiesy
ReD7OP b EFENTT=F—LH 2024 FEICEFELIEVT7ILEZA LAOMBERATETY,

DO U ~Tld.Adaptive Probe Volume (APV) % Scenario Blending (&35 17r>0
DHEEX GPU Resident Drawer Z{FEALI/NTF+—I >V AD58L7EEHDRP DR FEEBN
LTWET,ITime GhostiTl&.Entity Component System (ECS) 7—xFFv LICHEEIN:
Unity Entities /\w/—>% & Unity @ Data-Oriented Technology Stack (DOTS) %5&R LT,
RKA 1,200 BICEIIMEEAVRZVREL VAT LTWET,

FTime Ghostild HDRP ZERALTUTILBSA T VI EDHLTVET,

© 2025 Unity Technologies

14 of 284 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Manual/ScriptableRenderPipeline.html?
https://learn.unity.com/project/up-and-running-with-hdrp?
https://learn.unity.com/project/up-and-running-with-hdrp?
https://learn.unity.com/project/up-and-running-with-hdrp?

Q | Introduction | HDRP lighting and environments | HDRP Updates in Unity 6.1 |

Unity 6 ®#F L\ GPU Resident Drawer |C&>T/\wFALIB 1 VR 2V 2E DR E EL. TED
EABEEZR/IBD CPU A —N—AYRTLIAUVITEET,

FTime GhostiTIE.VFX Graph ¢ Shader Graph HIELGERAINTLE T, CNSDY =)L,
DT IVIIEF BN T 40 B R RENROERICRII>TUVET,

VFX Graph HTime GhostiDEEMR (VFX) 22z F L7,

FTime Ghostild 255 THREETE £, Unite Barcelona 2024 @ EEE v 3y T AT
BB X v 772 —BREOBRDEAGIZTDLWT Unity Originals F—ADFELEHBEL X L7,

Asset Store IC# 3 2 DDY VT ILINwT —H I Time GhostiDEEICH B =T e DIERICHE
I5FY,

—  Time Ghost:Environment:Z®D/ Vw7 — & DOTSECS & 7O —Jv)LY—IL&EHRLT.
EROL—V IV T T EERL VY- EEDYTET,

—  Time Ghost:Character:CDTEDEARIE. Sentis Al (ZKBVTILZALDF VS IR—
ToXA—2a e WIBEBICE KI5 03 % RLTVWET,

© 2025 Unity Technologies 15 of 284 | unity.com


https://unity.com/releases/lts
https://www.youtube.com/watch?v=o1JIK5W3DRU
https://www.youtube.com/watch?v=20uXd64Vvqg&list=PLFw9ryLdiLzbUOFbR9oaUOCUTLGt6KAO2&index=5
https://assetstore.unity.com/packages/slug/298911
https://assetstore.unity.com/packages/slug/298910

@ | HDRP lighting and environments |

ZhBDT7EyrEATO—RLT Unity 6 7O TIMMIAYR—RL.[Time Ghosti TIERTH
TUWEAEERFEEZZERICHTEET,

FTime GhostID XA Y F v S U2 —HE T O—RAlREICHD F LT,

© 2025 Unity Technologies 16 of 284 | unity.com


https://unity.com/releases/lts

Unity 6.1 ICHITH

HDRP O 77w 77 —hk

Unity 6.1 @ HDRP [CBRDIA ENT-FtlE L E R %2022 LTS (ZD e-book DIARRDFFER) ® HDRP
HoBITTBHEEITIEBNLET,

Lighting

LightBaker:HDRP D#i L\ \wo IR LightBaker v1.0 Tl >—>DEBE#H 7L — LGAICHES
TEDTIFBRL ARSI DRRIBEFICS—VDREE "XFvToavh ELTEEBLET. FH Tl
LABVRDRAVIEHFEINZEB<ET TN AELRBHENRED. T 72— DN\ T+—<I >V RH'A
ELET,

Baking Profile:Lighting 7> R TI& GPU S h<w/N\—F® GPU Baking Profile H*FIBRAI&EIC7%D
FLIo COBBEIZ. T IV TERTILIZRBI L ARAIERIEN X EVFEREER D CE5MCRKEL
TBTVEYRZEIRTEERY,

Adaptive Probe Volume (APV) @775 —k:LightBaker Tl&.Z- ;b w7 IZFIIC Light Probe
(ZAhTO—T) & APV BERAITEBZLIICHBDELIAPV & ZACFIIL—T3> DORAIICH
SIGLTED Y —LFTSTIMNME 7oEI VN TO—T HSBELEZEOBEFERL AT 0%
IS TERLSICEDELIc CHNICEKDAPY ZEHALTRROY 1L 2> ZaL—NTEXET,

© 2025 Unity Technologies 17 of 284 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/index.html
https://docs.unity3d.com/Manual/lighting-window.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.0/manual/probevolumes-skyocclusion.html
https://docs.unity3d.com/2023.3/Documentation/ScriptReference/RenderSettings-ambientProbe.html

@ | HDRP lighting and environments | HDRP Updates in Unity 6.1 | Installing HDRP

LARL—20TDRE: L1 —220 OIEREIEZ S DHED<EIET B7-DHDFH LWL API ALK DOH
BAEINTLEd,RayTracingAccelerationStructure ICI& WK DD DF LLXVYRBEENTVET,

UpdatelnstanceGeometry Ti&. L) RayTracingMode.DynamicGeometryManualUpdate
E—RZEALT FHINEEE (BLAS) ZFH CEFH CELT.CDE—RTIE. IL—LZLIZY
AAMZBFNICEFHT DD TR AFEDTVRAE VA% "F—T1" L LTY—7 LJIEREED
BREZFHTANIA—TEFT. NSO LA =20 0ENT—2TOENA TSI
DINTA—IVAEHNETEET,

AddInstancesIndirect (. Z#175B® GraphicsBuffer #EFB LT EHOLIL -2
AVRAZVR% LA L= IEEE (RTAS) ICBRLET.CPU BINSDTVREV %
BETIBZLSICHD.CPU A—N—AYRDERBIN NTF—I VDA ELE T AVREVRIL,
Xy anNR—REE O —JvILICRETETET,

Removelnstances I&.LayerMask F7zl&L AL —2 2T E—RIZEDWVWTLA ML =22 T 1
ARV 2AZHIBRTEBRLSICLE T UKD TR LIS —>DEALICIE L TILEREE = EIHY
ICEHL NI I RERBILTEFT,

Cullinstances & 7L RV T AV T DINGA—RZ—ERTE L BFEDOEEICESUVTINERE
EEEEICEHRTIEELIICLED,

FAMIYTDNAFa—EYv TP TV T . COREEIR. ST My TZIFDLTESMCLERRETDH
BREICRZZLIICTEX T CUINRIILITAI TV I ZERTIARERRIBICEVT XTI
INT A=V ZADFFINSABRRED T by T2 E L 3 2155 ICfEF) T Project Settings (7O Tk
§%7E) > Graphics (5719 2X) > Use Bicubic Lightmap Sampling TEXICLE Y,

IUT7SAMORE:T )75 MIERICEZRRIC"EO—" UV RUBEKEFERT2LIICRDELT,
UKD HDTT—RTIRHEDBEMIBRDE LI SESTRITVTILEA T DM H KL CPU
DAEVEREHIZISNET,

IUT7SAMNS EERICEZRRIC"EO—" UV FUBBEFERLET,

NZARL=2 20 DREFBRELVFa—TROTIVT A N —2 20 THR—FEINBLS
ICBDELICoRYIRSMh BEESNGBYRAILIR—2a EBENRoNBLIICHED LI TS
ICVRYaXMIwo7x7aY A= BIUT7SAMIMOD. ZOZEZMARL T LDUTILERK
[DMREZRITEBLIICHBDFE LT

© 2025 Unity Technologies

18 of 284 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.1/manual/ray-tracing.html
https://docs.unity3d.com/6000.1/Documentation/ScriptReference/Rendering.RayTracingAccelerationStructure.html
https://docs.unity3d.com/6000.1/Documentation/ScriptReference/Rendering.RayTracingAccelerationStructure.UpdateInstanceGeometry.html
https://docs.unity3d.com/6000.1/Documentation/ScriptReference/Experimental.Rendering.RayTracingMode.DynamicGeometryManualUpdate.html
https://docs.unity3d.com/6000.1/Documentation/ScriptReference/Rendering.RayTracingAccelerationStructure.AddInstancesIndirect.html
https://docs.unity3d.com/6000.1/Documentation/ScriptReference/Rendering.RayTracingAccelerationStructure.RemoveInstance.html
https://docs.unity3d.com/6000.1/Documentation/ScriptReference/Rendering.RayTracingAccelerationStructure.CullInstances.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.1/manual/Ray-Tracing-Path-Tracing.html

@ | HDRP Updates in Unity 61 |

NZL—=2 VT ABRELVF2—TROTVT S b R—FLTVET,

IRIESHER
Planet /X5 X—4&—:Visual Environment 4 —/\—5+1 K OHEB/INSA—Z—EH R aX M)y II5TR,
THI WBR—IADERE CEIEFRRENRICHERSZIDLSICADE LT

Physically Based Sky Volume:PBR Sky Volume & EfistEZX Ty /2 —HHIR 2 E TREL SN

TEDNTA IV ANDFHE R/ PNRICHZBNSUTINEA LTEEZEBH CIE T AV VBOETILHY
b O HEHEDZEDEBEEL R LEL. LD UTIL BRI BENORFEI I REICAEO>TVET,

No ozone With ozone

AV VRIS TRPEDEREEZZHET,

L ERUELETIE P ERCEICH M EZ RIFBEDO . K[P DMK FICLBHDORINES S
L—hTEBLSICHEDELI

© 2025 Unity Technologies 19 of 284 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.0/manual/visual-environment-volume-override-reference
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.1/manual/create-a-physically-based-sky.html

@ | HDRP lighting and environments | HDRP Updates in Unity 6.1 | Installing HDRP |

No atmospheric scattering

With atmospheric scattering

Physically Based Sky Volume (JIER—ZXDZEDRYa—L) (FAKEHEZZaL—bTEET,

Volumetric Clouds: = (77— 27w 7HEICESTHIDES NARARD BRD IR DFITEIE Visual
Environment SREICEHN TN E LT

KORAFLIKSZAT L G IKELEDY —LA TSI D Transform (178N EER. BDRT—1) V5
RE) ICF B R— &L L £ 9. Unity 6.1 Tlk.Shader Graph |C Water Decal (KFhH—JL) Z—
TYRHEAINGERKDEHEDT IA—X—3y (ROS5RDRY) #RIBTEET,

Volumetric Fog: R a XM )wISA4 7420 DINTA—IVADRBELEINE LT,

INT A= VR Bt

EhEYERSE : Unity 6.1 Tl3. Spatial-Temporal Post-Processing (STP) BE A Tt & Lz, CLid. Z2R
TTRT—1)20 GEKDEI LA STAT—ILEHIET 3) LR 7Y TR —1) >0 (BIDTL—L%
FRALTIVvCZHHARY3) #lHAahbE FHLLEREREGRTY SR T— UV TFAETT,

GPU Resident Drawer:# L) GPU Resident Drawer |&.Batch Render Group API Z5ER LT M4
S=2DLUA) I TREDNT A=YV RAZKIBICA LS EEF T,

© 2025 Unity Technologies 20 of 284 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.1/manual/create-realistic-clouds-volumetric-clouds.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.1/manual/water-use-the-water-system-in-your-project.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.1/manual/Volumetric-Lighting.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.1/manual/stp/stp-upscaler.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.1/manual/gpu-resident-drawer.html

| HDRP Updates in Unity 6.1 |

Variable Rate Shading (VRS):Variable Rate Shading (VRS; AIZL — k> x—F %) H* Custom Pass
IS BESICHRD. BEORERE T —Tr VI MRE NIRRT REZIE#HIEFELDD GPU
DEFEERTIZLSICHRDEL

Package Manager > 7)1

Package Manager @ HDRP #>7IL7OY Vb IF BEMDOIDICRESNE LI HADTEL.
NATZARET)Y—IADBEEINTVET,

Lit Material ¥>F)L:>—> RO IRTOY T TILT HDRP/Lit S x—4— HMEAIN. TFE
74 ¥7UTFILEA T (Standard. Subsurface Scattering. Anisotropy %4 &) A REINTVET,
EBY 2TV TIEHDRP A ETETF—TIATUTINBIATAU T2 EDLSIAIELTWEH E
BALTWVET,

Transparent Material Y > FIL:BIFEOHZITUT7ILGBRAA TSz hOEREDLEEREA
RTITINCEB v RUBEHDRP WEREZNIETEHEZRLET. TREZTIE—3>,
LARL—=S 0 NI ML= 0% IDB X T SEIEBRL A I FEEEDELLS,

Volumetric > 7 )L:7RUa XMy T45.3D 72X F+.Shader Graph DR TLVRE—R
ERALTWETHOIILTIE AT 7N TAOS =YL/ A XA RE—VERZBIRTS
HEERLTVWED,

Environment > 7 IL: E DAL L BDIK S AT LD EICVK OO DERBZEZEZRELTRRLET,

Water Y2 FIL:KDEF LWS VT ILS—> Cave BEENTLET, ZD—>Tld. Custom Pass
¢ Local Volumetric Fog (A—RILRUaXNIwITHD) BRSO AT LDA—RTA I RINY T 7%
YT L IKDEERL VR TFEERLTWETRolling Wave >—> Tl EDS1bD
BREDMREZRREICT BKFABDT IA—A—2a v DREREZRLTVEY,

~m

Package Manager ([>T ILINwTr—hiH D &S,
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@ | HDRP Updates in Unity 6.1 |

L>XTL7
Unity 6 Tid LY XTL 7 BUK OO DOFHEEEIC S > TIEIE SN ARENERE LT —o7O0-HHRET
nFxli.

—  XR YER—=FOHE:LVXTLTIF XR 7V —2a> e OEHEEDREEL.SEZTEHRTNAX
T—EBLEIL7I 7% FERLEY,

— Y IRFIOI—-SIILBRF LW RO IO —SvILTL FICED BB WYERTRIIDME
DAL 7 ZERTEEY,

— BROBLYXILTTFEYRLIUITLT7T7EYREMOL Y ITL7ROBRE L THERATES
KOO EDEMTZEN LR IL 7T IV M RIREICAD F LT,

— BRI STF=oavoR—k 7O -yl R THREPRS S5 —avbi i R— R &D
BABTL7RIEAAIEEICHRD £ LT

— SAME=N=SAREBEFLVSA A —N—S1REREICKD.1 DDOMRTEROIL7ICE
EBAERIFITEDTEXT . FOR/RERDSTAIMINTELYXTLT7 I IV MDOEREHN BRI
INEY,

Lens Flare Samples

Unity 6 TIEL VX 7L 758 (1ESNTVWET,
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@ | HDRP lighting and environments | HDRP Updates in Unity 6.1 | Installing HDRP

E2
=2

High-Quality Line Rendering (E@mEHZ 1L 41)>%Y) @ Volume A—/IN\—F1F |[Z&D. TBER
CUICEDEEEFA—NLBEMTERTIZLSICARD G CEENm ELE LT

TERCCDBEDMBICKD. FIEE CEEN B ELTWEY,

0.01 cm DY—RMETEEZERT 5B ZRLET,

JERCEDEDEZHT—7% 0.01cm ICT B L EELZERTIET,

IHIVEAELOEHEERIZEDHLL LOD E—RTE Ea—R—rDu/REIISCTEOERZHHIC
HIVTLET T—TAAMIT ZA—=230 h—T%FERLTERODEEZHIETEETX #ilgxo)—>
AR—ZADEERERL.Y BIIL VA VI SNBZERDEIGEEELET.CIUIKIDINTA—T UL
RRIDBLAEDET,
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HDRP O-1>X =)L

7OV T HDRP Zi&ETJ SICIE.HDRP Template Project {9 %H\ High Definition RP
NVTr—S BFHTIOAN=ILLET,

HDRP 7> 7L —MIGMEBRN—ZDFA TV IRE T A=A a— L BBEOYTU7ILLEEN
TV . EREDRENG IO/ ORBRELTRETY,
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All templates
Core
Sample

Learning

| Installing HDRP |

T L —RZ&B HDRP 7O T2 bDIERY

Unity Hub % B, Projects 27|81 L £9.New Project #2')w% L.Sample 27 IC#BEILT. T
7L —IC High Definition 3D Sample Scene #3EIRL £9,

Project Name Z A }]L.Create Project Z7')v2 L% 9, HDRP L ZDKIF/\v7r —CH BRI
ZAb=ILENFET,

Mew project
Editor Version: 6000.0.37f1 | & silicon LTS

»

High Definition 3D sample

‘Walk through a High Definition Render
Pipeline (HDRP) demo and learn how to
develop state-of-the art graphics on high-...

High Definition 3D sample
Sample

. VR Multiplayer
~ Sample &8 Read more

MR Multiplayer Tabletop Template

Sample )
Project name

My project

Cinematic Studio

Sample Location
fVolumes/

Universal 3D sample Unity Organization
Sample

Create project

Unity Hub 55 HDRP O3 =V b2 {ER L £ T,

HDRP OF&)1> A h—)L

BEO7OSTIMNI HDRP Z%EBMY3H&E Unity FOPTI=E Window > Package
Manager |[CBEEIL£Y,

Package Manager T.RFOY AT XZa2—H5 Unity Registry ZEIRLET, /N7 —JJRRT
High Definition RP ZiRL TEIRL £TS

Install 27 )w o LET. TT—HDFEELIIFEEIF.HDRP Wizard ZEBALTCEREDHEEZEELE T,

HDRP O 7AT LY MREDFEMICDVWTIE RF a2 XD Getting started in HDRP B LTLE I,
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HDRP H> 7L —>

Unity Hub "5 AFTES 3D Y2 FILo—UId HDRP DAFIRTYIL—hFOP T TS, COEE
7Oz IMEI VWO THERECA—RLTUIZ7LYRELTGERTES S M ITA MR —LLARILTTY,

COHARTIZ SOOI b= ERALTHDRP O T £ L ZHAL X,

3D HYIIN—VDERFEERT TV —TL—L
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@ | Installing HDRP | HDRP sample scene | Project Settings |

INSBEBEDNVDBHEDN ST RO TED. FATA VT DRENER S 3BEDOIUTHHDET,
HHAZRTTAL I3 FITAMNI HRHRLFELCRETHS 100,000 JLIRITREINTED.ZEL
BOZAT4 7 BBICEDETHAXSOEBEPBESNTVET,

WASD F— ¥ <Y I%FERLT.FPS Controller ZBBIS 8 THELLD,

—  Room 1 (3. EEENSDOBAKICBSENIAFDOEE T TA—ILICEST AT ) —bDKICE
PKIEEDDEMENTVET,

— Room 2 [ KEBNSHKRIAANIYIBHDOENELAH HIRAT—ZAREEICIEEELEIT)
TILBMERETNTVET,

—  Room 3 (F.EHDATEBCIZIYIIITUTILDOTARILATT,

HYTNo—2IE 3 DOBETHERINTVE T,

HDRP 3D > 7L —> D ICDWTIE. CBE56 07OV E #8BL KTV TV L— Do —Y>
[CDWTERLSEHEALTWLVE 9,
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@ | HDRP sample scene

0 ZOMOD HDRP O > F)LaA> T2y

FUTNDEBIE OS5 MOTOPTIBRTHBERIIBED,

[Time Ghost: Environmentst > )L/ S —JICid. Unity OBREIRIZTETime GhostiBBICTER ST
BD12ohE £NTULE T, Unity Originals F— LW DB S — AR D= I DOTS D Entities / Vi —
CBINY = Z EDESIERLIEDFELLR TLIZEI V. COTETIE APV 17124, Scenario Blending.
GPU Resident Drawer %\ Unity 6 ¥ HDRP ORHORXEARNBEEHALTLET,

e

Time Ghost: Environment

Time Ghost:Character B> FILINwr—J18 T Time GhostiBICHER SN TcF v S92 —%BNLT
WETCDFYSIZ—II IJORZT IA— A= 3V SE3EMFBEETIERIAETDIHDT. [The
Heretics®TEnemies) TR 5M% Hair System I[CEDVWTHEBERINTUVET, [Time GhostiFlIfE DFF
#ICDOWVWTIE. TBE5 M Unity Discussions D3&fa #2RLTLEEL,

Time Ghost: Character TIZOXZHHMNIED EIFTULET,
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@ | Installing HDRP | HDRP sample scene | Project Settings |

lEnemiess7E7OV b IZIF T RILBABEDFvZ 02— DN T TIF R D ZIEERD T X —
LA EEREBELEENTUVET. COTEIL Probe Volume L1 hL—2 IR %EEALNVIDIA @
Deep Learning Super Sampling (DLSS) D#A T+ THR—rEHEET DL T AK FIRETOEEEZ
AIREICLTWVWE D,

FEnemiess T EIFARICIEDA EFNT-REHIHFETT,

Sponza Palace Atrium (& J 274y o FO05Y—X7—T1 AMILLFIATNTVWETL.ERCES
DIVTFORAZBERATED FATAVIDTAMNRERELLTRETY, CD/N—23 > HDRP TUX R
R—ENTWVET,

Sponza Atrium
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@ | HDRP sample scene

Asset Store H*5 Cinematic Studio Template -1 VX ;—)L LT BRBEIRIED AR 7 ZX—> 3 MR
DIEDFZZUVELLD. CDOTVFL— TR L SN L VAV T EBRNBRL AU VT O A
FROD AN —ESRBERREMich-L1ZF> T o avhrORE LTI TAVIDHEEZRZCH
TEE,

Cinematic Studio Sample
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Project Settings

Project Settings (Edit > Project Settings) ® Graphics. HDRP Global Settings. Quality (Z(d. K H
HHRVWERREDN VKO HDET,

& Project Settings

Adaptive Performance

Audio

Editor Scriptable Render Pipeline Settings

Graphics i@ DefaultHDRPAsset (HD Render Pipeline Asset)
HDRP Global Settings

Graphics

Input Manager
WEETET

Memory Settings

Package Manager

5

Preset Manager
Quality
HDRP
Scene Template
Script Execution Order
Services
Ads
Analytics
Cloud Build
Cloud Diagnostics
Collaborate
In-App Purchasing
ShaderGraph
Tags and Layers
TextMesh Pro
Time
Timeline
Ul Builder
Version Control
VFX
XR Plugin Management

Project Settings

25 Unity Technologies

Q:

Always Included Shaders
Size
Element O
Element
Element 2
Element
Element
Element 5
Element 6
Element 7
Element 8
Shader Stripping
Lightmap Modes
Fog Modes
Instancir
Shader Loading
Log Shader Compilation
Preloaded Shaders

Size

Preload shaders after showing first

scene

Always include

9
B Legacy Shaders/Diffuse
B Hidden/CubeBlur
B Hidden/CubeCopy
B Hidden/CubeBlend
B Sprites/Default
fault
B Hidden/VideoComposite
B Hidden/VideoDecode

B Hidden/Compaositing

Automatic
Automatic
Strip Unused

Currently tracked: 39 shaders 111 total variants

Save to asset...
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@ | Project Settings |

TS5 T4 VI REHTE

& LEB®D Scriptable Render Pipeline Settings 71— /L K| AT HDRP FREZFIFI BT XY
rOT77INEZELTVETY,

TOPTIRIUICIDES T WATFAT Y 2ERERTEET.E7 vy b RIADRET 7L
REEZWETVHIRIF BBV TSIV NI+ —LERAOREZHRETBOHOICFERALED.
TLAV =S EALICTIDERZ N TEREBDBEE LN ZRELICDTEER D,

ZD 3D YT o=t Settings THINA—ICHBVLKDODDNATSA TRy SIBEDET,
HDRPHighQuality. HDRPLowQuality. Z L C HDRPMediumQuality T35
&5(2.HDRPDefaultResources 77/l 4 —|Z|& DefaultHDRPAsset H'% D £7,

Samp Settings

B B HD

-
DiffusionProfiles Volumes HDRPHighQuality ity HDRPMediumQual...

3D VTN —UIIF B R EDOREDNA TSIV Ty EFNTVET,
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@ | Project Settings |

N

L=
X AE
Quality RETIERD/ AT Ty 2 ERICEBLICREDLNIA—BIEEEL5I093

D TEET. LD Level ZFERLTHED LIF—N1TS5107EyE ZBMLET.CN
I& Rendering 77> 3 IlRRINET,

O A~
nnE

~

all

Quality

Levels
High Quality
Medium

Lov u
Default

Add Quality Level

Name im Quality

0 ble Render Pipeline is

Rendering

Renc

Every V Blank

Full Res
Forced On

me

Async Asset Upload
Tim i

Level of Detail

REEEDRLHORELNILVTNA TS T7 YT T4R—MLET,

TIAIWEREZNAREZIAZXLIEDBELANILZEMLIED LB T EBMONA TS TRV E
RT7VJTEET,

RELANIUINATSAUVHATT T4 TREICBESTUVBREDE D7 ILkREER L F 9.7 21 DD

TPV =23 EBDI STy VAL NIV ER TEE T T2 LEICIE T LAY —D N\—FUT7IC
BOETCTIT4TBRBALNILEERTEXY,
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@ | Project Settings |

Quality/HDRP O 710> 3> T RBONATo51 VR EZRE TE LI Project T4 RITINAT
SAYVTEYREERL A VARIA—CREZIRET I HTETED,

© Inspector
B HDRP Higt
HD

.

Rendering
r Buffer Format R16G16B16A16
Deferred Only

R8GEBBAS

Maximum LOD
Medium
High
Decals

Dynamic resolution
Low res Transparency

Lighting
Lighting Quality Settings
Material

Post-processing
Post-processing Quality Settings
XR

Virtual Texturing

NATSA 2Ty OiRE
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@ | Project Settings |

@ HORP DB

N TS T Y b TELDOEBEE BT NULTBIFESHBY —IABEIZRICIEITEEETL,
—HREICIF BB T AMRARIRT ZHICHNEBRHDOIE T EFERTILSIC. 7O/ a&#EL
LETAEREENHZIBEIFI A TICTRIZET NTA—I VR EEHTIYV—R=ZEHHTEET,

FRERIGEIFENICLTOEER VEEEDHEPIIRDEEDTY,

—  HDRP Asset N: 71— /L EFMREEREGER/NY I TTA R /T TRATINR T TARARNZ,
SSAO.SSR. AVARI IR R aX M)y I BT =TT ARF ¥R 5 ER

—  HAXZD Frame Settings (X1 AXS UTL I3 R EDBENBRRICEDNDI XS,
FrlINRELBRIEDNZEMDHAT) B: B RAN IO RN IO E SR
Swyay UL ayyO-J FmlILooaryyO—J . EvIR1IL T IINA

INTA—XVRAALDT=8® HDRP H/EICDOVWT FILIFCESDTOY5EEZ BT,

A\ Y E)—L',_I_|
HDRP 70— /\)LEZE
HDRP Global Settings (HDRP JO—/NILERE) U3y (Ffid/N—23> 12 £DFid> HDRP
Default Settings) |&. 7O TV MDR—XSA VERELZRELEFT. AXTOMUEICIGCT. O—AILE
721 0—/NLD Volume AVR—R b Z2BBETZET.O—VADINSDREE EEFTTZI D
TEEY (TEED Volume &),

Global Settings 1. & EBD 74 —ILRTEZSNTWAERDNA TSV Ty MR ESNET.CC
TTIAINCDL IR TELIVRANTOACRDA T a0 % RELE T,
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@ | Project Settings |

@ HORP EEDEML

IO IREEDH TUVBEICIBEICE S TUI TA—NILERENRO G EDMEERTIDEXTAY
FEA VIR ET B ENBBICHRBIBEDHD T, —EBDKEAEIZ. HDRP FO—/NILERE D
WSS B FT VIR IREANCLEBEWVWEL IR TENEE Ao

LBV TDNTA—I VAR EVFERAEICEREZS XM N D270 MELEEEDH»%Z
BICLTLIE TV £ BRICIE LT Volume Profiles ICR RSN 3R E D H 1L Frame Settings
ICRINESNZEEDH DX T,

HDRP DI EFHRMEREICDVLWTHANBMEIE. Project Settings DA LICHBIRERTr—ILR%ZER
LELLDRRITARDBEIETZ/NRILDAITIREND L SICBDARRABIEBARTINET,

@ Project Settings

£ Project Settings

a refraction|

HDRP Global Settings HDRP Global Settings
Low Resolution Transparent
Ray Tracing
Custom Pass
Motion Vectors
Opaque Object Motion
Transparent Object Motion
Refraction
Distortion

SUSESIS SIS S SRS

Rough Distortion

Custom Post-process
Stop NaN
Depth Of Field

SIS

:S

HDRP HBEZIRERL £ 90

HDRP JO—/NILERETHEZEMELTH IR TOAXTTVWDOTHL YA VI AEEICR 501
TlddH D £t A.Projects Settings > Quality T Quality LRILASBEIRENTWVWBL VA —/NAT
SAVTEY D EOMEEZ Y R— ML TWA EZ RT3 CDRBETY,

BIRIEAATHR)AX NIV IIZIRZEL VR T TESDLDSICT SICIE. HDRP Global Settings
> Frame Settings > Camera > Lighting & REBMBL 2V E—NA1 TS 7y D Lighting
> Volumetrics Ol TYIDEZZHENHDET,
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R)a—L

HDRP & Volume 7L—LT—=7 ZEALEI.COZRTLTIE. O—2ZREL AXSOAEICELE
TREDRECHEZEMLTEXTILLXIE.TD HDRP T FL—hLAILIE3 DICHHNTED,
ENTNIRBED ATV IREDBD LT ZDH T KEEDR L DR 21— LHRBLTVE T,

ETNBNUCTATA VI REDRBEAR—R R 2—LHE >TVET,
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@ | Volumes |

AR)a—LkiEVolume OVR—RUMDEENTL—RRINA—FA T IMIOBTEFH AR a—Lld
GameObject > Volume XZa—N5. SV ZBIRT D E TR TET £, £ld BRIV R—
RUREEDT =LA TSN EFETERLE T,

Global Volume A
Cinemachine > Sky and Fog Global Volume
Camera —
Rendering > Box Volume
Visual Effects > Sphere Volume

Convex Mesh Volume

Visual Scripting Scene Variables

Center On Children Custom Pass

Ty eERLTRYa—LAT I I N EER

RVa—LAYR—MIEEDY — LA T MIBMTEZ O EENS R DT 20N EEEIC AR
2BEah B £, Light Explorer (Window (7> KJ) > Rendering (L >41) /%) > Light Explorer
(F1FTH27O—3=) > Volumes (RKJa—L)) ZEAITZL.O0-RSNTVWSS—2DR)a—L%
RO ADET COMVE—TJ1—RE2FERALTEFRARE TN TEED

@ |ight Explorer
Lights Volumes Reflection Probes Planar Reflection Probes Light Probes Probe Volumes Emissive Materials

Show Inactive

Volume Room 2 Skylight Local

Volume Global Global
Volume Room 3 Sitting Local
Volume Room 3 Corridor Local
Volume Room 1 Local
Volume Room 2 Local
Volume Room 3 Local

Light Explorer IZIF BAWVTWE S =YD IR TORY a—LH—BERTEINET,

O—AJ)Leoo—/N)L
dA>TFXMMIEDHLE T Volume OV R—%>b®D Mode %* Global H Local ICEREL £ 9%
JO—=NILAR)a—LIZBROBVWCSABR)a— LY LTERTEE I FDBEE.O—VRADIRTOD

AAZICFELFIHDRP T2 FL— =Tl LARILEIED HDRP BEDN— Z- 1 VolumeGlobal
ICE>TERINET,
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@ Project Settings | Volumes | Exposure |

@ v Volume

Mode
Weight
Priority
Profile

Visual Environment
HDRI Sky
Tonemapping
Exposure

Fog

Shadows

Contact Shadows
Ambient Occlusion
Bloom

Motion Blur

Film Grain

SRS NS NS SIS S SIS

2Z'8—/N)L Volume F—/N\—3510 R

Screen Space Refraction

Global

(0

B VolumeGlobal (Volume Profile)

Add Override

® New Clone

POQOOOOODOOO®O®O

O—AILAR)a—LTIF REZBERAIZRENLAR—RAZEEZLEFI . AFAFX—AVR—R V%
FHALTEREZRELEXT, D514 —ICE>T FPS FLAVv—d>bO—5—HREDYPIBRT1DEIEH
HIFENBEWVESIZTBICIE IsTrigger ZBXICLET,

CDTVTL—r =TI EBBEIC.O—NILEREZ A —/N\—F1 K93 BoxCollider =8 O—7AJL

RUa—LHBOET,

@ v Volume Room 1
v

Tag Untagged

A Transform

@ v Volume

Mode

Blend Distance
Weight

Priority

Profile

v White Balance
v Exposure

8§ v Box Collider

Edit Collider

Is Trigger
Material
Center
Size

v Layer Default

1

B VolumeRoom?1 (Volume Profile)

Add Override

o
d b

v

None (Physic Material)
X 0 0 5
X8 33 Y 16

FEWEIC.AFH— IsTrigger ICRESNIZO—HILARUa—LHHDET,
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@ | Volumes |

Room 2 (ZIF AR —ZADEDHRDIBS VSIS RERE AR 2—LHH D £ 9, [FEHEkIC.Room
I AODBEE. DD TFIFOBBOTOBRFINHZTITISEDNSHAR)a—LHEHDET,

BB IA TV IRETIINSVWR) 2—LZ2ERLEY,

SampleScene Tl A—AJLAR) 2 —LIZE>T White Balance.Exposure.Fog B’ —/A\—51RENn
FIATRMICA—N—FARETNABVERIF. TARTIT/O-NILDOT I REICTA—ILNvIEN
7,

VR TAHAASHEKEIF . JO-NILBEZF—N—51RF250—AILRVa—LICTLrv—aY
bO—Z—H M3 ETIEJO—NILREIBHINE T,

0 INTH—T VAT~

A a—AIEKEICERALBEVESICLTKETVW. R a—LDFHE (FL>To P kb .4 —
N—SAROHERY) ICIF.CPU OARXRMMEWVET,

N)a—LT7O771)L

Volume AVR—RVEEFICIFKRBOT—RIFEEFNFEA.ZDRKDHODVolume OVHR—ME
Volume Profile ZBBLET . ChiE. O—>%L VAU VITB-6D HDRP SREEZSLT1RXILED
ScriptableObject 7Y, TI . HLLWRY a—LFOT 71 ILEVERL T BICI. Profile 7«4—JLRT.New
F7:13 Clone KRR Z=FERALE T,

@ v Volume

Mode Global

Weight
Priority 0]
Profile 8 VolumeGlobal (Volume Profile) ® New Clone

Profile 74 —)LRTRYa—LTOT7 7ML ETIDEZZ N LAERLET,
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@ | Volumes |

RFFEAOROTOT7AILCYIDERZ B TEE IR a—LTAT7 N 2T 7AILELTERTS
CET HURIDOREZBHABLIED R a—LBTTOT77 ML 2HELIEDOLPT<RDET,

BEE-RRIRY2—LT7OT77IILICNMASNEBERBIE BEE—FER T LIEBRDEDED

Volume A—/\—2-1 K

& Ra—L70770)L TREEYN—EOTANTADT I MEICRESNTVE T, COEZRE
FBICIE Volume A —/N—=F1F ZEAL AL DREZNZAZIIAZALE T /LR IE Volume F—/X—
SARTIF AR a—LDT747. 7Oty VI BHZEETEIEY,

RYa—-LFO771I #HELI-5.Add Override 2w L. 7OT77AILEREEHIAZIIAILET,
THTDA—=IN—ZARIFERDESICHEDE T,

v Fog
ALL
Enable v
Fog Attenuation Distance 20000
Base Height 0
Maximum Height 50
Max Fog Distance 5000
Color Mode Sky Color
v Tint
Volumetric Fog
Albedo
Ambient Light Probe Dimm
Volumetric Fog Distance 64

Denoising Mode Gaussian

Quality Custom

Volume F—N\—=F1RELTDT+TDHI

Volume A—/N\—Z1 ROZTONT4—TIEEAICF v IRy IZADHD ZZTHROTONTA—D
REZEMLTEET . RYIXEEMDFHIZT B L HDRP T RUa—LOVEBEIMERINE T,

BR)a—LATPTIMIIIERDA —N—S1FZRETETET. ENENDA—N—F1 R T HEIC

LT ONTA—%ZRETITE I ELD All £7/2iZ None D> 3— AV EERTI A EATE
—ETYIDEZZ N TEET,
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@ Project Settings | Volumes | Exposure |

@7\ roI—sT0-

F—=N—F1RDEBMIZ.HDRP DEEART—UTJO—TY, T TV T DR EVWSHELREIBFZL
Tunid Volume #—N—S/ RHIBMELPILEDET,

ERLANILDOR) 21— LREIE TRLANILDR) 21— LDTI7HILEREELTERINE T T
HDRP T 7L hREN I O—NILR) 21— AISESNE T ENH A—AILR)21—LD “N—R¢
CLTERSNET,

@ v Volume

Mode Global

Weight

Priority 0

Profile 8 VolumeGlobal (Volume Profile) ® New Clone

v Visual Environment
+ HDRI Sky

+ Tonemapping

v Exposure

v Fog

v Shadows

v Contact Shadows
« Ambient Occlusion
v Bloom

v Motion Blur

+ Film Grain

+ Screen Space Refraction

e :
o :
o :
e :
o :
o :
o :
o :
o :
o :
o :
o :

Add Override
a
Volume Overrides
Lighting
Material
Post-processing
Ray Tracing
Shadowing
Sky

Volume #—/\—3- R%zf#EH LT HDRP #aE%ZEM

J0O—/NLRY 2—LIZESTHDRP OF 7AW MREN T —/N—F1 RENF T RIS O—FILR)a—L
(2L T A—=NILRY) a—LhF—/N—F1 RENF T, Priority. Weight.Blend Distance (#iZ£
I3m) ZERAL T A a—LDEEICER T3S EELET,

ED Volume AVR—RVMDIREDEZT/\vF T BICIdRendering Debugger (LR >4
FN\wH—) @ Volume 27 E=FERALET,
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@ Project Settings | Volumes | Exposure |

@ v Volume

Mode
Weight
Priority
Profile

+ Visual Environment
+~ HDRI Sky

v Tonemapping

v Exposure

v Fog

v Shadows

v Contact Shadows
v Ambient Occlusion
v Bloom

v Motion Blur

v Film Grain

v Screen Space Refraction

R)a—LDTNvY

Global

0

& VolumeGlobal (Volume Profile) ® New Clone

Add Override

a

Volume Overrides

Lighting
EVCIE]
Post-processing
Ray Tracing
Shadowing

Sky

FHRICDWTIEHDRP RFa XV hD Volume RFaAXVEDAR—2 ZBEBRLTIIEEL,

POPOOOOPODOOOOO

TLTa> T BRE

LARIILCECER DR ) 12— LHRERIZEDHSBT-DHDRP TIIAR2a—LBDTL > RAEREIC ST

WET, CNUCED R 2 —LEDBBHAL—XITBDET,

S84 L HDRP (FAATUBZE(IC &EHI7% HDRP SREICHE T B RUa—LZHIMLET,

Blend Distance |C&> T AR a—LDATAR—HCEDRERERMNI S 7T —RAVEIETT—RA7
#BIR T3 %EE L £9.Blend Distance DfE% 0 ICERTET D EEEICEB DB INE T EDESR

BET DL ARXTHEESNTEBERICAST-EEIC Volume F—N—=FARICE>TILYTA2IH

FgmENEd,
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Q | Project Settings | Volumes | Exposure |

Volume

Blend Distance

Blend Distance 2R LT RU2a—LEDDBERY —> 2 EELET,

RYa—LT7L— L=V FFREENELMBICIG L TR a—LEF—N—F1 REBAEHEBRENT
FFIA—AR—ZWICEHDAR) 2a—LHEELTWBIHE . Priority ICEDWT B ENER)a—L4
DRESNE T COEINAZTVELBEELNEEDET,

BEIF.HVEWNIEZDERSTE®HIC Priority ZBREICERE L £ 9. BARMICERE LR WS Priority
HRERLTHNISMER SNIEB TEREIEBNRESNETH. ENUL O TFHLAWVERDIELZ LD
HNFEY,

Ea v Volume

B VolumeRoom2Skylight (Volume P ® « New | Clone

O—HILRY2a—LHEET B4 1. Blend Distance. Weight. Priority #ERL £ Jo
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o
|
L L

HDRP (FIREHADSA TV ETINEFRLTES— LAV I LET. TDH RERDEE
i cELNTSLTONT— CR/EUT27aNT—HZHEHD T,

BLEZIERTS

BHIME (EV) IE. AXZD vy R—AE—K L FE (L>ZADBABORII. DEDKD) OiEAEHE
ICE D TRFBMETI FHEZRBEL L. VY RIENISAFDEATTAT—IL 2 EREEICIEZ 30
ICIEBEEEBEYICKRETINELNHDE T ES5L AV BROBEEDN A —N—F g T4 —IZHD,
FELLABWMERICOBD > TLEVET,

Overexposed Normal exposure Underexposed

BHA-—N—BHT7A— EEEHOLR,
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P

| Exposure |

HDRP (CH 1T 2B HEEIF. —MBANCCDRARI LD ETMIETIFFED FT,

[3,6]

BOBWENS B2 WIEXRH ETORE HEEE

BHENKEIBBIEENXTICABHNDHLBEDKDEBBVRRISEL T, BHIE 13 5 16 DF
EIZBEROBFORMIBLTVE T, — A B ADBUWVRZEICIZ EBHE -3 D5 0 BELTVED,

REOHASERECADELSBEEFIEFRERSLEL. EHELZARTEEY,
— JywE—RE—RIEBRE Y —EXIC IS TR

—  FE®D/LXEOSDOHYAX
—  ISO: T L[ —DRRE

BEEROBTIE.CNiF BHO=AR CIFIENTVE I Unity TIEIRED A XS LRI CNs OEIE
ZEET B THASHOETRALBRHEZRRTEEY

Shutter speed Sensitivity
Seconds ISO

@

Aperture
fnumber

BHO=AR
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P

| Exposure |

HDRP Tl . IRTOEHMEH EVI00 TRIFSNE T, CHUSKED ISO100 T7r)LL OREICEE SN
TWAIrxEKRLED,

@ ZiEDE B

ROFABERICFOTCRFOEHBELFHEINE T,

fnumber? [ shutter speed

EV = log
i 1SO / 100

BHOHER

CNIBEZ 2 LI BRBRT—ILTI BHEN 1 BAIEMT 3 & LU XICASKDOEDF7ITHD
LEYo

HDRP Tl . REBOEIRDBHICEODE RN TEE T AATPRAY—FIAVTTFIRIILEE IR
ETDIT T ZDEEHNSXRT—R2%BIR L. F B, vy X —AE—R(ISO Z4EFETETET,

Unity HDRP Actual photo

TURIIERD Exif T2 RICBHESDEET,

FDS5X T LEROHERICL>TEHBEEZHELF I Exposure #—/N—31K (&) FELE%E
FERTZE LR TENZERIS HBEOEREFCEHICAEDET,

COREZESCETUARNLDSATA VI ZRETIRICT ORI EEZSRIBRELTEATE
FIEDEBGZRLICBRIZCEHENTRBUNBLNEFEAN REOBTEICEDES LI
FOTCHNICHB LB FGATA I ERETEET,
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P

| Exposure |

BHOA—/N—F1R

HDRP Tld. & IE Volume #—/N\—=31RTT . A—AILR)2—LEFETO—/NILR) 21— LISEN
TBHRIETHARRRATAONTAZHETEE Y,

Mode RO F AT T IAT D551 2%FEIRTE £, Fixed. Automatic. AutomaticHistogram. Curve
Mapping. Physical Camera

Compensation Tl BHEZE AR TETF I, CNITERE. LA TEN-ERE ETIC "y
(FIEDER) BAITHEAEE T 37-DICFERTNET,

Fixed E—R

Fixed E—FTIX BHEZFF TRETET Y,

~ Exposure

Fixed

« Compensation

Fixed E—RODEH

Fixed Exposure XS4 —DEBONBEICHRDT I L GRDTAIV%2IIvITRETIEYE
DROYFEAIUHNRREINET (Sunlit Scene @ 13 H'5 Moonless Scene @ -2.5 £T)o 74— ILRD
EEEEOBEICRET R HTEET,

Sunlit Scene
+ Cloudy Scene
Low Sun Scene

Interior Scene
Moonlit Scene
Moonless Scene

Fixed E—FOBEO TV
Fixed E—RIZI VI TINREEICHDETIBEIZ FA TV IDHBIE—T 1 DOBHMET
WIETERR)a— Lo —2ZFERATIERICHRNTT,

Automatic T—R

Automatic (B&) E—RFTIEEE LOBEEOSHHEICIEC TEEIBNICRESNE T CDEREIZ.ARB
DENBIOZIZERS LTRERRITIREHNZTDLZIMERAELBTVETD,

Automatic E—RIZEXETEBITATA VI DRR T TENTI DN AASHIEBICEEVGFPIERICEAS
WSFRZRWc EEICBROBHA —N—PEHT7 VA —DERETELSHELHDET,
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@ | Exposure |

BH LA ZETREBERICING B7coHICIF LimitMin £ LimitMax ZERLEI. TR L1 Z1ToT
LN 2ETEREAEYSEHDOEERICRE TV MR LTS L,

v Exposure

v Mode Automatic

v Metering Mode Spot

v Limit Min

5
v Limit Max

s
v Compensation

Adaptation
v Mode Progressive
v Speed Dark to Light 4
v Speed Light to Dark 4

Automatic E—RDEH

Metering Mode ZY XA /S a>  CiAEHEZ L. TL—LRO DD = BBBEHICERT HRE
TEXY,

Adaptation E— R Tl BBVEFT AR WEFTOBZ A XSHBR TARIC.HBIELHZ DL SICEL
SEZDEHIHLET AE—RERAETZF S azFMALET ABDOB CRILESICIERICEWVG
FADSIERICBAB VIR (R7CIEEDF) ICAXTHBENTI L. ECZAULWTVWSON—EIChH SRR
BRBBEDHDEFT,

Metering Mode DA > 3>

Automatic. Automatic Histogram. Curve Mapping — R Tl&.Metering Mode Z#fERELT. 7L —LA
AD DR BHOHBEICFERT Z3hEHIEIL 9. Metering Mode IZRDESICRETEET,

Average: 7L — L2 ZzERALTEHZAELET,

—  Spot:EEODOFRIFOAZEALTELZAELET,

—  Center Weighted: EEIHRRDOE T I ZBHE L. TL—LDIHICADSICONTEEZIFHT
WEE7,

—  Mask Weighted:35E L7 &%k (Weight Texture Mask) #RLT.BHEAETIERICED
BVt Z2RmbHERTINZROET,

—  Procedural Mask: 7O — v LICER SN T IR Fv =2 BICBHZFHMEL £ I . A/ a %
FEARALT ROMIE.F R RO TEEETEET,

Center Weighted

Metering Mode @ Spot & Center Weighted
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Q Jolumes | Exposure | Lights

Automatic Histogram

Automatic Histogram E—Ri&.Automatic E—RZIHICRESEHDTI . BHRERICEBROD
EANISL ZHBEL RBBLEIEILCRDEZIVEI I ZEEBLET,
v Exposure

v Mode Automatic Histogram

v Metering Mode Center Weighted

v Limit Min

0.3072053

Limit Max

7.615147
v Compensation 0

Histogram

v Use Curve Remapping

Adaptation
v Mode Progressive
+~ Speed Dark to Light 4
v Speed Light to Dark 4

Automatic Histogram £—F

BHOHBEHNSIERICBVWEIRILEIEEICEZWVWE L EHER S 2 & T 7L—LRICHIRFICEES UL
EJvILPRRVWEIEILAHZ5ETHRELILEEHESONE T, CHUSLD BBV T —TTXP
B TUTIIND G0 LTH LRV TER TR BBEHIBZPEHRENELZ IEHDFEA.

Histogram Percentages S E =R T2 L. EANSLADIBELIN—ET—VEHBEICE F RV
T—REINTERLET BHRIX EXANSLOER EAHI S REHAZVEIEILERDEBLEIEIL
ZBRATEIEHTETET),

Curve Remapping ZEA T3 L. BHA—THBETY I TEET (8D Curve Mapping &),

Automatic Histogram Tld. EXNISLHRREICHZET L ZRICBHEZFTELET,
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@ | Exposure |

Curve Mapping

Curve Mapping E—Fi&.Automatic E=FDH5 1 DDNJVIT—>3>TY,
v EXxposure

v Mode Curve Mapping

Metering Mode Center Weighted

Limit Min

v
v Curve Map
v
v

Limit Max
v Compensation Sis
Adaptation
v Mode Progressive
v Speed Dark to Light 4
v Speed Light to Dark 4

Curve Mapping €—F

CORETIE A—TD X #IFRAEOBLHEZRL.Y BMIFFZ—7Tvhed3BHERLET.BHA—TD
BVl T IHBICERERREREERTEEXY,

H—TZEZTEHEHELEY,
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@ Jolumes | Exposure | Lights

Physical Camera

BEIZZELWAIE Physical Camera (BAXT) E—REFEE T3 HDAXATDINTA—2—EHRELP
TUMBLNFEEAS

Exposure +—/\—3Z- R®D Mode % Physical Camera (CH]DE X TH5.Main Camera ML £7,

v Exposure

« Mode Physical Camera

v Compensation 0]

Physical Camera €E—F
Physical Camera #E5ICLETo 1 Y ARIZ—|IRDTONTA—DRREINET,
B v Camera

General
Physical
Camera Body
Sensor Type Custom
Sensor Size X 36
Iso 200
Shutter Speed 200 1/ Secorv
Gate Fit Horizontal v
Lens
Focal Length 21.4515/7
Aperture
Shift X0
Aperture Shape
Blade Count
Curvature
Barrel Clipping

Anamorphism

XS D Physical Camera 7O/NT+—

BHEETEERDIZ.ISO (RE).Aperture (F {E).Shutter Speed T3 . BRADEEICEHE 35
BlE EBBRD Exif T—2HhoBARREEZIE—LET . XLIF.CESDREBE|IZTDHEF EE vy
A—ZAE—RZEICEHBEZHTEET,
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P

| Exposure |

@ Physical Camera DEFDMD/INTA—Z—

B CIFERERTI D\ Physical Camera DEFDOMDTOANTH HWEHBROAXSOEEIZED
H3EFICHEDET,

BRI Unity (B&TUMIDZLD 3D 77U —23Y) TIHEE . BRE (FOV) ZFERAL T AXS
N—EIRT TEST —LHRRADOEEZREL T,

LOLEBOAXZTIE EMEET 3o —OREISELVADERERICE>TREDET. B
EEMETZRETIDTIEAL Physical Camera DREZFER TR EBDAXSDT—2D
Sensor Type. Sensor Size.Focal Length Z AN TELXT. T —XZANTR L ETNICHIETDE
HRFOEHIEHNICEEINE T,

sensor |

FERIER, Lo — T X BMRFORGR

KEROBEEICEHOETERZRETRICIF. FDERI7AILICEENZAATDAZT—RZFIAL
F9,Windows & macOS DA T T IAILEIFHS Exif T—R%EFHAWNBEDNTEET, EDSX T
SNRDTL—ILREN—FVILAXASICIAE—TEXT,

AEGEICE O TUIAZT —EDSAXTDA—I—EETINRERZEL. EDA—H—DUTTH 1~
TERRE - A XERARBZBELNHDET,CE5DFEE ICIK —RBERE Y —T3—
IYEDEBLZDENRBHINTUVET,

LTFDNTA—=E—DLKDhE.Depth of Field (B 5EE) Volume ICRELE T,

Camera @ Inspector H'5 Focus Distance (£ iE#) ZHITEITE £ 9, Depth of Field Volume
J>R—=>kT.Focus Mode ¢ Focus Distance €—F % Physical Camera |[ZREL X7,
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@ Jolumes | Exposure | Lights

Bt v Camera
Projection
Projection Perspective
Field of View Axis Vertical

Field of View 26.9914

Physical Camera v

Camera Body
Sensor Type Custom
Sensor Size KN 36
ISO 200
Shutter Speed 200
Gate Fit Horizontal

1/ Second~

v

Lens
Focal Length 50
Shift X0
Aperture
Focus Distance

Aperture Shape
Blade Count
Curvature
Barrel Clipping
Anamorphism

Clipping Planes Near 0.3
Far 1000

Blade Count. Curvature.Barrel Clipping Z{ER L T. AXSDRDOFREEE TIT 9, .
Depth of Field Volume QY R—RVMI&o>TELZRTDRIFICHELET,

MBAASDNFA—E—ZERALTRODDIRERELELT.5 WPRORDDIBE . BEF (£) £IZMARF () ORTEZRETEXT,
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HDRP (ZI3. > —YRDAIL IR —2a>DFICRIIDEES BRI TDS1 MPERPARSIATY
9o

SARORAT

Unity DD L 2 R—NNATFZ1 2 EERICRDEA T DS b 2FIBTEET,

—  FALO At EREICIET RN SORDLS W AR T RENEE ALRE A
FATHBTTTALI23F N5 ME B<DBE BRELTEASNET. — BN BHO
=Y TR CNDEF—EBBTTRTT,

—  ZRRYMBERHEROIRYESAMMIBUTEDHE . EFIYR RV IRV TERDHD T,
2Ry MEBTA Z #ISB-> T A#/ESSYRIZRO Ty PICAD>TEETVWEE T,

— FRAVMZERROHZ 1 KDSIRNTOARICKERDOEHFRET AT IVFIPFrURIL
BREDBFHRISBLTVE T,

—  IUTHREOER FEF.Fa—T T1RY) OREDSHERELET. TVT I MIRREIAT
DL PREDIBENG—THIEHIBIRICEVTOERICELTVED,

Range ZEAL T RARYSSAMRAVESA M IUT A2 EDLSICHRETEE D ZRAETETET
%< @ HDRP Z1 MIREHMRDICREF L SICGE 2 FDOED IO THARLET,
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@ | Lights |

N
AR
ARYRSARETITSAMIIE B MOREAZEFIETZ/-DICMEOERMNEBMINTVED,
HDRP DRy bS5 hTld.3 DORREFERATEEXY,
—  Cone ([iff) |1 RO SA#MFALN DN ERELE T AETIEE T 5 Outer Angle &/\—t >
T—JTHEET S Inner Angle #ER L C.AHOT EBEICLZIBAREAELE T,

—  Pyramid (EZ3vR) (3.1 S5 EA#R LN E%F L EJ,.Spot Angle & Aspect Ratio
(FPARI L) 2 ERLTHAHORREZHAELET,

—  Box (RYIR) IF R 2—LEEAE—ICHZRELETX 11X Y XL TES
CBBRAFZED T Range IC&>T Y RnzilE L 9, ZDHid.Range Attenuation H4>
IZB>TUVRITHIERELARVD T Ry I ROERATHAN DI 2L —23>HT5 N TE
ESE N

Pyramid A

HDRP DRy b4 ~DRZIR
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P

| Lights |

HDRP OITU7 S+ TId 3 DDOERZEEATETET,

—  Rectangle (}8/%) & BBREOFZRHDSO—NILDIED Z ARl Range TEZBINI-EHEETH
ERELED

—  Tube (Fa—7) 3.1 KOEHSLAAEIC.Range TEZESNIHHF THERFLET.COSTH
| Realtime Mode TOAERTEET,

—  Disc (7 R7) & ABFERHISO—HILOIED Z AR Range TEZIN/-HE X THERE
LEJ.ZDF ik Baked Mode TOAERTEET,

Rectangle

HDRP OIU7 51 hDFR

BORE

HDRP DIANTDEATDFA M T bOANREZEZRT S Emission TONTAHHBOET,

Emission

Light Appearance Filter and Temperature
Filter
Temperature

Kelvin

Intensity

Lumen
Range
Indirect Multiplier

Emission @ Light Appearance 7ONT1%2ZELE Y,
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@ | Lights |

Light Appearance % Color |[CHIDE X2 YRGB h7— %ZIBETT XY, £/zl&.C 1% Filter and
Temperature [CZE L. SOYIENICIERART—2E AT TEET,

BRETR.TILEVEE ICEOVWTEBZ RELEFIFH LU AT eBHOF— Mo —M%
SRLTIESL,

Candle Incandescent Fluorescent Sunlight (noon) Cloudy Shade Blue Sky

15000 K

TIEVRETREINIEBRE

MOBZEMLTICIILA—DLSICERASESZZCT ROBEZFES> TSI MIBEMITEIEHTE
FI. NI REOFEERETHI— VLI E—%ZERT3HELLITVETD,

BN 7a/N T+

Inspector DFONTADELICHZ EDMDTATLAZ2— () OTICHEELZRI>FO—ILHLK
DHAEBRINTVETEBMDA T a>% B 3ICI13 Show Additional Properties %3&iRL £,

Affect Diffuse %> Affect Specular DM IILHHDFT, Fo e ZIE AV —2PHBEIDO LSBT
TAVITIFBABZWNA ST L EFIEHTZ5M KDY IR ETATa—XSA b 2ER TR 51 M E
FTREHNTEET,
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Color temperature ewin
6 & g ’_ \\\ Y _\ 1 ,_ o’
1 ® L % -

Candle Incandescent Fluorescent  Sunlight (Noon) Cloudy Shade

1,900K 3,000K 4,000K 5,500K 6,500K 8,000K 15000K

Directional Light Intensities .q
(L NP
-, -0 -
- C = 29
Dark Night Moon Low Sun Cloudy Sun (Noon) Sun (PBS Sky)
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Local Light Intensities rumen

A A I
1 i “*

Candlelight Decorative Light Interior Light Exterior Light

12Im 300 Im 1,000 Im 10,000 Im
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- ¢ -
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Luminaire Product Information
Manufacturer
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J,Lighting Scenario &, >—> F7zI& Baking Set DUVWWFNHe—HEEZ A TEET,

BZIFBRCERAD 2 DOFAT42 7T IFAZERTEEI ATV ZFRALTUIURAIALIC 2 D
DS FI)FAEYIDBRIDT LV RLIEDTEE Y, T7rZ—Tld.Rendering Debugger ZERL TR
FLE1—TEET,
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@ | HDRP global illumination | Light probes and Adaptive Probe Volumes | Shadows |

ST 1> ZBREFIYIDE X 2D TIE%RL,
Scenario Blending ZERLT 2 2O
Lighting Scenario Z#RRICYIDE X &
DERICEILIEZENTEEFT . O
ICED RBAE L ZER L. LDRARKRD
—— BBBROYFA NPT RED
Lighting Scenarios LD EREICR D E T,

Ucclusion settings

FLCEETR4S Lighting Scenario %M,

Lighting Scenario 7wk ERT 3I21E. 72717 7% HDRP 7t MMI#E L. Lighting >
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@ | Light probes and Adaptive Probe Volumes |

Light Probe Lighting > Lighting Scenarios #8ICLE I, RIS AR IERZ/INTIHLL
Lighting Scenario 7wt EER L £,

1. Lighting 7> Ro® Adaptive Probe Volumes /N ZFHAZEET,

2. Lighting Scenarios 2> 3>T.Add (+) RZ>%3&EIRL T, Lighting Scenario 7t %3810
LEd,

3. Lighting 7> KU, Adaptive Probe Volume 27D TIZ#%% Probe Positions H
Don’t Recalculate |ZFRESNTWVWAZ EZREFELE T, CHUICED Unity 1370—TDHIE%
EERTICTATAIDHZIRAILET TO—TDUBHNEEIND L BRI TN
SFUADEMICBBEREEN H DD T,

Lighting

Scene Adaptive Probe Volumes Environment Realtime Lightmaps Baked Lightmaps

Probe Placement
Recalculate

v Don't Recalculate

Lighting Scenario ZfEMd 2 L Eid. 7O—T DB EBHELAVWTE S0,

IJZ M5 Lighting Scenario ##IRLTEXIZ L. Generate Lighting ##3RL 9, HDRP I B %A
Lighting Scenario IR 7#ERZFRELE T,

STy T EERLTVWARWSGEIL Generate Lighting DB ICHZ ROV THTVRZVEFERLT.
Bake Probe Volumes %#&ERI 2 HTEFET,

ProbeReferenceVolume APl ZERL TS 21 ATHREFER TN TS Lighting Scenario Z&E L.
BlendLightingScenario APl ZERBLTZENS5EZTLVRLE S,

Rendering Debugger (Window > Analysis > Rendering Debugger) %&£/ L T. Lighting Scenario D
BREILE2—93ZHTETEI,.Scenario Blend Target % Lighting Scenario IZEZ%E L. Scenario
Blending Factor ZFRLTIL Y REHREZERLE T,

Scenario Blending Factor (& . R12 L7 2 DDZ0 TV RER DM EFIEL £ 9, Chid BHA9%
BEFOMR ERNEENDEBR. A——YNDORBZ 1T DFERUMERTET F,Scenario
Blending IC&>T. Lighting Scenario DZEEEFICZER "/\w" LHIDBEDHB LK BOD THRAISER
THBZENTEET,
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Scenario Blending Dlid. Time Ghost: Environment 77tz b THEER CTE £ 9 — Z Tld. MonoBehaviour
IC&>TR%A S Lighting Scenario "7 LY REN 1 HORRIBBICEITRRL—ABREBE > Ial—+
LTWEY,

Lighting Scenario ¥ — v —

SYRA LTV T+ 77 Lighting Scenario ZZE 895 HDRP (51 M O—T RO T—
RDHEEBELET CAXN)DBEH. T FDEE. XIFEBNLDEEICIF. RV 2ERTS
RENHIBZELHBDET,

BE LT Time Ghost: Environment #>7JL®M ScenarioManager X7 F+ZBBR LTS,

APV ORIEZIEIET S

APV 37O0—T7%B8NICTVYRICEREBI 3D BREBICLO>TLUAV Y I IS— I EETEIEH'DH
DEJ,

TO—THBCHAXNIORBICH D EDY LTI ITLADSA T ENTVWRVEREICH D &
WRTO—THRELIEERSATAUIDHITFONETRRELTAREB B VIO HEE B>
oD EDBICBRoTED T BIZENBDET,

OB TIE. 3D Sample >—> DK FICEEEB SN EN A TO—TH\ AT LD FERICHEWTT—T0I7 Ik
EREIETVET,

BHARTO—THBVT—TI7 I ERETETVET,
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Q | HDRP global illumination | Light probes and Adaptive Probe Volumes | Shadows |

ITAE— I TIZALNT =T AH NS OREZRELTEET 37DDY —ILH VW OH AR
TNTVEY,

—  Rendering Debugger:Probes Volumes > Debug Probe Sampling ICB8 L T EEDEIEIL
IREEEZTWRTO—TJ5RRLET,

— 7A-78ERhERE: Lighting 7> R0 Adaptive Probe Volumes /N®)LICBEILET. NS
DREZFERALCETO—TOFv T F v RAVbEA TV L BTV I EHRELET,

APV (LT3 NI TNa—To o IDM BRI H BB ERRZ VW ODRTHELELS,.

\mIh7e TO—J DELE

FLBBMED 1 DI OAAXNIRICTAO-THERINBETI ATV MNOEERZY T IV
370 ATV IDELBVRIBEED B D B E R B ENE T

rS>DILSa—T1>% Il .Rendering Debugger (Window > Analysis > Rendering Debugger >
Probe Volumes) Z{§f L 9, Display Probes 7+~ 3> % 5%l L.Probe Shading Mode % Validity
ICERELCEMRIO—TJZaRIELED,

ERDOITIF T —LE2—IC APV DELZDTO-THRRINE T BIETO—T 3R\ TO—7
FFRTRIENET,

Rendering Debugger (L>#) YO F Ny H—) ICEH B TO—THHRTRRINET,
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BEDT—T4777 DERLE->TWSAEEMDH 2D D% EET SICI15.Debug Probe Sampling
ZEMICLET,>—>2Ea—T Select Probes ZERAL. A FIILOEMEZI Vv ILET.CDT/NYT
Ea— Il BEDEICIICHEZEZTVWS TO—THRRINET,

Probe Volumes
Subdivision Visualization
isplay Cel
Display B
Probe Volumes SotlBl R L
Probe Visualization
0. QO
0. 00 0. 00
[
0. 00

Debug Probe Sampling 73> TiE BEORR L H>TWSTO—IhRRINE T,

Probe Invalidity Settings (Lighting 7-r>*F>® Adaptive Probe Volumes /\7/L) ZF% LT &%
TO-TICEBBEVEHZEELE Y,

—  Virtual Offset & FHGHEIBE L TIAXNIOMAICHZEMBMABEIRL. ETO—T DX+ FFv
fIE%* 5L %, Validity Threshold.Search Distance Multiplier.Layer Mask 7 D&E
FRERLTC.JO0—JDERE%*HELEI,.Geometry Bias |IT7O0—J%FABOXREHSEL.Ray
Origin Bias (370 —J L1 DM EZ AR L . EBEEZED T,

—  Dilation BEIFGAKOBHABTO—T D171 07 —RZ2RALTRELTVWST—2%EDHD
CECEWR T O—JZBIET 2DIZ% I 5 %9, Search Distance. Validity Threshold. Iterations.
LV ZOMOILRBEEZFEALTCCOTOLRZHARL. TO—TORIEICE T2 BE Sz
filIL 9. Squared Distance Weighting |Z. A LIS 1 71> 0T —2%ELDBRICTLURT
SEER

SHEHESL.BEVLEHSE XD ET Prove Volume R L%, Virtual Offset & Dilation IZ55%
NRATUNIBIZOBREL.TUALLDINTA—IVRITIZHELFE A,
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Q | HDRP global illumination | Light probes and Adaptive Probe Volumes | Shadows |

Probe Invalidity Settings

Virtual Offset & Dilation DFREZAELI&IE. T—T1I7 I DB TVET,

1) —JDIELE
R TO—IICEBRVH LERKIC 51 M — 5" 1. (51 MO T EORFANCBH B ) DA KR

DBIFRZBEVWSA N TO—Th5DHESAXNIDNZITE T EEICHRETBRIBEMEDNHDZT7—T
T7URTY,

CHUXFIERD APV BECEEN—HLAWVGRICEEL ARIEITERTHIEZNBOS 1A
BBLIKSICHEIETNTRABHERTY,

© 2025 Unity Technologies 94 of 284 | unity.com


https://unity.com/releases/lts

@ | Light probes and Adaptive Probe Volumes |

FAR) =T —T1T77 7R LTHRNED,

FAM)—DI3BBIETDIETEDTEIRFATEC. EPRHADBALICIIRNEIAPV (5 1H
T7O—J=RANBIT VY RICEREY 37 TO—THEITEDBD IO BBB AT I ITUTD
BRRICEESNBRVWI D HDET,

SAM)—=OEBIETBICIEIUTOREEFERLEY,

—  O—J%&DBEYICERETROICEZELLET. EDERHIFHFANA J)yvo o7O—J/EE
BHOADKESICERFARLEY,

—  Adaptive Probe Volumes Options F—/\—51F (&) ZERL T FUINBE=ZREL XY,

— Rendering Layer Masks (&) ZBMIL T AT IR LI VY—CFO—T%=FEHRL
BWEKSICLEFET.

— Baking Set 7ONTZZEL . 7O—THRCRRERMZRELLE T,

Probe Adjustment Volume %fEfE$ 3

Volume X7 LICIE. Probe Adjustment Volume Option #—/\—51 K HHDFF, DA —/N\—F1K
ICED AR TO—TE APV ZRAMICEIEITE 3L 5ICH0D O — OREBRRICH1T5TO—TN—X
DIATA VI RHETEET,

Influence Volume (1> 7L TV ZARUa—L0) REEFEAL T EERX 5 X5 Box (v X) £7-I& Sphere
(R747) ZEEBLETRIEE IO EOFE. TO—TOEWE=HETS E—F &R
LY,

— Invalidate Probes: 7O —JHh B LTY— 20 SN SA TV DOHBEICEAS LD E T,
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@ | Light probes and Adaptive Probe Volumes |

—  Override Validity Threshold: 7O0—7OEMEHEDLEWMEEZZE L EMARTO—TIZELS
T—T4777hZR5LET,

—  Apply Virtual Offset:Lighting 7+>RoUOO—HJL{RIEA T v D Rotation & Distance '
F—N—F1REINET,

—  Override Virtual Offset Settings:Validity Threshold. 7O —7%G< DY —T7 T XA 589
Geometry Bias. 7O —7' L1 OBtR = %A% 9 % Ray Origin Bias O Lighting 7> RUREH
F—N—=F1REINZET,

— Intensity Scale:’R')1—LRDBEZIERABRLET,

—  Override Sky Direction: 7O —JHh'ZEDRED AR ZERATEILIICLET,

—  Override Layer Mask: &% %73 70— ZEIRT Z7-DIZFID Layer Mask ZERATEET,
A=Al AXTHR) 2 — LD FIEABICH I HBEICDAH T —IIFE L £T,Understand
volumes (FRUa—LEIBET3) EXU Probe Volumes Options Override reference (FA—7RUa—L

FFoarA—N—Z14RDUT7L>R) T.Probe Volumes Options (FO—JR)a—LAT3Y)
BREDFMEERLTLIES L,

i + Probe Adjustment Volume

Influence Volume

Probe Volume Overrides Invalidate Probes
Override Validity Threshold
v Apply Virtual Offset
Override Virtual Offset Settings
Override Sky Direction
Override Sample Count
Override Rendering Layer Mask

Intensity Scale

ZOF—N=F1RIZED. S TO—T L APV ZRFRICHIEITEE S,

= H DIELE

%3 2 207O0—TT IV IDEENELD L MEIBNRN. ATV T DEBRHRARELET,
HDRP [Z#t TEZBEMIICEEL XTI ENTHHERLAZWVEE L Adaptive Probe Volumes Options
Z—/N\—54 KT Sampling Noise #ENICL T BREZENTEET,
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@ HDRP global illumination | Light probes and Adaptive Probe Volumes | Shadows

TO—-77VyIEo#EE O,
Baking Set OTOANTATO—TJBEZRABRIT BT II1 TV IREREISICRETEEX APV

DEEDRKFINRAIRICRETED. ATV I DREREZITOAMICHBTSZZLT . O—>D
L) R ERAIETEERD,

Volume

+ Adaptive Probe Volumes Options

Sampling Noise ZFHEE L T FEZBELET.
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Rendering Layer Mask

APV ORSFEHEEIETEHS 1 DDA Al Rendering Layer Mask (LRI LAY —TRY) %#ERT
% & T9.Rendering Layer Mask | BhEY 2 7O—THSA TSI MDSA T I % T TIVITS
1eDDTAIINEZ— LTHEBEL. MR — 0% RS LETL,APV IF&RK 4 DD Rendering Layer Mask %
‘U‘/T:— '\ Lai?—o

SARRAIFGALDA TS I MBI WTEZO—TIC Rendering Layer Mask BB EIIICEID YT
SNFETIHFED Rendering Layer Mask (fl:"Interior") AR ESNAT Do bDELDTO—-TF.
ZDLAV—ZHEALET,

SURAL LTI AT T ME Rendering Layer Mask 22892370 —Th6DH 1TV T %>
T LET,—HITBIYRINRODSBVGEE BBICHZBHBRIANTOTA—ThoH >V
TN,

FAR) =V DO—RINBRIRRIF FA1 T VI DAREKERZIAB I O—TAFTO—T OB TE LA
TLYRENBI LT, CNERAST-HIC. RER S EBICAIZ D Rendering Layer Mask Z1ERTE X7,

CDBERFEA T 3ICIE HDRP 71w T Light Layers ZB3ICT 20 EBHHDE T,
APV O Rendering Layer Mask ZB#hIC 9 3ICIFRDFIEERITLET,

1. Mesh Renderer 1> /R—3>FTL>435—IC Rendering Layer Masks ZEIDZTHT,
2. Lighting 7-r>RU%BAE Adaptive Probe Volumes > Rendering Layer Masks IC#&1L &7,

3. UZRNIZERAK 4 DD Rendering Layer Mask #E|D Y TET R IR S FO—TIHELD
FTPTUMIBIVWTIRIVICEIDHETENET,

HDRP Ti&.Rendering Debugger ZFERLT. EDLAV—HA TSI MIBIDYTSNATWSH %R
HIETEET,

—  Material 2712 E#LE T,

— Material 7-r—JL K% Common > Rendering Layers |Z5%EL £9,

APV ICEITBRDAFIN—T3>

APV DRNAA VW= 3 V3 OEFPEONIRE (FRILEBE A —N—N\VTDTFRYE) T
DEDHDFZEZ ST LT B ZFNICHBLE T CNICKD KD TIIL BB ZER TS,
EDORXBZEHEORITBVEHICE T 2BEDRBZ T ZHTENTEED,

TYEIVNTO-T BIVRALICEFTIZH BHSEADBSHBYIDER R EUTILEA L

TDSA TV T DEBEEHAIRRICHRD X CNICKD APV DA ZFERLTRROY IV ZSIal—k
TEEY,
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@ | Light probes and Adaptive Probe Volumes |

ANAFOIN—23>00FRE

AAAAVIN =230 BMTBICIE

—  Lighting 71> RJT Progressive GPU Lightmapper #8E%hICL £ Progressive CPU %1
BALTWVWRIEE. COKEEIFT R— SN EE A,

—  Adaptive Probe Volumes /¥X%JLT Sky Occlusion (ZH-1#2)L—3>) #ERICLARa—L4
ZFENTILET,

CNZEBMICT B L EDSOEENGHDORITIRDEZ R IBNANIA VI —IaYER.&70—-7
ICEBMTRAIENET . CNRETVEALICTVEIV NI O—TDEDOELEAEDIN ENELT
BLEFICEHEINE T,

FIVBRALICTVEIV N O—THEERICEHFSNDLSICTBICIF Volume Profile Asset ZRE.
Visual Environment > Sky £ 32|C#&1L. Ambient Mode % Dynamic (CFEL £75

Default, TransparentFX, lgnore ast, Water, Ul, Not in Reflection

Lighting 7> RJT Sky Occlusion #7>a>%BcL T,

ARAFIIN—=23>DT NI

ARAFON—230h APV SA TV T8 D& 5% 2% 5 2 3h % Rendering Debugger TRI{R
1t TE £ 9. Probe Volumes 27> 5> TC. Display Probes ##&%/1_L.Probe Shading Mode % Sky
Occlusion SH ICEEEL 75
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Probe Volumes Probe Volumes

on Visualization

cclusion SH

None

Rendering Debugger (LY AU I TN\ —) TRAAMAIIN—a> =T N\vILET,

TOBETRAAAFIN—=2a=BNCLIGE () CENCLISEE () ZHBLTIE SV XA
FON—=2a>EEBMCTIE HABBROTO—TIFAZKRIO—2DOIA AT TES N
TO—T 3B D EOREN RS AT I D EYISHIRENE T ANAF VI —Ia BT B L.
TRTOTO—TTEDSA T4 IHE—ICB D REOEFEN T BARICEAZKRZIEY,

Sky Occlusion enabled _ | Sky Occlusion disabled

ANAFVN—2aYREZBMICLISHE () LLBWEES ()
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COEWVMI.EDSESNIEIH TROLDBEETI AAMAIIL—ardiIR1osnde. 7oET VR
7O0-7 OEBIZEDWVWTO—>DI71T4 VI HEFHINETHDRP Tld.Skybox (RATHRYIX)
E—RTIF%<. Color (H5—) E—RZF /I Gradient (F557—3Y) E—REFEALTVWRIEADH.
TOEI N IO—TNITILEALTEHRINE T,

ZEDFA

TIAWNTIRETYEINIO—T 22T I BRI EDRRELTA TP I bOREERZH
BATNE T, SN ZEOHHIMDF TV TI MRS T ZEAEM AR TIIRERICAZ LA HDET,

Adaptive Probe Volumes /X)L C Sky Direction (EDAE) #BMCT . FO—T T UICIERRZE
D171 HAZFELTRETE X T, COFETIE. TO—THSEADERDRIEHR VIZAT.
RBREBELCDFEDAANSKHNEVALZEEICRANEERTEIENTEET. CNUSKIDART UL
XEVDEIMES | ERRI AT I DEEL B LELET,

APV F—420O—FD&miE{t

FSIURALTDAPV TF—2OO—REH#EL T BICIX APV T—2E XN )—Z>25 9 3H\ AssetBundles/
Addressables "5O0—RL X9,

APV F—HZDAK)—=>4

AR=Z 2T TIE AASOFEELE TRERT—RE T EO—R TR T RIRIER APV 517124
HETBEICARD £, CHUCED XEUEREZERS L FIBAEE% CPU/GPU XEULDHKER APV 7—4

HARAITEETHDRP |E StreamingAssets 7AILA—DET—RZ AN —Z2F L AXZD
BHESROLILOAEO—RLET,

APV 2R =20 %BRICTBICIE

1. Edit > Project Settings > Quality > HDRP [C#&1L £,

2.  Quality Level %3EiR L. Lighting > Light Probe Lighting ZRBRL £,
CCCUTO 2 BEORN) =2 T2 BWMITEZT,

—  Enable GPU Streaming Z:#RLT.CPU XEUHMS GPU XEVIZANI—Z2VFLET,

—  Enable Disk Streaming Z#IRLT. 71 XIH5 CPU XEVICZANI—ZVTLET,
%ciZ Enable GPU Streaming ZEMICI 2MEAHD £,

M) == EIS HDRP Asset Settings TESICEHMICERETI XY,
HDRP TO—RLTEAT 2 R/NENMIZ /LT, Chik Adaptive Probe Volume IDJRAD Ty &

BLHA XTI 71N TO—TDEEXFHE §5ZETAPV ADEILDOH A XIIHEESZZEHT
FF9,Rendering Debugger ZERALT APV ILEARILL. AN =220 FT NI LET,
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@ | Light probes and Adaptive Probe Volumes |

AssetBundles £7zld Addressables h'5 APV 7—XZO—R9 3
SURALIZKRER APV T—RDH%EO—RT 3IZ1, Streaming Asset TlE A< AssetBundle 7zl
Addressables IZfREL X9,
1. AssetBundle-Based APV Loading Z%& %I L. Project Settings > Graphics >

Pipeline Specific Settings > HDRP ICI&)L £ 7
2. Probe Volume Disable Streaming Assets ZBMICLFT (TARIRN)—Z>JZ2EMILFT)
3. SATAVTERRAILET,
4, >—>% AssetBundle IZMNZ £

JEE:Streaming Assets ZEMICT B L. —ED—>HO—RINTLAWESETH.Baking Set D
ITRTCDSATAVITT—EHXEVITRIFINDT=H ATVERAEHIIBINT B AIEEELHD E T,

TURALTDTANTA—T DAY
Unity 6 Tid. 51 FTO—T &R TZ1-HDOFLL APl HFA SN, GEROF AL EBLTHIEE

MEMRAUEDPE LELTVET—EIIRAITZ3TO-TOHZzHFIETITELSICHD NIBRE &
AEBVERAEDNSVRAERMB N TEET,

C®D APl Tl&.OpenCL Z7/O—7DORAVIERLI-EMEEELR GPU 7S L—2av\yITI VR

MRAENTVEI . COYRTLIBERSIATA VI TR IR — D S EERMEHLET,
TAS=IvIL A X MIICIEHIGELTWEE Ao

FEHICOWTE AT ORF X IR—DZBRLTLIE S L,

— RadeonRaysContext
— RadeonRaysProbelntegrator

— RadeonRaysProbePostProcessor

Adaptive Probe Volumes DFHlIC DUV TIZ.GDC 2023 Dtwwr3> Adaptive Probe Volumes [Z&%
MR TA VNI D H 351717 (BENENERIEREHELE) 28R L TEE L\ Adaptive Probe Volume
DREFaXE HEDETERLTIETL,
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Shadows

C=VRICBYICEE SN Y RO FATA VT EDHD LML VBZEAR L. O—VICRITE
PIURERZEMZABZEDTEXIHDRP (CIE v RUZWMRARL. LRI IDERICRDDZHLT
HDHEENZEBD XY,

YRRV

SR OV RIRTYEDT CWSFETLIYAV YT ENES COFETII ST AORANSDRE
BWRONT IRFvICRESNE T,

Light A2 R—=%> k@ Shadows #7103 T v RUTYE>S D Update Mode ¢ Resolution
ZEETCEEIRBECEFTHREDOREMBIE<HRDIFL VY —RDBEEINAIKABDET,

& v Light

®
T+

General

Shape

Celestial Body

Emission

Volumetrics

Shadows
Shadow Map

Qo0 OOO

Enable v

Update Mode Every Frame

Resolution Ultra v 2048 (HDRPMediumQuality)
Shadowmask Mode Distance Shadowmask

Contact Shadows

Enable Custom v v

SAPTEDIVRIRE
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@ Light probes and Adaptive Probe Volumes | Shadows | Reflections

Shadow Cascades

TALI2aFINIARDBEIB VY RIRYTINS =V DA R ZBIT-D BERIAVTI TS
NBMEDECBED DD I T AATHESEWMIBICH B v FIRYTOETEILIZGEICHZ DD
LB FHFFHTHRDET,

BRIAVTO TV YRY

Unity Tl HRT—RovRo<y T %fE
ALTCOBEZBRLTVWE T COFE
TIEAASDH#HE . FNENICTVYRD
RYTDHBERDY —VICHEILET,
-1 M CHUIZED BRIAVTOVITDHMEN
==y 1 BERINED,

|
B
1
|

Y RUART—RTIEAASOEREERDY —VICHEILET.EY —VICEN BN v ROV THBDET,
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@ | Shadows |

S RINRT—RICESTERIAVT OV IPBERINET,

HDRP Tid.Shadows #—/N\—351 R T v RUART — R LDEFRICHIE TEF TR a—LITED
HRr—FREZEALTENTNDONRT — FOIBR U R E MR TEET,

v Shadows
Show Cascades

v Max Distance 26.7

Directional Light
Working Unit Metric

Transmission Multiplier
Cascade Count

v Split1

v Split2

v Split 3

Border 1
Border 2
Border 3
Border 4

Cascade splits

0

Shadows Z—/N\—Z4 RIFSvRIART—RZRAETEES,
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@ | Shadows |

Show Cascades "2V ETIDEZI T ART—RORE = LDEEICARETETEI . HIEEDOFHER
MABIETBRIAITO VIR RICNZAZ N TEET,

Show Cascades A 7/>a>% 7w IT 3L NAT—ROPDENZRAIRETITET,

ORISR

S RURYIIEHFIC 2 DDAy a—TJz AR ITBZEIBERT VIV I TINES BT T—ILERD
ADIENZ EHELH D F3,HDRP Tldk. Contact Shadows (IR T LI vRY) DA —/N—S51 RE{EH
LT COLEEOYRI N v ROBERTEEY,

AR RIIER )=V ZAR—ZADIIRD—FET. IL—LADEREEICHEZITVWET. IL—LA

NDATTIMMEI AVAITRvROICIZHELEF T AV Y RIS BEmLEO 7Y R TR
INESWOY RODTAT—ILICERLE T,
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@ Light probes and Adaptive Probe Volumes | Shadows | Reflections

Frame Settings T ContactShadows Z & %I L £, Lighting Quality Settings ® Pipeline Asset T
Sample Count ZFAEITZHTEET,

v Contact Shadows

v Enable
Length

Distance Scale Factor

Max Distance

Fade In Distance

%
v
v Min Distance
v
%
v

Fade Out Distance

Thickness
v Quality

v Sample Count

Contact Shadows DA —/\—35-1 K

Contact Wl AR Contact

Shadows off Shadows on

b7 74 D2

SYRODEH BE. TT— ROREEBELET,

CDHEBE L Terrain X SpeedTree EDIEMIFHEINTVETEEHMlIE T O ICTHREEL TS,
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@ Light probes and Adaptive Probe Volumes \ Shadows | Reflections

A0 v R

HDRP Tl NEBIVYRODTAT—ILEITITILICIAIFRZ e TE £ 9, Micro Shadows (W10
S RY) OFA—N—FARIEGEFIY T ETVEI A DI =230y T ER LT Ay adD I F XN
ZOHDEFEAETICIERZ ICHIVKRE O ZL AT LET,

v Micro Shadows
ALL
+~ Enable

v Opacity

Q Micro She 5 only th directional Lights

Micro Shadows DA —/\—51 K

Micro Shadows DA —/\—5-1 K& —VRDR) a—LICHIZ. Opacity (FBERE) #HELET,
Micro Shadows ZFJBATEZDIETAL I3 FILFAMDAHTY,

i f(

4,

Mitro Shadows off, = *'~ VR - "SI ‘MiCro Sh: dows o

4

._r | “ { i A b
§ fe"{;?_

'>.: ;h'.; s
ERF 1.0 veiilfn B

Micro Shadows IC&> T EEDERDDIAVFSIMAEHSNTVET,
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@ Light probes and Adaptive Probe Volumes \ Shadows | Re

TUT7ZAR TR RD

HDRP 7tz'v D Area Shadow Filtering Quality % High ICERET 2 L. TV 751~ DEDY IR vRD
PREINFT

IUTSAMIES TV IR vRUDNBETNTUVET,

& f
[ =l

Open

Area Shadow Filtering Quality
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D7Lo2avidggr—LATS VN AROREBEHRETIDICRIIEETEE ) TILISavIdES
W CHROBHZH =TT RIZEERMFETHIBSHTIFBRVWITUTILDHZETH.PBR 7—270—7T
BRI TLIOa ZRITBIUEDLHDEFIHDRP T RDESHBIEISERFLETIILI a %
EMTETETD,

—  RUV=2RR=RYTLIT3av

—  UILorarro-—J

—  RAAUTLYZEY

BUILO2ayBA A3 VY —ZHEBED SR HEENHBIcH. I - R T —RICEDE TREBBRFEE
BIRL TV ERDVTL I 2aryFENEIILICBRASNSSEE. &VTLI2arva1T0R

HITLURENZE T Influence Volume EWSEFIDNT T4 IH =Tz X%FEALT 3D IR—I%
DEIL VTLIZ avh i EAINZ AT 2IEELTLIEE L,
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@ | Shadows | Reflections | Real-time lighting effects |

Influence Volume Tld . V7L >a>FO—IC&oTUIL IS av =S M T 2B EEELET.

AOV)—=22ZAR—= YT T3y

291)=2AR—=2) T3> (SSR) TIRGEE L AZ—N\vI7EERLT)IL IS a V%58 LEY,
ZFDEH R TEDIIHAATEI—ROAT ST IDOHICHED BE OB ICE>TIH@ETICL A
DT ENBWEEDRHDE I IGRDBHIERPENTFEE T —TT AN XTI —=2ZR—=RUTL T3>
FHEATAIHRELTELTVET,

ROV =2VZAR=ZRYTL 23> T TL—LADA TSI MIITARTERIND =D ENHRERD
FIRR BB IBEDHDFT

v Screen Space Reflection
ALL

Enabled v

Algorithm Approximation
Minimum Smoothness

Smoothness Fade Start

Reflect Sky

Screen Edge Fade Distance

Object Thickness

e
~
v
v
v
v
v
v

Quality
+ Max Ray Steps

R9)=2ZAR=2)TL o3> DF—N=F1F
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Q | Shadows | Reflections | Real-time lighting effects |

SSR off SSR transparent SSR opaque

[ e w e RRNCR e s 5
ROV =VZAR=ZVTLI2aVE BRSO REEDOYTITILICERTEEXT,

Lighting @ Frame Settings (HDRP Default Settings F7-(377X>® Custom Frame Settings) T.
Screen Space Reflection (XV1)—>2ZR—X1)TL023Y) REDEMICHROTWBZ e xREELTK
72EVBW T Volume ATV T IR ROV =V ZAR=ZAVTLISaYy DA—N—F1REZRELET,

SSR ZRRTBICIFITUTILRE®D Smoothness (BS5H E) A Minimum Smoothness DfE%
BRI TWARERHDF T BBV TUTILIC SSR #EALEWVESIX.COEESIETIFET,
7272 L Minimum Smoothness M LEME%R FIF2 L EFEIAXMKEKBBZIBEDHDET R I)—>
AR—=RTLI3>DFA—N—Z1 ROMRBEE I ILISERTE A >75EaHDRP (XUTL7 3>
TO—TZERTIAHEICTA—ILNYILET,

Quality RO 74> %FE R LT EBLESD Max Ray Steps %:&R L £9.Max Ray Steps H'Z<R3 L.
DAVTa—IF ERDFEFTH DRMIKREILBDET IRTOMREAKNTF—IVREESaTIL
IHANTA—DNF VR EEDEDNKETT,

AR BREEALIYER-IO7ILIVILNEEDBEVEUTILIVZL (T74)LE) owngnh
ZERTETES,

Approximation

~  Approximation

SSR ZF&R/RYT BICIE. YT UTILRED Smoothness ((B5HE) H* Minimum Smoothness DEZBI TWBIHEHLHDE T,

Lo > O—27
DL o>a>O—J%#FERATIEEERERN—IADFETYILI O ayrERINE T . TO—Tid.

AELAROKREE 1—Z2WMDAH EORBREF1—TIVTDTIZFv—ICRELF T Y —4—(3.
EDFa—TIyTEFEALTITILI S aVZBRLEY
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@ Shadows | Reflections | Real-time lighting effects

EI—VIIEBHOTO—TZERALERZILVRTEXIT UR. O—AFr SN TLISaon
BREADODAXSDEIEICEHLETELET,
{7O0—7 D Type % Baked 7% Real-time (CFREL X5

— Baked O7O—TJI3 B#BHNRETF2—TIIvTOTIZXF v 1 ELEIFELET,

—  Real-time D7O—N3. SV Z1LICTTARA—TII BT LAV—RICF 2 -V T =2 ER L E T,
FDRHITLIIOI VDB A T T IMIBEINBLADEITNVTILEZALERICEST
Y —ZHENZABZBENH B CITEELTIETL,

& . Reflection Probe

2 i

¥ e~ e
T T R

Type Baked
Projection Settings
Proxy Volume E{Reflection Proxy Volume Room 2 (Reflection Proxy Volume ®
Distance Based Roughness v

Influence Volume
Shape Box
Box Size 2l 7.53857 Y 9.365744 Z 6.011903

Per Axis Control
Blend Distance 2161776 Y|o 1.367247
0.4486923 =¥|0 4.768372e-07
Blend Normal Distance 0 Y|o 0
(0] =¥10 0

Face Fade 1 Y| 1
1 =¥ |1 1
Capture Settings
Capture Position 11.5443 Y -3.651671 -2.203494

Clear Mode Sky
Background Color

Clear Depth v

Volume Layer Mask Default

Volume Anchor Override None (Transform)

Use Occlusion Culling v
Culling Mask Everything

Clipping Planes Near 0.05
Far 1000

Probe Layer Mask Everything
Custom Frame Settings

Render Settings

Reflection Probe > R—% >k
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@ | Reflections |

mE{bDE >~

D7IAALDITLIS 3> TO—T2RELTRICIF VILIaVDORRIICKEKEE LAV
LA e R EICLE S CNEITSICIE. AAXASORERI/O—NILELIETO-T I
F=N=51K LET.EBHEXANLRATARATBRRIVI =R LTHRVLWTLLS,

Time Slicing 0/\7 & Unity 2022 T Reflection Probe (V7L 2>3>7O—7) AVR—32MC
BN FELlc.COTONTERRTBICIE UVTLI>3>7O—T D Type % Realtime [CEREL F T,
COWBEIFF a2 -y T2BFZ—EBICEFHTIDOTIFALTL—LILIC 1 DOEZEFHTH7H.
WIEBEFRNDBEEIN RIS LELET. EORBRNTH+—IV RO EMIENET,

HDRP TIE EERDFa—TUTL7>a>7O—TF vy aftdh \EFRRED 2D FIXAFY TSR
Fryia ICBSIRISNTVEI.CNICED. ENZNDOUTL IS 3> TO—-TDORGEZFIEILT
XEYREHNTEIENTEET,

Influence Volume (1> 7L TV AR a—L) IC&STT —LATSTIMIVTL I 3>y EAINS
3D DIFEREIEEL£9.,—A Capture Settings Tl UT7LI>3>7O-TI2&>THFa—IvTD
ATV ayhEREBI3HEEAREIIAITEET,

Planar Reflection Probe > 7/R—=x% >k

Planar Reflection Probe (FFEVUZL2>a>7O0—7) AVR— AT REAIDBSHSEEZELT.
FoRREDRNZBIRTETEIHBPIROHZIEERITITZDICIIRBETI,

TEIILYSayTO—JIMFENRITL 3 TO—TJ 20BN HDEIN 2 BEOTO—T
DEMEICIFDTHEEVDHDF I, TERIVTL 23> TO—TJRE RIEZF2—TIvTELTRMDRAL
DT AL TO—TDHFREA TRFASNAATODE2—Z2BRLET,

TORERTNIFGD
camera 2D LA—=FTORFvEL
TREFESNET, COER
MNEFEOTO—TDIRR
e ICHESN.FEUILY
I EEHHLET,

FEUILI>a>TO-T3 Fo5h
ATV DR EERLET,

Planar Reflection Probe

Reflected Camera

TEVILI2 a3 O TR FREICAASZERFSEZ T HABEGREZIRDAHET,
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Q | Shadows | Reflections | Real-time lighting effects |

AT o> 3>

WEDOUTLI2a>TO—TDFEERITRVWATITIMIEDITLI2asiTF—ILNvILES,

Reflection Probe Reflection off

V7L 0>a>70-dEEOSEZRL.ZEDTL U314 Gradient Sky ZRBRLE T,
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P

| Reflections |

0 AT A=W =

HDRP TIFEDEWI 7L I 3 i Z3ondL5. EEI L OBEZRARICED MOFELTL VR
TREIEHTERFEEEALTCVETHDRP T MEBEBEEEEIC.3 D2OUTLIIaVEE
(SSR\WZ7LoSa>7FO—7. ) #FTvILET VILISa T 3D DS—r> R,
V7L o2aviEECEIENET,

1 DOEIVINT. HEFEICLOTIILISaVEZFETERDIIHGEIE. FDRDFLEICTA—IL
NYILESTDEDRIN=2AR=RYTLI2avigIILooa>yF7O—JIC74—ILINw oI L.
FOBIANAITLISIVICTFA—ILNYILET,

)7L 223> 70—7I1C Influence Volume ZEHIICERET D EHAE T, CNEHRELRLE,
REYHRRDAVTLOSarhE51 RN BIBENRHDET,

CHE.SampleScene @ Room 3 TEETI,LWIFNHDUTILISa>TO-TEEMITIH.
Influence Volume ZZEETZ L. UTLIavh@BleNIZEIZTA— LNy I ENE T CHUICKD.
HDRI MBBZWZEN GEHRITL IS aviidoTI—r DB BEISGEAINE T,

Room 3 DRHATUTL 3> TO—TZENICTBEARERTINI—INELET,

DL avBERBOREICEET35MIZHDRP DUTLISa >V ICBBTRRFAXIR—IESE
LTSN,
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Q | Shadows | Reflections | Real-time lighting effects |

Proxy Volume

DL o2ay7O—TJDF v IFvRA Y MIBAESNTED UTL Y 2a>yTFO—THELDAXRSMABL
—HITBLIFIFEALBWIED EREINIEUTL I3 TERD I IMDPBIUDBENHDET . 2N
ICEDITLI2avhRIBICECATVWRWVWKSICRZBIGEDHDE T,

Proxy Volume (ZFOFIRUa—L4) & CNEBDBIEBETIDICRIBE T AXSMNEERIC.
Proxy Volume A TLDIEREICUTL O3V #BIRELET,

Proxy Volume Tld. 7—ILRZEETOWMEDMEICEDLETFa—IIv T2BERELET,
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)77 )L XA L
AT LT

HDRP (3. /R a—LS AT LEE LTV DD DU TIEALDZATAVINREFBITEZCHTEET,
O—AILF=FF7A—NILoAR) 2—L%FERLTHS.Add Override > Lighting TEYIGZI7xIk
ZEMLEY,

ROV =2 AR=A 7T A DI —23

FUEIURA I =23 TEGEE LB N =TT ADFE DI aLl—2a ZTVWEd, 7VEI >
7’( F?J‘ﬁliﬁéhéIUT’(fi\ El/b\f—_“/\_cb\éckj‘uﬁ,z.i—a_o

v Ambient Occlusion
Intensity

Direct Lighting Strength

Radius

Quality High

v Maximum Radius In Pixels ®
v Full Resolution

v Step Count

TYEIVMAIIN—23DF—N—=F1F
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@ Reflections | Real-time lighting effects | Light rendering layers

Sponza Atrium (Z$51F% Screen Space Ambient Occlusion DBEIRIE

Unity 1M yN—FFERALTENSAAXNIDTVEI AT -3 RAITEEIH HDRP
Tl U T7ILRZA LALIEEITS Screen Space Ambient Occlusion (R71)—>ZAR—IXF7YEI VR
FOIN—230) D F—N—F1K BRATEET, CHUIRIT)—2AR—IADBRHEDT. 7L—LAD
BRDADERSNIMRICHELETSSAO TIEAXTDENEFADA TSI MITRTERS
nx9,

Frame Settings O Lighting . Screen Space Ambient Occlusion ZEMICL . L\WT.O—AJ)l
F7FJO0—/NILDARY 2—LT Add Override z=2'J)w 2 L. Lighting > Ambient Occlusion %z3&EiR
LFT,
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Q | Reflections | Real-time lighting effects | Light rendering layers

R —> 2R — R [EHT

Screen Space Refraction (RF1)—2YZAR—R[E) A—/N—F1 RIZ. KELDHEEHL S WEAKRZEIB
FARNDOHEDZaL—a3 FTSMRICRIIBEIHDRP DRV —2ZR—ZBIFTIEGRE AT —
N 77 FEB LT HSRABREDBRRITIT I ZE BT DB ZTETEXT,

v Screen Space Refraction
ALL

Screen Space Refraction DA —/N\—351F

HDRP/Lit T —H#—TZOMREZBEMIITBICIZ. T ITILD Surface Type H' Transparent (Z7>T
WBZ xR LET,

#tL\C. Transparency Inputs T Refraction Model ¢ Index of Refraction Z3&ERL £9,HZETHL)
F7T U DIFE Refraction Model IC1E Sphere ZERLE T, FEDA T IMMIDWTIL Thin
(A% L) £=ld Box (hITHCEADHZHD) ZEIRLET,

© Inspector
Refra Aat (Material)

Shader HDRP/Lit

Surface Options
Surface Inputs
Detail Inputs
Transparency Inputs
Refraction Model
Index Of Refraction

@ Thickness

@ Transmittance Color

Transmittance Absorption Distance

Emission Inputs
Advanced Options

B & 5193 Transparency Inputs

Sphere Refraction Model Sphere Refraction Model

hefraction off Index of Refraction 1.05 "I'ndex of Refraction 1.07

RPV) =2 ZAR—R BT
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AL R) T LAY

HDRP DLYAUITLAYV—%ERL T O—ADFHEDL VAT —ICHEZE X257 M THA—I.
MREFETELRT LA T LAV—IEHEDL VAT —ICDHEETEEIICTANONRZHIR
93 LayersMasks T9,

6 32MD2HK16 DL>RI VT AV —

EDLIAT— (AwaFll3ATSTIh) HHRK 32 DLUVRV VI LAVY—IZBTEZEHTE
FIHHDRP DS EITTIRDHIGELTVBDIERIID 16 DLAVY—DH T LoET—Id.
OV TIEIBTZEMNT 32 DLAV—DENICEIDH TR EHTEEIT . SMTr> I T =)L
RED HDRP DI TV MIREEEZZDIERIID 16 LAVY—12I11TT,

, » ===
L&) T4V —DETE
LA I LAY—%{ER L T&EIZ 11T 3IZIE. Edit > Project Settings > Tags and Layers |Z#8&)
L% 9,Rendering Layers ZHE EE LY T VLS LAV —ICARRLAEEDYETEY,
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@ | Light rendering layers |

Project Settings

Tags and Layers

Rendering Layers #gE#BICLET,

SALDLIA) T LAV —%BMICTBICIEEdit > Project Settings > Graphics > Pipeline
Specific Settings > HDRP |C#&1L %9 .Frame Settings (Default Values) @ Lighting T Light
Layers #BMICLEY,

JRIZ.HDRP Asset T Light Layers #E%ICL£ T,

LAV LAY =T A—ILTERTRICIEI THA=ILAY— ORFa XV ZBRLTEE L,
TANTDOLR) T LAV —DEA

Light Layers Z8%ICL7=5.5- ;& Mesh Renderer ICE|DY TR EHTEET,

Inspector O Light (232 General £ 3>MD# /3> X=a— () T Advanced Properties Z5%
ICLFE,

Directional

Mixed + Advanced Properties

-

Advanced Properties TLY A>T LAV —%RRLET,
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@ Real-time lighting effects | Light rendering layers | Ray tracing and path tracing

Rendering Layer Mask RO 740> T 51 &S 3 Light Layers #5EL £
Mesh Renderer ¥ Terrain (#1ff2) #Z|D X T3ICIE. Inspector O Rendering Layer Mask RO~

Ao EFERLET, 51 ME.Mesh Renderer % Terrain BAEILL AL AV —%#FERLTVWRIES
ICDOAHLELET,

SYRTTOLYR)TLAV—DER

HDRP DT 7#ILEDEETIF A MDL YRV TLAV =% EDFA MDY RILIY R JICES)
TEEIDEDSAIDBSTHDRIRNTZDE LAV —ICBEDVWTEZBLILICBDET,

S RIESATAITDERNHTZINENHZHEIE. Light D Shadows FRET Custom Shadow
Layers ZEMICLE T COEEEZFERETIE Vv RUERDRDL A VI LAVY—%2EDHE TR L
HTEXT,

~  Light

-]
TI

General

@ :
7]
@
@ :
7]
@ :

Iit, Light Layer 5
Contact Shadows in

E_- v HD Additional Light Data (Sci

Light Layer 7

L) I AV —=fERL TSI DR EDRLE T
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@ | Real-time lighting effects | Light rendering layers | Ray tracing and path tracing |

COPNE O RTDLY RV T LAY —DERBEOFERFEZRLTVWET. CCTIE Ty F—IC
SOBERICREBR I TSV RIAVITDREELTWET (k). FEEK®D Mesh Renderer ZR|DL A>T
LAV—ICBIDYE TR LT ST RNETA NIy —DEBRICKERE XS e B<ADELE (),
ZDB.BREBLL AV TLAV—=ICRDORA VS ADEIDE TSN BRILESA T TIC
BoTWET (H).

Point light in new *&mbined

Light cookie causes artifact MeshRenderer in new

on bulb MeshRenderer Rendering Layer ignores Rendering Layer only o 5
light cookie lights the bulb Rendering Layers

LB T LAY —%ERALTIA TV TV RIENRATAZALET,

FHRICDOWTE. CD Unity ICEB 1T 2EmERERAZRE ICOVWTDIFRN— MM RZE8BLTLIZEL,

© 2025 Unity Technologies 124 of 284 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/2019.2/Documentation/uploads/ExpertGuides/Create_High-Quality_Light_Fixtures_in_Unity.pdf

L1hL—220k

INAKL—2>20

LARL—220 B RERDSRESAE—2aVEDBEFKRNOBBL A I 2ERTETBFETI,
ERISFHEIRMIARSVUIBTLIEDGEFEDON— RO 77785 —23 > OREICED LM —
22 TDITILEA LRIBD A REICARD E LT

HDRP (3. LA hL— T 8 SRAZA AL R) G % T RLIENA T VY RLA L= 0V AT L%
ERL £, DirectX 12 ZHR—rLTHED. B2 D3H S NVIDIA RTX™ ¥ AMD Radeon™ PRO GPU
HRETY,

S RTFLBEHO—EICDLTIE Getting started with ray tracing Z8BL T TV

Unity 6 O#Fri&ae

RRIRL A R L—22%HDRP |4 DirectX 12 EFED A =Ty TA—LDLA M — 25
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ZHR—PLTVETFICOVTE AV —IILEBEDORFa X b eBR LTI T
BILSNFELA ML= T MBILAL =22 JICKBT7YEI VRO -3 JO—N
WANZR=232VTLI2a SvRUDBEICED KD EETUTINGIA Tz —
TA2TERBELTVET,
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@ | Light rendering layers | Ray tracing and path tracing | Environment lighting
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@ Light rendering layers | Ray tracing and path tracing \ Environment lighting
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Q | Light rendering layers | Ray tracing and path tracing | Environment lighting

- Ray traced

global illumination

Spot light aimed at
ceiling

No bounced i
No | ced, Real-time
indirect light bounced light

i
LARL—22 012820 0= NILAIILER =23 Ul ST REHAD I TILZALTRREINET,

—  LARL—=22012&B07L02a>iLAhL—20 0108370 02ar TR UTLo 3y
TO=TRRIN)=2RAR=Z)TLI2avEDHEDR/VWITLISa v ZBRTE XL EEND
Ay Pald ERENVTL 23> TEUICRTEINE D,

Minimum Smoothness ¥ Smoothness Fade Start D{EZFAETZ L BEI B —TTIN
LARL—=2 0128307003 % Z 1 thH2 LEVMEZZEBE T X3, M4 EICIGL T Bounces
EEPTIEHTEEFTHNTA—IVRAARMIFELTLIETL,

UToRIZ. ELEERED “EBROFE“D REICEITA. LAML—INTUIDMRZERLTL
F9,COBMOBEBGRNSIE1E.3 [E.6 [E.8 BE/NTVRDOEHHAIE RSB ICONTERIZHE ST
WKUTL oS3y DTSR CEE T /NI ADEIEDMEZ BICONTUTL IS aohhEEh > T
WKESICRRARITERSMEFNTVET,

© 2025 Unity Technologies 129 of 284 | unity.com


https://unity.com/releases/lts

Q \ Light rendering layers | Ray tracing and path tracing | Environment lighting
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| Ray tracing and path tracing |
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ht rendering layers | Ray tracing and path tracing | Environment lighting
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Q | Light rendering layers | Ray tracing and path tracing | Environment lighting
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@ Light rendering layers | Ray tracing and path tracing | Environment lighting
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@ | Ray tracing and path tracing |
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Q | Light rendering layers | Ray tracing and path tracing | Environment lighting
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@ | Light rendering layers | Ray tracing and path tracing | Environment lighting
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@ | Ray tracing and path tracing |
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@ | Ray tracing and path tracing |
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@ | Environment lighting |
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Q Ray tracing and path tracing | Environment lighting | Terrain

KEDF -3 bZEBMTEIET. O—YDLBHNBAIILIR—2a HRED T RIRBHKIE
S RUTVT RS LT ARBRAICERSBVKIICTEDICRIIBET,

BEENGENCRRSA T DEBEHE

RERRIRIE

FEAEDIZE T IAILEDER =2 DA T4 P EMN BB RICE I ARARLREICESHRZS
HDTY,

HDRP Tid. Visual Environment ({BEMARIRE) OA—N—F1RZFERLT.O—VDOECREBENE
EHETEET,

Ambient Mode:Dynamic Z{ER L T.ZED > 7%/ %, Visual Environmen @ Sky > Type IC&RR
SNBRMEDF—/N—F1 RICERE L F T, £7-13. Ambient Mode:Static % #3155 4. Lighting
J4>RU®D Environment 27 DZEDFHRED T IAILNMIBEDET,

HDRP (CI3. B £ T 2 FEN 3 BEH D %9, Type %= HDRI Sky. Gradient Sky. £7-I% Physically
Based Sky ODWTNMIEREL FI.HEVLT.Sky XZa—hSBYIBA—N—F1RZEBMLET,

Visual Environment OZEEBEHT 3 L N—FvILT—ILREEN BBZ<BS INEALGIKEATE X

NI SREICRD T, COIRED B TOR) JUHN 2B TR EH S DAL 51 ~ izt
LET,
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@ Ray tracing and path tracing | Environment lighting | Terrain

HDRI Sky

HDRI Sky @A —N—S51 RTIENALE1FZyIL > (HDR) DEELSER LIcF2—TTvT%fE
BALTZEERIFETETEIHDRIHIDVWTUI EROY—XPEIRNDY =BTV SA VB HBHBDET,
RS ELTIE. 7EYRXRTIC#H% Unity HDRI Pack AL TWEY,

PEEL7=WHDTe®IC B T HDRI i 9 572D A1 K HAELTVET,

+ HDRI Sky

« Hdri Sky

v Enable

HDRI Sky 7+w bk

HDRI7twhk%A1 > R—KL7=5.HDRISKYy DA —/N\—5-1 R%EBNML.HDRISKy 7wt EO—RLET,
Distortion. Rotation.Update Mode O A /> 3> %8 T2_HTTET,

TIAILIR—2 30DV —RICH B T-8. IntensityMode #15E L TH'5. 559 3 Exposure/Multiplier/
Lux OEZERLTRBES AT OBEZHELF I RELBHOEDFHICDOVTIF BIRDT A
TAVTEBHDF—bo—hEBRBLTLEEL,

KirbyCoveWhiteBalanced

KirbyCoveWhiteBalanced
1024x1024 RGB Compressed BC6H UFloat 8.0 MB

Fa1—-TvTELTERIEEDOAERICE A S/ HDRI Sky
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https://assetstore.unity.com/packages/2d/textures-materials/sky/hdri-pack-72511
https://docs.unity3d.com/2017.4/Documentation/uploads/ExpertGuides/High_Dynamic_Range_Imaging_HDRI.pdf?

Q | Ray tracing and path tracing | Environment lighting | Terrain |

@ HDRI Sky D7 =X—>3>

HDRI X 72 7AS— vl R 7A—Yy T TEFE S ETHDRI Sky Z7=X—234LT
EFETCNUSKD FFHIR HDRHCAD T 7T I b ZMRA oD KD VEX ZIERLIZDTEE D,

Gradient Sky

Visual Environment O 74 —/\—3- KT Gradient Sky % R#IRT B HZ—F T2 FHALTEHRDE
IR £ 8LV T Gradient SKy DA —/\—Z- R%ENL £9, Top. Middle.Bottom %fEH LT,
57 —2a>nBEIEELET,

#15—5>7% Gradient Diffusion Y 7LV RL. A T4 DIEEID Intensity ZHEL T,

v Gradient Sky i ®» Game
5ame v Display1 v Free Aspect v Scale
v Top

v Middle
v Bottom

v Gradient Diffusion 4.7

v Intensity Mode Exposure

v Exposure 10.5

Add Override

Add Component

Gradient Sky Tl&. Top.Middle.Bottom D&% JLVRLET,

Physically Based Sky
JI5T—avEDKRBICUTILSEEOHTWEE L Physically Based Sky (#3E~X—X®DZE, PBR) D
F—N—F1 DB T,

HDRP O Physically Based Sky #—/\—541 R ZER eI 7OVILDMHRF THER IND 2 DOFSD
HERBIARTETZTaL—hLEY, ZHid Volume X FL%EEA LT Physically Based Sky #4—/\—
1R THRETEET,
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https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/sky.html

Q | Ray tracing and path tracing | Environment lighting | Terrain |

v Physically Based Sky
ALL
Model

2 Earth (Simple)
Planet

v Sea Level

v Ground Tint

e

v Aerosol Density

v Aerosol Tint

Artistic Overrides
Color Saturation
Alpha Saturation
Alpha Multiplier
Horizon Tint
Horizon Zenith Shift
Zenith Tint
laneous
Number Of Bounces
Intensity Mode Exposure
~ Exposure (0]
Update Mode On Changed

Include Sun In Baking

Physically Based Sky ®F—/\—51K

CDA—=N—=FARIZED. Z—8EL » LA)—8E BREORREBRLLEN IO —JvILIZER SN
F9.COETII AT EEOTHEITZHDUIaL—arhiThn. BARZEDEEHN BRI EI,PBR
Sky Tl IERERSZaL—2a3 %7570l To L7723+ IV o1 MHWET S, Physically Based Sky @
F—=N—ZARIFTREFI TV —RELTHHELE T,

I'Time Ghosti® PBR Sky
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https://ja.wikipedia.org/wiki/%E3%83%AC%E3%82%A4%E3%83%AA%E3%83%BC%E6%95%A3%E4%B9%B1

@ Ray tracing and path tracing | Environment lighting | Terrain

6 Bz oLWThE >k

MEOBR. AT INITLYS a3y TO—TOREEZRITHRVEROME (MEAY) OFF
HNBRBICEDETEATIEEL,

Unity 6 @ PBR sky ICBET 277 —h

XEUERAZEDER /N TA—VADELICEDPBR OZENREDMETRMICHRD F LI WILTFREFYR) T
T BFEDEFHBEIXTYTHREICRD ABHHEZETICH D L TOHDOBE IR EINE T,

PBR Sky OARETILICAYVVENMOD E LT NI FBENR EKIGHMFRDELICH D K5
HBMBEVWAEETEVARZEBRY IS MICEND B ETHIETEET,

With ozone

No ozone

AV VNS RBFICEEZRDET,
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@ | Environment lighting |

ZERNEE TIRARKIHPOHRFICLBHDBINES I 2L —FTEBLIICHBDEZLDILPERED
FITOTOMZBRICTT—RTIORSEBZI N TEET,

s ™

ARBEIEZLDVTILICL YRV TLET,

Unity 6 ICIFRZEDL VR V%R T 2HEEEDMEH > TUL\E J, Shader Graph @ PBRSky ¥7!)
TIAALT TE7OS— VI RRA—REDIT IV M2 FERTEE T Flo FiLLWA T avic &b XK
EFRELTIY—I L AMDTALII3FINTFA DDA TV T ZERICR T BEHTEET,

KETHRZERIENTEET,
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@ | Environment lighting |

Shader Graph (&, 7O —JvILAZ—PA—OSBREDIIT I M EHREICLET,

)=

REEEL

INTA—I A% BT RO AKEHELZZEICERL.8eaETORY XN YITAIDIAX N E
EEELADS FBVEDECDA TV I MCEICHEL T 2FF 522 Ial— L ET.COIRATLIF.3 D
DEEBERAAZIaVEETIELED,

— LAU—HE (R F) B EOEBZEDHLET,

— E=¥E (T7OVIL) IE B TAI REOI TV ED B LET,

— AR F BELICHEESZ R EDHT—IST—a v EEELEY,
EQLVA)VIHELICHRZAT STV MPEDOARGEHE E>Zal— g 3&S5ICAD BRIBH D

BEffADRESNEI L . CNIZKEFEOBRICEFN T Y ANSRICEDEDLS Y ENRICABIAICHE
WENRETEDEMHETET,

EDRERFATA VT DEBBDEDBSMNIED. T4 DERICKIREZRELHSTHELLDBA

ICRZBESICADELIL SO I7OVILHELDHREIN LDV TIILBARRDRITEE—BEMDHS
LY THBRENTVET,
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https://ja.wikipedia.org/wiki/%E3%83%9F%E3%83%BC%E6%95%A3%E4%B9%B1

@ | Environment lighting |

L&) 2T AR—2R

Visual Environment @ Rendering Space FZEICL> T RECED I Zal—2avEBfENREDE T,

—  World E=F:XE0XREIFV—IIFERICEESINIEFT. 2OH0IE Radius Z7ONT1HS
BONET ATRHEIF. ZEZAONBZIRTOHECREAICOVWTERICFHTETN. 3D TUVRFvIC

BN T SVRALICVY TV IENE T, COE—RTR AAZIIFEEBETERICHE
BTEED

—  Camera E—FR:RE[FHXZE—RBICBITHRITEICHIATOTICHDET.COE—RTIE. >—>
2ETIFELBEEDHDTIL—AICODVWTEOEEL =EfistELE T,

BERERIMIRENYTFTLUAI D TENBWOH LY XTLTHERINLD. E—23>T5—
TELKENMELIED TR EIZHDELEA

Environment Sample

CNS DR RIFICHESS ¢ 51CId. Package Manager H*5 Environment Sample %1 > 7/R—kL £,
FEE AT LEFRALIEELEDOHDZEDS— A ENTED. ERF.EF . YENOBZER LE T,
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@ | Environment lighting |

[

Environment Sample I$ZDREZTLTVED,

Environment Sample Tl&HDRP 07 —)LR#EEY—IILOMFE EEZFERLTVET, CISDWTIE.
KD 2 DDOETHALET,
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Terrain

T —=LOHRIEIT LAY —DETHSIHRED £T,Unity ® Terrain Editor ZEX I FREICHDHET,
FHAN OIRERICERLBEARZEZICHTEET,

WA T T MEMERDESICZAAN T TEEFERELTREDE T, STDEEZRTVNTBIET,
LZzBKLIEDBZHIS/DT BRI EATEMEICDBD TR ESN—FvILBHAEZEAILTS
CENTEX T RIS IOV =PI EET—TAAMDT VIS T T IR Fr e TRREZ T L
PEXN

Terrain Tools N\Wr—JIEGBIIDRA DIV T T4 >0 TS0 M7y hORECKREX BENL T 5—E
DIA—FTAVTAEOTCEI R DT —0 70— % E5ICHELET,

Hift2 2 X7 L& Cloud Layer Volume JYR—RU MDA —N—F1REEEHLET,
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https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/index.html

Q | Environment lighting | Terrain | Clouds |

BEDY—IXFEZFRALTHEEERSSUVHREIIIXTSAE%. . Unity Learn DZD —ED
Fa—rUT)L THEEELTLIEEL,

HOUFZ DIERK

Hierarchy TH LW E1ER T2 & Unity I3 —VICKESARFEEZBMLET. CORDT Vv RIE,
EBEACTEEITZ_ENTEET,

A DOERIFTL—RT—ILDNA R Y TICES TRESNE T CDIL—RT—ILDIY T
TR EDRIERZEDLSICEFTIFTRIHNERELET AR EVR BIIRHEVRZRLET

NARIYTITRA VLT RIEELE T,

ZANTT4T

Terrain JAVAR—X UMM ZEZX AL TR BIDDETEIFRTFIHEENTVE T, CNSEEST
WHEDO—EZ L FSEID. TVT7ZBSMCLIEDREDHIRC NI - DHRE LTSS ZEHMT S
CEHTEFD

Unity 61 TIEISIDRBICERSNZEFTIINEBRED T ST IAFvE2ER LA W&, Terrain

Inspector D/NTA— VXD EELTWET, XEUBEEIRED. Terrain Inspector BA&DERIC.ZL
THIEMICHE>TVETD,
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@ | Environment lighting | Terrain | Clouds |

T2 %fE>THIFEZXNILTRLES,

TORTYITET4T— )20

ATV T BRI LT EEERTIRAF v 2l EDTEET. CNIFEZKREY IO
LAY —DESBHD T TIRFvEERLTILURTBIENTEET,

ZLTCERNETBEBREDHEDWTAT—ILICIE TaT7—=IIv T ZERLET. CNSIFMAIC
EEARTIURLELLD,

2048%2048 RGBAS UNorm 21,3 MB!

2TV T Eo T DT IV RF v E LY
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Q | Environment lighting | Terrain | Clouds |

BARS LURESE

R E TR S 3 ICISEIHDRNETY, Unity (& Terrain A2 R—x > bDO—EBE LT Tree Editor %1E
HLTVWET, CNUF. TEIFLBAROBEPNVI—23>FST UyFREFCIv oIV 2 ER LT
VB EICERITY,

2 By

SR T LG EEGEEREZRELTVET,

Terrain 2 7R—R U ROBIA/NLY M REENRGZBAZREDZE T LDBABNRZEDHY
CENTETTMARZERICEET S EH ARBEEY —ILZ2ESCHTET T EDR. EPTEDTIR
FryDENR—REFOTUTAT—ILDLAV—ZEBMTEENTEET,

Wind Zones Y R—% Y b EEBMT UL EARCHEEDNE TEN. O —NImHMETAENET,

SpeedTree 1T L—>3>

Unity I&.SpeedTree E7)L (.SPM F7#zld .ST 771)L) OEFEAVR—MIDRIGLTEDIZED
F—=LATIS TN EERRICIKRDS Z EDTEE T, Terrain Editor Z8EH LT, SpeedTree DIELE ZHIFZIC
EERTIVILELESARAVEENIBARICIE. FVRALICHMDA TSN CHBEERT3-HD
IS4 —HDBEFNICEX5NET,

SpeedTree EFILICIE NTA—IYVRZRELTE76HD LOD HEAAFNTVWETLOFUVY

SRT LI IR DFTDICETILENYTFUIEBLE T, SpeedTree DIEEICIERESE XD N TE,
JO—NILAILEXR—2aVICBIRTEET,
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Clouds

Terrain

@ \ Environment lighting

SpeedTree DHELE

AN

Terrain Tools /W —

Terrain Tools XN — I X AL TRED TS0V —ILZBINLE T COT7 RAY—ILEy .
WHEZONEELDMHIKHIHTIHNELNHD MDD —o70— %8Bt LIEVWGEEICRE T,

Terrain Tools /N —J%ZBINT % L RELHEREZ CFIBVLIEITET,

sc) ¥ Filters = Clea

Terrain Tools
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https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/index.html

@ Environment lighting | Terrain | Clouds |

CONYT =D EDEMICRZZME ZER LD ABOT ORIV T IERY —IL THER
TORFYT—REF—FIVITLIEDTBDIRUIEES,

5% L<I& Getting started with Terrain Tools (Terrain Tools DER%ZHIAT ) #BBL TS,

110 Tl 97

Terrain Tools /\W/r —JUE W —ILZIBINTY % L &H I, Paint Texture. Smooth Height, Stamp Terrain
EWVTeEIL Y=L DR R A LS B F T, Paint Terrain Y—ILDREHBIINMIDWLWTIE.I5E5
D FFIAAVER—D ZBRLTIIETL,

B None (Terrain Palette) © Save SaveAs Revert

Add Layer Remove Layer Remove Selected Layers

Create New Layer MewlLayer Create...

Terrain Tools ZfE>7cLAV—TDRA >V~

Sculpt V—JLIF MMEE BB ETHEORRZEELET,

—  Bridge (38R 2 REICT SR O % ER L BB ZER L £ 90
—  Clone (3. ®2#FEH SR ORI IS Z BB L £ T,

—  Noise [ F.BHB/ARXZATETZIRIINEA T %=ERLTHEZOSS®ZEELET,
—  Terrace |F MEZFEERD LS B—EDFSBRINTACELIEET,
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https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/getting-started-with-terrain-tools.html
https://docs.unity3d.com/Manual/terrain-PaintTexture.html
https://docs.unity3d.com/Manual/terrain-SmoothHeight.html
https://docs.unity3d.com/Manual/terrain-StampTerrain.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/paint-terrain.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/sculpt-bridge.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/sculpt-clone.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/sculpt-noise.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/sculpt-terrace.html

@ | Environment lighting | Terrain | Clouds |

Noise IJHMFE DB I ZEELE T,

Effects V—/LIZ M OBIFOS EICEDVWTEIELET,

—  Contrast I MEO2ENEEEEZRIKLEDNEIKLIEDLET,
—  Sharpen Peaks (& MO E—0%#H LD T TICTFEAREB A Z ESICFESICLIEDTEEXT,
—  Slope Flatten (& ARROFHZHF LT EMZZFSICLET,

Erosion ¥V — /LI KPR EDZE, LR DEBTOHRDIIaL—232%TVET,

—  Hydraulic I&GRNGISHASTeEICKBKDZRRBDIZaL—23 ETVWET,COY—ILZFE>T
ARHENN DA EERLELES,
—  Thermal (& BABRAEEHIFLAD S TRHMFITLE T 2RO 2L —>a3 % TWET,

—  Wind IZBICEZRBEIMOBREDOHMRDS I 2L -3 % TVWET,
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https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/effects-contrast.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/effects-sharpen-peaks.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/effects-slope-flatten.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/erosion-hydraulic.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/erosion-thermal.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/erosion-wind.html

Q | Environment lighting | Terrain | Clouds |

Erosion Y —JLIE AR HKDFE. LHOEHEIOMRDO>ZIaL—>a v EITVET,
Transform V—/)LId #tFz = w2 LIcD 3| WD B E#D LET,
—  Pinch 3@ T%5|o8k->TITOHMIFEIDES FERLSICLTHONSESIF-DLET,

—  Smudge X HFEOREE TS AMO— I DREISTA>TBREISE XY,
—  Twist i3I0 DO ZEEIC I OREZE TS A NO— I ORISR TEESE XY,

Twist (& 752 OHRLEFRDICHEOREET > ORISR >TEER S £,
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@ | Environment lighting | Terrain | Clouds |

FIHBOARAR LRI N —ILEER T2 HTE XI55 L<IE TerrainAPl.TerrainPaintTool
H LU Create a custom terrain tool (AXRLD Terrain *Y—JLOIERK) BB LTI T,

I1AIF1RA—

Noise Editor (/1 XIT7r4%—) Tld.Noise Height Tool ¥ Noise Brush Mask Filter TERTE3
Noise Setting (/A X&&KE) 7LV EDIERECBEZTOCENTER T Fles /T AT TR —%ZF>T
NEBTHERTZ A —SvILTIRATFvEERTEZEHTEET,

M XLT42—%B<ICIE X =2 —D'5 Window > Terrain > Edit Noise Z:#iRL £,

Noise Field Preview:

JAAILT1HR—

Terrain Toolbox

Terrain Toolbox & 27— 7O —DRRIGICIRII DYV —ILEZRB TR I TR —D1>VRITY, SV
Y RRERAVR— LIy TS LV ZER LD MR EZ—IETEELILD. XTIV R
RYTONA IRy T oA VR— b F I IRR—MLIEDTEET,
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https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/create-custom-tools.html
https://docs.unity3d.com/Packages/com.unity.terrain-tools@5.3/manual/sculpt-noise.html
http://elslighting.com.au/downloads/ies-files/

@ Environment lighting | Terrain | Clouds |

Terrain Toolbox ##2E19 31 Window > Terrain > Terrain Toolbox #3ER L 9%

] Terrain Toolbox

Terrain Toolbox

Create New Terrain Terrain Settings  Terrain Utilities  Terrain Visualization

Import Heightmap

Gizmo

Save As Refresh

Terrain/

Group ID: 0

Terrain Toolbox (F7—270—%ZHELE T,

@ BT BLA LS TR

Unity (& L OD\DFIBRG S THIAZDL A bL—2 2 % FR— L TVE T MLIEL A b L—2 2 T2 R
DEEBZRTZ—H BBHICENICEMI B CEHDEE A

BEMICIE LA =22 712&B3 070 023> TR DB EINET. RO DISHBEISIH LT
FEIVILISaVZ2ESREDNBDET (B: MEB L) KIc LAML—22TIC&BT7YET VN
=300 NILTILIR—23 0 BHIFEICRELFE A
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Q | Environment lighting | Terrain | Clouds |

HDRP #If2 &

—n

DI\ r—1F Unity Asset Store TAFAIEE ToUnity Terrain X T LZRARISTERT2DICE
UDH YNV TIOVEEGATVWES, COY YV TILNYIICEENZTIAFYv I ETILIZ.CH
BO7OSTIMIBERTEET,

HDRP #/25E|4. Package Manager #/' LCAF TE £,

CDI—UIIE AR E VM EIM I —ED T v oY —oOT7—2arhiEaEn TV Ed,Inspector D
ARV EFEOTEKRDDHZHRAVMIAASTODEREZELE. TvIX—0FRTOEELLS,

HDRP #f27E DA 21 )L
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https://assetstore.unity.com/packages/3d/environments/unity-terrain-hdrp-demo-scene-213198?

@ | Environment lighting | Terrain | Clouds |

COI—VTERAINTWAEE S T —A— g YT =T XX £ v21)>41C HDRP Diffusion Profile
TybEFBLTOWES, CNICED FEROBERITUTILE . IBE5 LIETZAFYvIDNLSTId %L,
BN TEAICREEZZ W TEET,

Diffusion Profile P

Transmittance Py

YIY—TTRZAF+ER VI DRE|S Diffusion Profiles ICRESNET,
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Clouds

EIFEN BV TR LEFEALCloud Layer @ Volume JVR—X VA —N—F10 RiZ. BRABEELERL.
Sky * Visual Environment OF —/N\—Z1 RZFHEFELE TRV aARIvIIFIRIESA T2 TP RIS

T & ,

RISL.EBRICESAZHF DTV BEZEOHLET,

Cloud Layer & HDRI DZEDRIICRAINE T,
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@ Terrain | Clouds | Fog and atmospheric scattering

© 2025 Unity Technologies

Cloud Layer

Cloud Layer DA —/N\—Z1RIZ. TO—T VT T7ZA=3 ML TES 2D TIRXF Y TR EEDF v
FNZEFEOTRIZ—DTARATLAZAV M ZHIEH L F ST BEE—F T EEEICOTHREIZMZS
CENTEERZLDFNABHDICLET . EDLAV—IFEDFICHUBEL MEICKERZRLI A S>3y
HHDFET,

v Visual Environment
ALL

Sky

v Sky type HDRI Sky
v Background clouds Cloud Layer

v Ambient Mode Dynamic

Visual Environment #—/\—3- KT Cloud Layer DA —/N\—51RZBMLFET,

O—AJILEIFFO—/NLDARY) 2— LT Visual Environment #—/X\—35- KD Background clouds %
BICL.Cloud Layer DA —/N\—S1 R%EEBML X5

v Cloud Layer

v Opacity
v Layers Single
Layer A

v Cloud Map wuDefaultCloudMap
v Opacity R
v Opacity G
v Opacity B
v Opacity A
Rotation
Tint
Exposure -0.56
Distortion Mode Procedural
v Scroll Orientation

v Scroll Speed

Lighting

< Sieps

v Thickness

Cloud Shadows

v Shadow Multiplier

v Shadow Size

Cloud Layer ®F—/\—3510 R
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@ Terrain | Clouds | Fog and atmospheric scattering

BV TERIE FEREY £EoTIZF v TREBA FroRLIFTRTREBEOTIRFv (HE.
BEEE.TTKE) ZBATLETL.ZOR ELAV—DOFIHZFE>TEFroRILZTLVRL B
HDEZFHTBEDNTEE 0.4 DOFvRILERFD 2 DDLAV—T &K 8 DOEDIIal—
SAVENTLYRT BTN TERT,

cumulus stratus

DefaultCloudMap @ 4 DDFv>F/L.

ZLTCHADAAAR T T2 EDHEBET T ED T X—23 ATV I A5— v RIZELE
LEdo

@ < SEEUABICESV 571
Unity 6 TIZ.EDLAY—DYIER—IDL VR IhEINE LT,

EL V¥ —% Physically Based Sky OA—/N\—S41 RCBAEHETERT3HE. ABIOED
ARDBEEELLRMTZESICHRDEL,

TSI LAR—FUITHENICE>TVBIHETH ABHOBIIEICEDORICRETBLIICHD
ELTo AL ZHEIBIDICLAR—FIDTIILIVZILICHHRH MR SN ATV T8 %=
ZELTHHDRP TEH—ELIERZ/ONBLIICADE LT
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Q | Terrain | Clouds | Fog and atmospheric scattering |

Physically Based Sky ##—/\—2- KL7z Cloud L1V —,

RN)AXN YT IZIR

BENEZHEBEERIE3ARENHBHES. Volumetric Clouds DA —/N—S51 REFERLET. CNSIE.
SR IELIRI T L TATEZITED R A XNy IR EEDE TN TEE T . CNE%E
Cloud LAYV —DEHEASHLEED RILIEMLIEDLELLS,

RUAXRIYIISTRDA—N—F1 R 2BMICTBHE

—  HDRP 7tw kA :Lighting > Volumetric Clouds > Volumetric Clouds %:#RL £9,
— A—AlFETO—/NLERY) 2— AR Volumetric Clouds DA —/\—51 REBIML £,
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Q | Terrain | Clouds | Fog and atmospheric scattering

RVAXMIYIISIREAA Y DTAL I3t MIRIETEE S,

Advanced LU Manual @ Cloud Control 773> Tld . EQBEC IV Y T HEETET XY,
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@ Terrain | Clouds | Fo

ga nd atmospheric scattering

v Volumetric Clouds (Preview)
ALL

General
v Enable

v Local Clouds

Shape
v Cloud Control
v Cloud Preset
v Shape Offset X
v Shape Offset Z
v Earth Curvature :
v Lowest Cloud Altitude 500
v Cloud Thickness 2880
Wind
v Global Wind Speed 2000

Quality
v Temporal Accumulation Factc
v Num Primary Steps
v Num Light Steps

Lighting

Ambient Light Probe Dimmer

Erosion Occlusion
Scattering Tint
Powder Effect Intensity
Multi Scattering
Shadows
v Shadows v
+ Shadow Resolution High 512

v Shadow Plane Height Offs -5.81

RUAXNIYIITIRDF—N=31F
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@ | Clouds |

Unity 6 D7v77—b

Unity 6 T® Volumetric Clouds D77/ T —RMIXRDED T,

—  Volumetric Clouds (37 7— 2y TE T Uy T EINELAED AXSDEREICEAHREIERICLY
R)oTgEn%xd,

—  REDHREH Visual Environment F—/\—50 RO—EBE L TEBEINTERICHERZRET
ZRBNHRADERD Local Clouds A7 YavHFREICHRDF LT

—  ARRHEOBBICIOTUEICHEIEDFA T I DRIE SN UBIIN T+ —I VR EES
ATWe 74V R 2 E<ERE T 2D EMDEMINE LT,

— A RIURYTOMEDBRILICED LTIV ROV ITHRESN RIaAXNIYIITIRE
HAEDETLYRI VI TBIET KDFERTUTILBEDNERINDLSICHDELT.

—  TFYIT—FEINEOLAV—IXTLIEBASMIERS 2 BEOEDTL Y REHR—FL.
BONEER (R)a—LILYTAVIILELBBERNSERABRAY) HAREICAED LT
R)a—LTL—LT7—=IDH—TTLoTAIIICED R XNy oI5 IR EBSMNIER
IEBENTEET,

—  COTYIF—MIED ULy Ty I F—TINREL TW MBI O T Uy hTRENE) 55D
ECESFREOREMN BT —T 77D ERINE LT

—  Volumetric Clouds I&. Visual Environment ¢ Rendering Space sXEICHREWVVE T, XS 2R
EERALTAXSHEDRICAZDEHTET,

Cloud Layer & Volumetric Clouds @F—/\—Z4 RIZDWTIEHDRP DRFa XV EBRL T I,

Environment Samples

Package Manager @ Samples X7|Z#%% Environment Samples (CI&EDH > FILHBVWKODE F
NTVET CNEELIEER LG IEITEFREREREHTEET,

COHUTIICIZ. SE T A Volumetric Cloud OFRENEENTVEI.ETLNTIE. EOREE
BIRODIEITEFRRELZTRLTVET,

Simple E—F:FRIERCNICEECRRBOREZHEAL C—RIBBEDEZERLET./\FA—5—
ZRBLTCARRLTVRAFvZERETICEOSBER R EZEETEET,

Advanced E—F.HZfiE&EINEOEE RE. SBE.RFRILE) VTV FEEORFEDMNEICEE
INFEI, 7O —JvILERMEINT: Cloud LUT IC&> T EDHR. BE. BFEZEELET,

Manual E—FHEDBEDET CloudLUT ZEE T B LICED . TEBARZIA IDETREICARD £,

CloudMap DEF vV RILICEEFNZTEIEFREDBERICEOT.EDEBHRED 9, InspectorUI T
FAEEARILNTZRoO0—-LLCEIRTEEXT,
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@ | Terrain | Clouds | Fog and atmospheric scattering |

Simple - Clear Skies:ENW' X X5 DTV Y MIIEAFADDTHEBRBELLHDEFHA

Simple - Clear Skies D%

Simple - Cloudy: 20D YMI EOR—ILHER . BRI ELHO>TVET,

Simple - Cloudy MZ
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Q \ Terrain | Clouds | Fog and atmospheric scattering

Advanced Clouds: &0 FZEOE L3 EICBE BEBILENELEINET,

Advanced Clouds MZ2

Manual - Cumulonimbus: H X4 LD Cloud LUT ZFRALTEIEZ 1 DEBEL.ENRM ALY BEIT%
REEHHLET,

Manual - Cumulonimbus MZ2
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@ | Terrain | Clouds | Fog and atmospheric scattering |

Manual - Cirro Stratus: T 74— LENT=I ST =3 /A XTIRAFvICLDEBENER I N
BABZEIHIESNET,

Manual - Cirro Stratus MZ2

Manual - Complete LUT: 2D T=DICT ST —>a> e A AT IXFv%2EH L. Cloud Map %=/
LTHY U T SNIEBREDE%ZIF DR LA Cloud LUT TY,

Manual - Complete LUT ®Z2
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T+ & RENEL

AE—D. 747 5P RENBEEEDDEEDY —IL T BITECILAREZMATIA T4 %
BHLIED.BOHZFTESRZRIHLIEDTBDICRIEEIHDRP Tl 747 = AL TRKDINR
ZRIETEEY,

FEREIZATITINEAATDERICIGCE S T4V ZFA TR L AXSDT7— 7 )y THZIER
TICLTEICH B IARRZS—UICTL VR TBIEHTEET,

JO—/NILT7#+4

HDRP Tid. Fog DA —N—31RELTIO—NILTATZRELTVE T, COBITIF AXS L OIER
ET—IREBOBRSICEDE U IATHRHMICTI—RLTVEFT,

v Fog

Enable

Fog Attenuation Distance

Base Height

Maximum Height

Max Fog Distance

Color Mode Constant Color
v Color

Volumetric Fog

v Albedo

v Ambient Light Probe Dimmer
v Volumetric Fog Distance 10.2

v Denoising Mode [eETVESET

Fog DA —/N—=31R
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@ | Fog and atmospheric scattering |

<—>H®D Volume T Fog OF—/N\—5-1 R%FE L £7,Base Height Tid.—EDEVITAI DN LEMH
ICADSICDONE R DIRD BIBE EIEE L £, CDE% L[S . Maximum Height [CB)ZE T3 £ T,
TATDBEDRBICTIT—RLTVWEET,

Fog disabled Maximum Height 2

<

Maximum Height 8 Maximum Height 100

Base Height & Maximum Height D& EZER L TEWMIEISES 7402 RRLFT,
[E#%IC. Fog Attenuation Distance ¥ Max Fog Distance Tld. AXSH\SEBNHN B I DN TAT

ZEDESIZTT—RIEZDOH%ERE L £ Color Mode (4. Constant Color X EX7FZ®D Sky Color @
CELOMCHRELET,
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Q Clouds | Fog and atmospheric scattering | HDRP water system

Attenuation Distance 5 Attenuation Distance 20

Attenuation Distance 500 Fog disabled

Fog Attenuation Distance DFEE . TAT D EDISICERICTI—RAVIINEZEBLET (RSN TVWBDIERIXNIWITAD),

VolumetricFog #BMICT 3 L ARBELD > I a L —2 a3 P ThNnE 7, Lighting ® Frame Settings
(AASD T F7=lE HDRP T 7#)LMRFE) T.Fog & Volumetrics 4 IZL £, £/ HDRP N1 51>
TEYRTRIaAXMIYITATHEMILET,

Volumetric Fog Distance (CI3 AXS D=7V )y FEDSRIAX NIV ISA T4 TN T7DEER

FTOMmRE (A—MLEL) ZRELET. CNUCKIDATRISEEYMEN B SN EBERDOT —LFT
DU hHERDEICENE T,
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@ “louds | Fog and atmospheric scattering | HDRP water system

Fog disabled

-

Maximum Height 2
?!s ™ "

RAXNIY O TAT G ERICRIRO DA A ZRIFLE T,

RNIAXNIYIZAT42T

RVAXSIY IS0 T4 27 IC&2T ARRODEDERPARLDENSHY HE B HRIVBARGICHR
ZZal—hLTLIAVITERT,

ZFNENO Light AYR—% 2k (TUT751RUASA) 12 Volumetrics JIL—7HEH D £ 9. Enable 4>
IZLTH5. Multiplier £ Shadow Dimmer Z&7E L ¥ J,Real-time F7z/& Mixed Mode D51 +%
/9 % & Volumetric Fog RIC "SEERYEIE" MERINET,

Multiplier THEE ZFHZ L. Shadow Dimmer ZEAL T v ROUZRFTTIH—TJ AN M2 EES
ERELET,
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@ Jlouds | Fog and atmospheric scattering | HDRP water system

& v Light

General

Shape

Celestial Body

Emission

Volumetrics

Enable
Multiplier

Shadow Dimmer

Shadows

Light J>7R—=>k® Volumetrics

FDEHZAR ) A XNy I THITRICLHIENARVD T, 745D Base Height & Maximum Height %3
BYR_CTREZHIETEEY,

6 FUARXMIYISLTLU TRV EDITOVWTOES b

RUAXNIYISATA 2T Ev RO ES T RIRFY I BERDBETIH ?CNSDEV M EE R
LTS,

—  BYPARDISBHEEB AT TIMNIRZED.CNSDF T I DB TIIHEMHEDR
PILBEDET,

—  HHORIXFIZ RIS TIAAZOMUBLAEIKELE T AXITHROEETLIFIF—E
BRICHB EHHEDEDB I DL SICHDET,

—  HOBEPEII.IYRLIORCEZEALET.BEZ LT TREDBZRIRT B LT
e XDIRILI-E B EHAEETY,

—  Y=YRORUAXNIYTTHY IR EOMDN— T ISHEME T R LML
9. VFX Graph I ENENOHBICTT—ILEBIML. SDEFES LS BTN TEET,

TALO2aFIIA DRI AXNIY I ATV ZBMICTBE R aANI I TAITRICHMDIRTENET,
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Q | Clouds | Fog and atmospheric scattering | HDRP water system

CNBDBITI TALIIaFINTA R ERRY RS MIRTS Volumetric Multiplier D% % R TH
n¥xd,

Volumetric Multiplier 1 Volumetric Multiplier 2 Volumetric Multiplier 4

HDRP # Y ZILORHD AR Y hZ4 MIBEASNIAR)AX NIV IS T4 T
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@ | Fog and atmospheric scattering |

A=A XS )T THT

HDRP Tld.Fog DA—N—S1REDBMAHWVWI+T T 71U DR ERIZEIC Local Volumetric Fog
(A—=AILARVaX NIy oTHY) AVR—2 8 (HLWA—2320 HDRP TOMHR K Density Volume)
ZRRATEED,

& Volume S RFLDMNZHZRNED I R—2%>2 T XZa—h'5 Local Volumetric Fog @
g — LA TS %ERL (GameObject > Rendering > Local Volumetric Fog) 9 %h\ Hierarchy T
H21)v2oLE7 (Rendering > Local Volumetric Fog).

& v Local Volumetric Fog

Single Scattering Albedo
Fog Distance

Volume
Size
Per Axis Control

Blend Distance 0.2
Falloff Mode Exponential

Invert Blend
Distance Fade Start
Distance Fade End

Density Mask Texture

Texture E 3D Texture_SimplexNoise
Scroll Speed X 01 Y O
Tiling X 1 Y 1

Local Volumetric Fog A>R—%>~

UKD TAIDIBI NI TV IRy DI ER SN E ST A X oI O—IL TL>To >
TI—TAVIDA T3>z RELES,

O—AIIRYaXSIY I THIENT I TA VTR I RICRRENET,
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Q Clouds | Fog and atmospheric scattering | HDRP water system

FTIFILNTIETAT1E—TIH. 3D TR Fv% Density Mask Texture 477> 3D Texture
T4—IRICERATEEI.CNUCED. A —FLIDRRICTATOAREZI O TEET,
Package Manager @ Local Volumetric 3D Texture Samples H'5H > 7L 24TV O—RE3H\
REIXEDOFIE IZRE>THE D Density Mask #1ERLL £9,

N

s,

S—RICKEEINE T,

Density Mask Texture

Texture = 3DTexture_SimplexNoise
Scroll Speed X 0.1 0
Tiling X 1 Yl 1

Add Component

I Project

ZX—>3>0 Scroll Speed ZFREL.Tiling ZFABLEFI. CNTRVIXNIWI TATHRLIC

78 0.1
Z |l

2 i

+ v Q 7 o & 19
% Favorites Assets > Samples > High Definition RP > 12.0.0 > Loc

s Assets
e HDRPDefaultResources
@@ Samples
& High Definition RP
&% 12.0.0
Bm Local Volumetric 3
B SampleSceneAssets
B Scenes
I Packages

3DTexture_Gro... 3DTexture_Gro...

3DTexture_Simp...  3DTexture_Sph...

Local Volumetric 3D Texture Samples @ Density Mask Texture

3DTexture_Che... 3DTexture_Che...

3DTexture_Che...

3DTexture_Puf...

3DTexture_Wor...

FRHDRP Tl O—AILRV XNV I I T R IZILL TN TA— R EEOH £, 7= LRIl
HICEOTHEDIERICHRBIBENH D E I, T VT I %K T B HICIE Density Mask Texture
Z{#EAL.Blend Distance % EIFTIATDIVvIZBSMILETHDRP NAFSA> 7Y ®&RA
256%256x256 DO—AILRUaXS )y IMEEZBEME TE IDIBEB TABIELAMRETEAH TN

AIREICD &Y,
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HDRP 7K X 7Ly

KIFBERMATIIETICTHHZDHDTIH Unity DK ZAFLICES>T A —LDHRICHINETYU
HICBBICHAAD I ENTERLSICEDFELI. IO TV T ABRBEN - RS DS T -0 Bk
KICBONIET4TIILRDTH AU ETOTVWETH ?HDRP BIEADKEZDEMIZ FADEI VYD
TETLEY,

KORTLZERLEIVHZBMLE LSS,
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Q \ Fog and atmospheric scattering \ HDRP water system \ Shaders and materials

KORTLADEBKFEO—EZUATICRLET,

—  YEAR-ZOKL AV DT KO RTLICIEGBOD E BT EHEO T ONT 1 2 HETE2ME
N—=2DKIT—R—DMEH>TVET,

— KOBEKIITLIZ SRO B AN ZECKEOERDS 2L —2aYZTVET

— KPR AASHKE TICED L KPL A D THIKDOYERRE ZE B L. DB E RN =
BERLEY,

—  Foam:KE>Ial—Ia> rRRICEDVLWTGazBHNICERTEEFI. O-Dllojadx
L—R—IC&> T AR— DM R ED/ NS BT UTICEITZRBEMBD I aL—23>%T5C
EHTEET,

— AT IL=0aU N AIOTH—=IL T IA =R =R T—T« AN TELWR TNV R—R Uk
EERLOKEZEFEFEO/IEESPHAICDORITZI N TEET,

—  NIAF=IVRCOVRTLIITESER TSR TIA—AICRBEE SN TE D AR DT DEE
DTFNYTE—RPBEETNTVETY,

KEZATLIERENDHREIA XA T,

@ Unity 6.1 DRTHEAE

Unity 6.1 (HDRP 17) ICIZ KT X FLEHBT 310 DBV DD B D MDD TERT 3184
RSN TVET,

—  JKE® Transform H7R— kD& E:Infinite Oceans ¥ Instanced Quad ¥ —7 T X TEITHEH.
Bl BDRT =T DY R— SN KEDOREDTREICRDE LT

—  K®DFT7H—JL ShaderGraph 2—%"y ;:# L) ShaderGraph 2—4 v MI&DIKDTTH—X—
2 REET R SRCERENTERLSICADE L e CNUICED ARZLL YR —T O F v
PARBICHEDETIAD T ZX—2aVhKOAEISERTBELSICHD LDEWNART T/
MHESNET,

—  KBLIAVIT D@L X I T I DERRMARE S R v T MG T L5127 D,
KARBEOZARDEEDE LT
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@ | HDRP water system |

—  ShaderGraph M#iL\\ Camera Height /—F:#L\\ ShaderGraph /—R Tl ZK@Eicxt
TRNATDEIEY VTSIV TEET, UKD AXSL VDK R DT T MHETEE
ICBDET (FD KR H I o—2zslR),

# LU ShaderGraph #—7 v MMIED D HADETREICRD E S,

Unity 6.1 XUBEh'BH 1L Cave H>FJLS—> % RollingWave H> )L o — RT3 HTEET,

IKSRT LDERZFRIIBT S

IO TR EKI AT LICHIGSERAE:
—  BLUA=NATZATyb (KEBBLIZRELANILIL) ICHLTKETITAR—KL.
RELET,

—  FIXZ®D Frame Settings TKZBMICLET (Edit > Project Settings > Graphics > HDRP
Global Settings).

—  J—YA®D Water Rendering RJa—LFA—N—S1REFERAL.AXSOAMABICEIVTKD
LRI IDT T4\ R B5FREGIEL £,
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@ | HDRP water system |

@ v Volume

Mew Clone

Enabled

Add Override

Volume #—/\—3- KT Water Rendering ZB31{L L £7%

KDBBEMCHESTB T — LT TPV a—hSREFAHDKIEEEBIMTETEIHDRP (Ci 3 ELE
DKEHHDET T—ILIIETY,

a or Lake

Water

T=LATITIMAZa—hEKF T I b EBMLET,
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@ Fog and atmospheric scattering | HDRP water system | Shaders and materials

KEIAVR—2% 2k

KEATT T MIIZ IKDERERI R /NTA—2—% i $ S Water Surface (K@) I R—R VX IUTR
BHDET,

om Game

Game

KEIVHR—RE

CNEDNFA—=RZ—|F KED>ZaL—2a3> e LAV I wRELET,

—  General: KO 2AENRTESE (Bl BF B T—IL) COKBEOLYRI D IIERTZSH
XY (B 27y R HRXA L. InstancedQuads. Infinite) ZE&L £,

—  Simulation:E ¥ BAVKEICSZ3REDITIal —2a EZTVGED/NS—> EiE DR % S
LXY

—  Water Decals: KT H—ILOFOEH I XICHELFT (TEEBR).CcOREEFEAL T T I4—
A=2308.02aLl—2a RRIIKRETDER D T IR F v DMRERRELIEDTEET
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@ | HDRP water system |

—  Appearance:’ KDEGBESHE BT AEDOBELZRE L £T. I—R T IR LIFIRRIKHEE T\
MR —-ZADIT—T1 V7 %BbLET

—  GAUEOELKFOATSTINORD BEFICEITEEAONRCEEFZHIELET
—  Miscellaneous:Rendering Layer Mask &7 /\wJE—RZHIFILET

7K773—JL (Unity 6.1)

Unity 6.1 Tl KT A—ILEZFER L TKOMBEEMD<HIE TEE T KTA—ILIF T—)LRZEREISER

ENn3Shader Graph YAZ—ZZY YT THocNUSIEWK DD DT TUT—23>hHB D%,

—  Currents: BRI KD RN EERZRTEFET,

—  Deformation:  KEIOEIETARATLARAVNEZELETY,

—  Foam: KW AT UMM CHEER T 3%BFTIC. AT hUr—2— (BL/EiI>7K) @
IO EMRAETD,

KFH—ILZVER T BICI%. Create (fERY) F7-I3 GameObject X=1—|Z#5&) L. Water > Water Decal
FBIRLEIHDRP ICEDT—LATIzIMD =S BIMEINES. T 7V b BA LI LEEIC
TH=ILEZBBSE T,

Water Surface J>7R—=%> @ Water Decal 7O/NTA DR EZFEB LT TIAFvDRGEZLEE
LD HFED

KT H—IL®D Shader Graph ZIREL. TA—ILHKICEDLSIZRETZHERELFT.Enable Mask
And Current Water Decals B3I 3 &, Graph Inspector T TFDKEBEXFIRTEET,

—  HorizontalDeformation

—  SimulationMask

—  SimulationFoamMask

—  LargeCurrent

—  LargeCurrentinfluence

—  RipplesCurrent

—  RipplesCurrentinfluence
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@ | HDRP water system |

Single

+

Water Decal v

Unlit
Decal

+ Water Decal
Physically Based Sky
Water
Lit
Canvas
Fullscreen
Hair
Six-way Smoke Lit
Fog Volume
StackLit

Eye
Fabric

Tangent -

~

KT H—=ILDI TP ~Z Shader Graph YRZ—ZA Ry V% ERALET.

T I T KT A—IILOBEHIEAASICEAR SN TWET S — LA TS IMIEE TR EHTE
F KT H—=ILDERFEICDOWTIE Water /\wr—24 7)1 D RollingWave >—> %8B L TL
72E0,

Unity 6 O7KH >

HDRP DK R T LZFH K RBIREOFEIF. CEIFHI-RT—RERIT YU TN —2%FERATIL
T9.Package Manager T.High Definition Render Pipeline (HDRP) /\v/r —%#:%3R L. Samples X7
H5 Water Samples 1> Xh—JLLE T,

Unity 61 TPY 7T —hENIcChoDH AL U TILGKETODTIMIRETEODHER L
BOEI,

kA

HGE (Glacier) OB > TILIENDSBDOLSBAITHKIFICEBR T EHEZRLTVETUnity 61 T
7y 7T —k3.Mask and Current Water Decal 7— 27 70—% AT 2L 512D E L7 (Project
Settings > Graphics TEX1b).

KTFD=ILEAERDKT T4 =X = AT LICKD S TIKDIRTDT IA—X—> 3> ZIBT B LS
ICIEDE LT

RTVTINT 73— — @R IKT A—ILBRROBEEFAEOTVWE ST IA— R =23V TIRXFVICE

DVWTKDESZ EIFTVWET—HARZLL A —TUXFv%$FD Decal Projector JVR—2 2k 14,
EB2KEZaAL— BT A= a3 T ORF Y EERLED,
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@ Fog and atmospheric scattering \ HDRP water system \ Shaders and materials

Water decal
with material
deformer

Deformation
texture

KEZKTA—ITTIA—LEEET

Water Simulation Decal (3. )IJAWVNCBDSRDIMBATZIOEHETIIDRE TEERESEET,
—7% . Water Current Decal (. ) ID'5BADKDFNEZEEZET,

KADY VTSN EBEDBVTVET,

EVILREDEZ LR LTIIRICH>TEZEMLTVWE TR EKEDEINNSWSHISEZHL
9o
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@ | Fog and atmospheric scattering | HDRP water system | Shaders and materials |

JNODIHITTBHILEE,

I—RTAVADMRIF DB ESIaL— TR ETKAFHLESKREOV T )T 28O ET,
KEEDQD—R T Ui, GetCausticsBuffer BEZEBLTU7IL R LTEH INS Decal Projector
AVR= U EFERALTIREINET,

JIRTlE. =X T 7 RId Water Surface AVR—X 2V ETEEEMICINEITH IKATY TORE
EZIT W=D KO ZIIBEARBR—BLIESI TV IMEDESNET,

OA—RTAVREKDHRE

FEHATWEKOBRIE IKEICH S 35% %> Ial—hd 3 Floatinglceberg XU 7R EERLTKRE
EHICBHLF T, TNENDHICIE Foam Generator HEENTENIESICDONTERAISSADI TV~
HEBRINET,
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Q | Fog and atmospheric scattering | HDRP water system | Shaders and materials

5

5 (Island) O —>Tld. FRBUKIE CERFEY E DM BEERZRBICKRIELTVE 1 DOXTH—ILT
BHEOBBICHISELTVET,

—  IKFAH—JLIE. Affect Simulation Mask A7 >a> & ERALT KDSRDPEEZSO—EEIRY
LEd,

—  [ELY¥2al—3arIRIFIRXFvH Water Decal Shader Graph TERINEETRXILT
WFEd,

—  Current Map 7YX Fv|d. Affect Large Current 7> 3 % EH L UKED NS AEEZEZ T,

BOY VTG FIDKEERLTVET,

FUTORSRZEOHZDOIFEIRIEBREBTHITEIRFZIIaL—FLET.ZAMREROD
AZ7EINAEO-F - RIT R Z2EERIDKEZH EEL I BN BMBFZEOD R L £ 9. —7 . Water
Excluder 7 —LATITIMME =Y RDR—MREKISEDNATWE AT I FOABBICKDRTE
NBVESICLED

ZATMRROATEIL IV O—F—H BRI BB EET,
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@ | Fog and atmospheric scattering | HDRP water system | Shaders and materials |

7=l

7—I)L (Pool) D> —>Tld G FHOYIEBEBR CBER)IL I 3V RBEINTVWET  E—FR—IL%
T=ILICE LG EOEEAKEISH>THEAMNAT 74— X =23 K LRAZIDI 7TV M 25 ST
BFERELTLIETL,

E—FR-ILBERERNICIZ. BELARZEZERLICARZLFNYIRRRE 2ERLTREICENVET,

T=ILOY Y TNTIEFHEA TSRV TVET,

KEDETEFIERREFETRIRT 57-HIZ.HDRP 71w T Screen Space Reflection on Transparent
E=BMICLTULET, £/, Caustics SRFE®D Directional Shadow H F—ILDKADEZBSTEEHD T
A—RTAVADINRZEDELSICESLTVBMNIBEB LTI E L,

VFX Graph &7 A—)LhNEREDBZEDHLE T,

—AHGBRRDIZalL—23 0 Tld Bubbles =LA TSz O EFERLTVWET, ZMIZLD. Decal
Projector &7 &y FENTz VFX Graph ZfERB L TCEKKDI TV MDMER INE T,
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@ | HDRP water system |

M (Rain) D2 — N3 MHABE CHEER TR FZIal— L TVWE T NRZLL VA —TIXF VI,
MIC&BEIZE )T IL 21 LTERM L £, Shader Graph D77 )L KEISENZEMNICERLE T,

ABARELGREZEAL T NEADRE. A GEEZH#LF9,

eSS

B g
e —

HRBLL Y HA—TIXFvIFMICE BN EMR L £

LBEDH > FILIE Unity 6.1 UBRICEBEOFHFLWI—o 70— BNT37H.ZD/N—23>0D Unity
PRETT,

RE

JAE (Cave) M —> Tl Unity 61 METHERRBERI—RTAIRTIRAFYDIEFIFHERAE
ZRLTVWE T CCTIRGABERECRAONAAREMOHZS51Tr T 702 EHALTVWET A
BIKFTEDESICHADINERTEH % ZTal— LT ABOREICESHDNZ—E1ERTEXT,

CustomPass|3. 7L 1) —><F1T)LE ShaderGraph ZER L TIRABDE Y XFHICI—X T IR

FATAVTDOMREZRFELE T D — A —IF3KAINSA—RTAIVRTIVRAFvZF TV ITLET,
SG_CustomPassTriplanarCaustics Y77 ILEREZ AR L T HNEREMAERTEET,
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| HDRP water system |

ff ~ Custom Pass Volume (Script)
Mode Global
Before Transparent

Custom Pass
Camera
Camera
None

Material SG tomPassTriplanarCaustics

Name DrawProcedural

— " i i
-.‘,—-:-rlrw Shader Graphs/SG_CustomPassTriplanarCausti»  Edit...

Surface Options

Surface Inputs

Custom Pass & A—XTAIRSA T4V I DMBRERELET,
Shader Graph ZiREL. S#ITA>TCA—RTAIRTIRAFYHEDELSITRFE SNZ D ERELET,
Sr—4A—|S BRI L TR ERE S FAFESTLEREOEICO—RTAIADIRNZDZ TS

7oHIC Y ARACOMRZREIEE T T T TICKIAFLAMIBLTWAKE FICO—X T IR
PRRINBICHHTET,

REDS =TI A=A TV ADREFELR ) aANI I TA I BN LE T,
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@ Fog and atmospheric scattering | HDRP water system | Shaders and materials

KD DWTIE ARZLIT )7L %FERE LT Local Volumetric Fog (O—AJLRUa XN )wIT44)
HXKETRETZIHDNZ—>% > Zal—kLEF,Shader Graph . Water Surface J>R—% >k
WOA—RTAIRTIVRAFvEG VTV T L REDMWVERRDOHZ T T I ZERLET,

RBISTZX—23 b SNIKEDREDSE B KEISE N ZEDH LE I, Decal Projector (.
BEOEICRONZA—RTAIRTIVXFvEIZa—MLET,

Caustics texture
projected as decal

Water drop falls |
from ceiling

/

Water decal deforms
surface

KBIZEREZT 74— LT EICO-RTrVRERTELET,

Sh3dE
513K (Rollong Wave) > —>id Unity 6.1 OKTH=ILTIA—RX—3 8T T+—X—=>3>

TOXFvEFERALTARISRBKRERKELTLEYShader Graph EHARXZLBER )T =R
LTRZERLE T,

TIA—R=23VTIRFvISREEOHLE T,
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@ Fog and atmospheric scattering \ HDRP water system \ Shaders and materials

WEVERR T BT=®IZ.Shader Graph TT 7A—X—a3> T IR FvEH > TI T LD R ZEEL
Fooox—4—IF UV ZABRLTHTEZRIE. LU REEZERALTRZABOKIZESMIRL
F9.MoveWave RIUTMMEIEZ +X BTA > TRIAIEBEEZIETTZX—a 1ML LET,

¢ Water Decal (Script)

s Move Wave (Script)

Water Decal RZ U MMIKETIA—LLET,

TIA—RA—=23> T IAFvBRIF. ENENELDIFDREZRTERDITA R THEEEINIEED
Xy ahbERINET, MeshBaker RZUTMIZINEDITAREMNIBEL. [BRAEBERFTRLTTIXTFv
ICEMLE T BT IXFVITIERFARICHIGE LT IR F Y FvoRILIE XY Z TI4—X—>a %
I>O—RLEY,

o
e
K2
e

o
R
A vt
X
e
e
’ﬂ

7176

Mesh Baker (Script)

NZK L Baker ZEALTT 74— X—2a>YTIRFvEERLET,
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@ Fog and atmospheric scattering | HDRP water system | Shaders and materials

27T+ ETXNTBICIE.Mesh Baker 7'—LA TP T M EBEMICLTEREZFAZEL. Inspector T Bake
L ET,

kR

7k (Underwater) %27 ILIE . AXTHIKE FISE L e FITAAE I ZDERLTVWET KEER %
KESAUDDIFTTVET T I7HILETIE CHUIK EEKFPDE 2 —%ED 1T BIE0ZEDELTHRTI LD
BSAICRE 23 & 5. Custom Pass ZFHT 3. COBBEECMNITERIZEHTEET,

COITVMMIKESAVORAEICIENLEEAT S Full Screen Shader Graph ZfERL £,
ST—A—EFHRBKPNYT7ES TV TTEE T EDOETvILDKRICH I ZHRELET,
Z D% .HD Scene Color /—RZFERLTKEZT>DHLEITEIFHN L BEZLDBSMILET,

ST—H—hKETEIENLET
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@ | HDRP water system |

CDITIIEEDITILICRERIDIC S 1—H—IFEREKEZ1 D LEICHhTMNMBIELTAZINR
MREMRITVET,

T
'_-;_. hChve 7

Custom Pass H'EIE LICKEZMZ £,

Custom Pass &.HD Scene Color /—ROY >V IHICEED UV 2EHZKEHEMLET,

Z®Df.Custom Render Texture (HRZLL VA —FTIRFv) & IL—L%EZTELTHBRIITIM
ERRLET,
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@ | HDRP water system |

COI—CTIIBERICHZMEATT=OHIC VFX Graph T7x Vb HFERAINTVET,

—  EYMIREIERBLEXREZEFE>TTX—23VLFT,

—  BOBENIKOFZEEFNICKTET

—  ’3lF.Sample Water Surface /—RFZEEL T IKALICRRIINEWVELIICLET,
— BT OKPOESTFESESIaL—MLET

RUAXRIY T Sw RIDKFOUTILEZMZET,

AR)aAXR)YITATEADKPTEDLSICHEL T B E T Zal—bLE T, Water Surface J>7R—
ZUMDSA=RTAIRTIRFvEY VTSIV LT IKEBBTZHEDOT I M EER L EIRBI A
RUaAXRNI IR RUENZET,
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RTIVTINE AT T IRDHDRFRHEADIEF RET BT LRI IICEVWTEERREZ
RIELETRTITNZESE ATV MR ATA AR HB VISRV STDODRBE LD DIC
REBTENTEFT,

RTVTIL AR z—R—F TP IMDITFLYZADEENTVE o — 4 —F T I 771
TILDTONTA ZEELTWBHZE R TUTILIIEEBPTIXFVYIIT7L YA B EDT—2HEENET,

Pr—4—BIF GPU LTS3 7OJS LT REVLILDBZRETZHDTITIRAF V. 51h
BRI TIVT7ILTANTABEDANT —RICEDVWTHEZITVET,
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@ | Shaders and materials |

JRTIT7INDT T

HDRP @ Package Manager ICI& Materials > 7ILM&E EFNTVET,

HDRP Materials %> 7))L IZI&HDRP IZ8HELIRTUTILR O — R —DIEFTEFRYVTIHDEFE
NTWETH VTSI T T =TI ARF Y RIV I T RATLAAX N BAEREDHMED
R TEE T AW TN TLS Shader Graph & Lit > —4— X%, Fabric YAAX—2 %%, Decal
NAR—=RAZYT 1RED XAZ—2AZ2 v (i) #FBLET,

Fabric\Hair.Eye YXAZ—/—RTILBE. 7—T1AI&S Shader Graph RTOMDWEEHDKNE
T CNODOY VTG ST — 4 —ZBETIERERELTES A TEXT,

Fabric
Materials

Fabric 4> 7L

Eye (B) UYTFILIZ KL UV BRECHEDAVR— AT — I T7 02— DEEICRTINT
Ay aZzERALTVE T EROMBEOBZER T SICIE.3D ETVYIVIIIITTINSDED
Ay L aZRANEDEEE UV LAT7 IR ZIBBELE L&D,

RTVTINCESTUSGBYNCAI R T BTeDIC LA RL—2 2 ZHR—FF% GPU BMUETHB L
ICTERLSIE T,
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@ | HDRP water system | Shaders and materials | Forward vs Deferred rendering

NTUTILIN) Tk

E5TNIE Unity TEMEAITTUTZILSA TSV ENENICEEL. ZEZERTIZDONEMICE S
CEEBOEEAD?IRTIUTINIT UL EER TR BEDITITILER=RICLIETTL—RP
ITVTIVTLNTZERTEET,

RTUTILINIT > R OB

NITUNMETYTIL—MRTUTNEEEDTONTA 2 HB L BEBERDDETeA—N—51FT3L
MNTEET T —LATITIMIEITZTLNTERLELIICRTITILNI T AT BEDTONT1 %
F=N=F1RTNIKBVERICOYIITEENTEEY,

FIZIE. TASTIMIARDITITIVEERERTE LI-WHE.Wood Base YTUTILHSIRH T BHD
FOXFv%ERED Oak ® Cherry BEDNII—23>EER3ENTEET.CNSOVLTNHZERIC,
BEEOEEVAEDMOTONTAZA—N—Z1RIZBEBDOITITZILNITN (B RO F—D,
LYRA =) ZERTDCHTEET,

RTVTFILNIT UL EFERTZEEBROTOP I NTERTEEIRN—ZAITUTILDOANRZATI V%
ER L BEICISCTA—N—F1F BN ARICADE T EDTe®. 7— T AMIHBB D= DIC
RTVTVNZERTBZBEDBLBDKICARELTOD T I TIIRENBNITRPNTA—I VD
BREZRST D TEXRT,

RTUTILNITUROFEBICOWTIE . CESDRFaX Y ER—T ZBRLTIEEL,
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@ | HDRP water system | Shaders and materials | Forward vs Deferred rendering

6 <TU7ILDOTONT A —

2=2DITITINDELIE HDRP Lit x—4— ZEALIFT U TR EZORDEERTONTD
—HEB T MD HDRP > —H—ICHRONBAIREMED B D X T

Base Color:¥ T U7 I OBEIUVREREEHITEHLET,

Metallic: XEN EDIEE “ERHV ICRABNERELXIMENBWVIEEEZBICRMNELEHHEL
IFEIEREEY (XTIZFEEBR) BARICBDET

Specular:JEEEBY TV TIINDREREZAELEF L. EBNEITUTILDHBE IRF2T—/N\151H
ho—lFBEEISEHINET,

Smoothness:YTUTZILDUTL I3 DEREZRELETBSNTDEEZEZLTBELDIR
DHBZBEODBREICEDMEZESTZE DIV THVWITUTILICARDET,

Anisotropy: X7 U7 IILDONAZA M —ARICHUBIREDREEAELET (Bl: HA—R>T71/N—.
TIYSaRXRILERE)

) % .
>
Polished Con

Artificial Black Natural Black Middle Grey
Plaster |

. Anisotropy
Anisotropy with coating

BEMEGNASA b e—HRICHRIELETS,

Thickness: 1 BE . HT7H—TJTXZXFv¥H1)> (SSS) L EHICFERAIN. ST M EERDYTITIL
DERETEEL.NBTHIELTEZELSICREET,

Emission:YT7U7 L% "H5EB" CENTEIFAMELTHEET 34TV Ih (Bl: RAUSAHK)
ZEBBRICIRIIBET,

BRIV T MO B R EOFEBEE T — T RCMASNE BHRBRT IXFvR1TTY,

Detail Map: X—ZXX VT D LICESICTIRAF VLAV —ZEROSNBLIICADGASTRIELED
TOXAFvDONRZLDEREICHETIELSICHDET,
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@ | Shaders and materials |

Iridescence: R2BEHNZEDLBICONTELENLTIIREEZRLET (Fl: Sy RVECVHEDER
ICB5N3HM),

Soap Bubble Oiled Leather

Iridescence

fiim on top

| Anodized Metal

Th
tw

BEHROHZ (FRED) ATV IMI RBAEICL>TENEDDET,

Shader Graph

Shader Graph i&. A—RZELDTIE AL Pz —F—ZHREMICEILRTEZRNBE D2 T7ILY—IL T,
HLSL D&SBREEB T —4A—O—REEWVD. TNYI LD RFLIED T2 ED G EBM L T —
HA—ZAER T BTN/ —RR—ZDA >V RZ—TT—R%ZRMHLET,

Shader Graph @O/—R%DRIFBICT HREIIEMR T —A—2REMICEBREIDZIEHTE
SI—A—TOJSITOBBEETHEVAIZESTH. 7OEIHED/RLRTVED 4D £, Shader
Graph D& /—RIZHFEE B, /-3 — 44— 7ONT1%2RKLET,

Fragment

® Normal Map(T2) ® o

Normal ® Normal Map Strer

Tangent

W

/J—RBAR—=2Z® Shader Graph TS 71 HAILIC T—R—%ZEILRLELELD,
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@ | Shaders and materials |

Shader Graph & HDRP Y& Ea SN TEDHDRP AIFHICHRICERET SN Tc—&ED / — R0iEE%:
RMLEI. CNICIZHDRP OMIBR—ZADFATA VI ETIBEBITITINZA T RANTOEZ
IT7V DY R—HEENET,

HDRP I3EfREDE a7 IV BHETBT-D. LDV TILEYPIER—IDITUT I EVER T B DICIRIL
DRABYR— T —H—DNEENTVET. & HDRP ¥F U7 ILZ1 Fl& Shader Graph DY X% —
22y I/ IGLTWETY,

HDRP Y XX —X 5w

A=Ay Shader Graph DB T VI — A — DY —TTADNBRERICERZITZIHDTY,
Shader Graph (ZI&. Y RXZ—X XYy TN 1 DDHEENET,

HDRP DY RRZ—RZYIICIFUATHZENE T,

— Lit RREA=REYIHBR—IADTA T4 %FINAITITIVEERLET. BEKRD H D
RTVTINDBH MM BRIAZ—RRY I T Y I =TI RAF w2 VT BRE. BHER Y.
TRILWVEBER T R— L TLWETD,

— StackLit YAA=A 2y EBDL AV —%FDEM ATV 7ILEIFICEESTESNTED 1
BLAV—CEDISICHEER T30 EEFMICHIETEEIARIEAR—ALAV—XZ)y D
IL—OLAVY—PUF7A—bERErI2BHEREMPHIIE. StackLit YXA—ZARYI%EF
BLEY,

—  Unlit ?RAA2—=24297: 51 eHBEERLAEWITUTILICRE CO L EEZEB TR e B
TOAF v ZRIHIETEEY,

—  Decal RRAA—=AZY G —TTRICTS T4 IV aA—N—L1ZBIMLES. TRLI->T—4—%
FAHALT =7z RICEN B BEIREDTAT—ILENMZADZ D TEET,

—  Water YAZ—28v7:2D>1—H—3. V7L ar @i €DMOKICEES BHEEMR (VFX)
BREKEDYZaL—2asFHEL TV ETF LK ATLDEI 3> Z2BR LTI SV,
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—  Fabric RARA—=Z22y7:HmITITILDZaL—oa B TWE L[ 3 T —4—I3fm< T 7L
LA TTRZENTENROBLREICETZA T avhiazFnTunEd,

HITIVTILCIR R BRSZEETBDHDA T avhHDE T,

—  Eye YREA—Z&y AR BEMEZSCITIVEEDOL YA D JIRIIE REPCERTZ 51
ICHETEET,

25mm

100mm

Eye YXE—2y 23U TIEEOL VAV IICRIIBES,
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—  Hair YAA=2AAY 7 :ZPERZIaL—F93ODBDT B ARF2S—/N\T1F51MNZELT
ERICBITZHOHELESEHIHTEEXT,

Physical hair shader Approximate Hair Shader

Xi ased on the
The Physical model is based on the Marschner The Approximate mod(’s:‘ijsdz‘?:‘w
algorithm. This example uses the before refrahhn?r :
and alpha clip modes It writes to the motion vecto
to avoid jitters cal y Temporal af
(TAA). It also uses tran: nt depth prepa:
th

the PhysicalHair_Cards

For more def
[

Hair YX2—2 2y V3 BRICBEVWTHNHE T 2HF 2> Ial—hLET,

—  Canvas YAA=ZAZy:A—H—A( A —TJ1—AEBED UGUI >z —4—IZFEHRALE T,

—  Fog Volume RAA=RAR2Y7: 747K )1—LORFEDRE L AVTF AR L F T BRI
EXBEREDUTIIAREBEI T VM ERTEET,

—  Fullscreen YAA=2Z22 97 RAN ORI T —HA—REDLBEREmI 7T MIEARALET,

Enemies DT EILIFTIRIINBABRDOFvSI2—DEHBLES,

FEnemiesy7E7OY T2 * Time Ghost:Character 7w kT Eye YAZ—XRYT ¥ Hair YAX—
2Ry DEEZHERTEET,
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@ | Shaders and materials |

ShaderGraph®./—ROHI|ZIE HDRPERDEEZIRME T 2 HDHH D £J, ZhiliEDiffusionProfile.
Emission. Exposure.HD Scene Color.HD Scene Depth R EDE EFNFIL4FIC Eye TRAEZ—IX XY IR
Water YRZ—XRY VNI EDARYIERD ./ —RHEZLHBDEIHDRP EFH/—FDFELKEUI
ICDWTE RFa XV R ETELIE S,

Material Type 70/\7T

Unity 6.1 Tl&.Shader Graph %z L T.Material Type (X7U7IEZ1T) 7ONT~«
(Standard. Subsurface Scattering. Translucent 2 ¥) > T —4—ATEEARTEEY,

Shader Graph T EDITUTINEA T2 RETEINZIBETE YT 7LD Inspector TEIRY
ICRTUTINERATHEIRTEET,

CHUZED1 DD Shader Graph ZEKRDIYTITILEATOITITILINI TV MO T>TERTS
CENETREICARD EY,

Single

Lit

Standard

Nothing
Everything
v Standard

Subsurface Scattering

Anisotropy
Iridescence
Specular Color
Translucent

Colored Translucent
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RUIRN YIS T—H—T5TTHY

RaX)y IR TITINZFE>TCEERTOAS—vIL T4 TR a XMy IR ZER L E L LD,
CNBSIFEEDO—AILARYAX NI T3V R—2 2 MIBE TS Shader Graph D AEH
EEFRALEY.

RUaXt)yoTOS—SvILTAT D—H,

CNEERIBLTARBLI T IV RIATREDNR R TE X KIc WECA —OT B L.
HOBARRRES—VRATEDHI LD TEET,

&DZL DRI %R Y % ICIE.HDRP Volumetrics ¥ 7)L % Package Manager h*5-1 > 7R— kLT
T\, ZZThd Shader Graph & HDRP Y7 U7ILELTIZ#F R a—L%EERL.O—NILRYaxX ) vo
TATDAVR—=RIMITAT—ILET =X =23 EEBIMLTWVWET,

HDRP RUaX Uy o4>F)LaL o avid Package Manager THIATE X,
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=ttings

Single

Active Targets

HDRP

Fog Volume

Fullscreen
Fabric
Hair
StackLit

Decal

Fog Volume

Eye
Unlit
Water

Fog Volume % Shader Graph Y7U7ILELTERELET,

£ [EE Shader Graph

Unity D2BIE Y T—4— I3 BAEEPLT—TA A RIV -2 Ea—2&KIChIc3 WAL LI TV M
E S 2 CZRBEICLE T CNZEAT LT F VI IF—DNEX—I 2R (T3 CEED TR B2,
KAEHDWID LV TR EMTENB K SICBRDE T,

LEHESI—HA—DOARIE 3 D2HDET,

— HARBZLINZHRDOER
— ARBRLRINTOERI T DOER
—  HDUtils.DrawFullscreen %7-|3 Graphics.Blit E#% R L7 C# XIVUTFRNTOER
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LEHEST—H—ZEHIBICIF FTLLLEE Shader Graph Z1ER T 2D\ BIFDHDZEELET,
LEENAZ—RAZYIZHTEHTIEEL,

HDRP ICIZ2EE > T—4— DY U FILbEEFNTH D Package Manager ZNLT7OJTIMITY
R—bTRHNTEEYT, CNSIELBEIE Shader Graph TTEZZEDRKRBITT,

2@ Shader Graph #>7)L
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Transparency

Transparency (IBFEE) L ld HSAPEBRBRTSAFVIDESICRTITILDNEBTEELDIE T,
HDRP Tl BREIIITIV7ILOBEBDTIL I 7EZ AT 2 E TURIBEINET, 7L T 7EHMEL
EXRTUTILDERED EHLD. TZILTFED 1 12T UTILIESTZEICRBERICAED T,

HDRP (ZISEEAEDE—RHEESH D 9, Alpha. Premultiply. Additive T9,Alpha (7T F+®D
TIL T EZEHEFER L. Premultiply [HERT3HIICTIL77EEBERERELET,Additive IFTTUTIL
DBEZHERICMZZHDT HDESI TV M eEB L SICERITT,

Additive

Alpha & Additive 7L Y RE—RELELET,

Lit Material > 7 )L

Lit Material £/> /) (Package Manager "5 AFaI8E) I3 ERLITUTILOREHEDFZRLT
W& 7, Surface Type % Transparent ¥9 %3%&. Refraction Model (B#TETI/L) TET/ILZZERL.
7 7ILICZELT: Index of Refraction #5XEL £9,

Thin Glass OEITETILEFERALTRDLSHFVWASROREAEZ Il — L E T, Transmittance
Color ISBh=z&BLETY,

BHDHZIHSRA TSI LDIBE L. Sphere 713 Planar BT ETI/ILZERALET,Sphere Eifr
EFILIFERPE—FEEEMTEE I Planar BIFETILIZ BKDELSBESHHDICT L THEEELE T,

LoBAS—EA TSI RDRARET A X %FEHR LR W=D CNSDETILT Thickness Map (E#A<X )

ZHRELTEBITZLDIUTZILICTEIEDTEE TNV TRADIYTUTILDEAZIETIFE BHIRAED
9,
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Subsurtace
Scanetng

Transparency

on Model on 2

Set a Refractl nable

jal to @
ent material e index of
atuce of

Lit Material > ZILICIE S ESTERBITETIDRINTUVET,

Transparent Material > 7L

Unity 6 ICIZOBEBBE DR E% LDEHRICHERE I 572D Transparent H> )L (Package Manager T
ERIUCAFAIEE) BHDET.CNEDITITILIEGERARAZRSBICOVYRI. ZAZYF T Bif T
BETDHEZRLTVET,

Transparent 4> )L
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I—VRTOERBIYTITINDRZIFICHETIERDL R JE—REIDBEIB N TERT,

—  Rasterization: T 7#JL k@ Rasterization (ZAR51tF—3>) E—RTIEHDRP [IN\TA4—Y X
ZBETBEHDIEITMRZIEMUL TYEENSEEZEEICLE T,

—  Recursive rendering:Recursive rendering (BIFL > &> J) E—RIZGEBLBITUTILATD
BHEOIDRFAZNIEL. LDV TILEEIT ERNBRFAZERLETERNLIXEZSAE—23>
I TIER+DREMIBERA T I MIERLET,

—  Ray traced shadows:Ray traced shadows (L1 cL—S201283 v RY) E—RTIKGERAR
ITVTINIZEDSAZZAE—2a vz FALEIN LA =2 I TOVRUESHBLETD,
COTBETNAMN =0 R2ITHhRTOOERAYRDEZLDIERICRE 2 e
TEEY,

—  Path tracing:Path tracing (/NXARL—>27%) E—RIEEDBRABEAEZEDLSISERT 2D%Z
Al —hLETHIENICERD I ERAERNMESNF TN HBEIR N EERDE T /NTA—T R
SOHRBEZRILTIHEICERLET,

Rasterization Path Tracing

LY@V T E—RDEE

Shader Graph /—F

Shader Graph (I3 X251 —2 3> OBICAR R LEREICERTES/— RO T I74ILETUKD
HMEENTVET (LA —2 2 PITIFIETIR) e cNE D/ —RIG BT EREN—IDFERED I
L—>aVIlERTEED,

—  Refract:ZBALTTITIL (HSAKERY) Z@BBIZ3HOITNMADESEESIaL—rLET,

—  Scene DepthiZER—XDEAE L TL U ROF-DICGERBRADERICH DI FEEBREST Y
FvLET,

— Scene Depth Difference:ZRAA TSI/ EREOBDREDOEH T RAELET.TS5HL
ITyPREAMMBEALES

— HDScene Color: BT —2%=BF L. MOBEE. JL VR BIFMRICFALET,
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M50/ —REBEAEDE U —VDARZLBREI TV 2ERTE LT CNS5DAITIE UV

& HDSceneColor /N7 7 DIEICE O TREITNEDLSICBIREINZ D ZRLTVET,

. Custom
Retraction

B. Lens

his oxamP
T astom refrac

For Lit

transparerc
de nees of t

onlcsive P2

aren!

Bt Froe Camera

Lens (L >X) & Custom Refraction (hXRRZLEIF) D> 7L

Compute Thickness

HDRP 77t T Compute Thickness (EADEE) #EMICT S F8E LT LayerMask RD AT
ST UMDEHMEREZEST/N\YI7HEID Y TSNEY,Shader Graph T HD Sample Buffer ./ — R % {EH

LTCONYT72H 2TV L B EITRERICTEEZES £,

HD Sample Buffer

Defauli® e==0 y(4)

4y 2 *-=0O Layer M )  Overlap Count(1) ©

Source Buffer Thickness =

Normal World Space
Smoothness

Motion Vectors

Is Sky

Post Process Input

Rendering Layer Mask
+ Thickness
Is Under Water

HD Sample Buffer T Compute Thickness %> 7U> I L&,
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Q HDRP water system | Shaders and materials | Forwarc

BIZIETIOIRISERTINT: X &> x—4—I|E.Compute Thickness /N\wI77ZEFERLTIIDIT
DBERERTLET,Shader Graph I$. T7x 7 hOANEBEEZE S 37-0IC. Inspector TLIKDHDEN

arrO—-ILZRFALET,

HDSceneColor node.
Additionally, these materials do not use any ray-
traced effects.

A. Compute
Thickness
Enabling Compute Thickness in the
HDRP asset allocates a buffer

containing the thickness
information of the objects in the

specific layers.

This thickness buffer can then be
sampled for a specific layer and
modulate a color balged on the
thickness of @ specific pixel to
make more accurate refraction

calculations.
Additionally, when the X—RayI -
parameter is enablgd, the Cofothe
set based on the thickness Of
pones inside the gummy bear.

X #f> T —4—I% Compute Thickness /Ny 772 ERLET,

Y I —T T AT vR) T FBE
YBIY =TT ZAFwR) 24 (SSS) 1F.FFEEDOITUTILICEETRIRRTI BB LI A YEE
BBETBRLIETETRDHOND, FOBIETHE. SN HLBAEDZ L TY,
COMRIZEECHEEDLSBIFEDEEIT I ZEB TR IEEIS5 LTI FvITIFEL,
BOMIBZBESICTBRVINGESEZEAELET,
EFEEDITITILNCHD Lo FOIRTHARFTIDITTIEH D FEFE A —EHHNERZEEE L.
ITVTILARERTH IR D B SEELTRD TIBEL LD —BBIE RIEMIC A TSGR I E RS

WETYTUTILDSREINET,
HDRP (3. X =Y ZR—=ZDIFH LEMERWTH I =T XXX v R I RELTVE T, -,
SAMBT —LATSTOPOEBERISEBLOGERICRIBZLIICTZI S VRIYIayHIRVWETD,

FSURZwoa DBEIF ADERTIEICBEDITZIEHTEET,

© 2025 Unity Technologies

215 of 284 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/skin-and-diffusive-surfaces-subsurface-scattering.html

@ | Shaders and materials |

HDRP TI3.SSS DX FUTILEATH 2 DB T

—  Subsurface Scattering (7 =7z XXF ¥R Y) IF. ZTV—VZAR—ZADIFH LR
hFSYRIYSarOmAERBELET,

—  Translucent (33&R) IS RXZva> DA ERWVET,

L]
3

Translucency Subsurface
scattering

Translucent IFb5 222w 3> DHERVETH T —TTZARF v RV T1E AV )=V ZAR—ZADIFH LR EMZ F T,

HDRP 7t & & U Project Settings > HDRP Default Settings TH 74 —JxXXFvR2U> T %
BRICLETRIC.SSS BEERTFT D Diffusion Profile 7Y EERLEIHDRP I&. 4 —/\—51R
F72av e eBIARICRA 15 BOARZLTOAT 7L ZRETEET,

MBS TR YT UTILRA 7% Subsurface Scattering £7-i& Translucent |Z5%7E L. Diffusion
Profile ZBIDHTEF Y,
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‘i-._\

_—
-
S

-

ZDI—>DRL—TD&S5% SSS Y7 ) 7ILIZ Diffusion Profile AR L £9o
Diffusion Profile IE B ELIEDE F SV RIvavOBEVWNEHAREDTONTEHIELE T,

K BITUTILICIESSS ICHEBTRMDA T a>h 2 DHDET,
—  Thickness Map (5. A7 IO T EIEHREDICHIBZEELL S VRIS 3> DORIR EHIE
LEd.

—  Transmission Mask |$. FZ X3y a3 OLEMNRBERFIELE I AZIX. CNEFERTS
CETARDBEEOMAIZT DO T—HA—%FERATIESZTLLD,

HIY—TIRRF VRV I%ERTBLIBEELDITILCL VHI VT TEET,
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SpeedTree & Transmission Mask

Transmission Mask I&.SpeedTree DHELE ZIRSIRICEF) TR/ W= RERICLIE R ELHE
HFEBRICTEE G, Transmission Mask % {FEAHL T AREELRVEFICH Y —TJ XX v 215
HERINBVLSICLED,

SpeedTree 8 Sub Graph Assets (HDRP/Nature/SpeedTree8.shadergraph) (&. Transmission Mask
J—ROY I =7z Ry T EFERLTEERIENSDBRRILAVWED S VA Iy g ZREL
£ CNUTKD3D FAAXNIDTA T4 T E—BLTWED DI BRI EFRENR— R AT T D
BREDEEINET,

Unity 6 DFfitHE: REBDL 5" T D&

FFEATTUT7ILO Diffusion Profile (& KA —T7T AR TEDLSICEEL T 2D %HIHIL £9,Unity 6
Tl&. Diffusion Profile IZHILWNSX—R—HEBA SN EEDOL VRV IHREINTVET,

— Dual lobe HHEIREIZ.EEBREDEWVEEEZIaL— ML BBICEZHVLNIZ1RE LD
FEOEBHISDERSHIWVITLIa>OmAREERLET,

—  Diffuse power |[$.REDLSBHTH—TTRRF ¥R IRV TUTILICEITBIEDILET
ZHELFD

CNEDTYTT—MMIED EEEEBIATAVIRGE T TORBORITITILDORIBNEDBAAIC
BOFRLI

bsurface Scatte
Post-Scatter
1

L ]

Thick Object

Unity 6 Tld. Diffusion Profile IC/\ZX—2—hYBIIETNTWET,
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@ | Shaders and materials |

First Lobe : Smoothness x 0.8 Second Lobe : Smoothness x 1.2 Lobe Mix 0.5

Dual lobe IS AR DEMOHRERF IR E T

hading Power = 1.9

Diffuse Shading Power (3. JEDBRIED YT U TIC EDL SICILH B DV EFIEIL FFo

YBIH—TIZARF v RV IIEDEREDEDIT L HI T ENETS,
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THh—Il

T H—JLIL Decal Shader £7=I% Decal YTAR—AR Y I %FERTEITITILTT . DAXNIEEBINT S
CEBLIZT1HANBA—N—L AL TITUTZINRY =Tz RICT4T—ILZEBMLE T,

TA—ILVGERNIC, =V ROMD AT T/ MIREENZTIXAFvTHO. FEER (#RETH—IL)
ELTHIBD ATV RDERICEDERLDD (Xv2aTh—)l) ELTHERATEEY

FH=ILEER T B DEEY—/LIF Decal Projector AV R—R M T CNEFERALT.TH—ILD
BARXFRKE. ZOMOTANT1ZHHTEEXT,

Start Fade ¥ Draw Distance = L . EEBftICL BT H—ILDRIRMERE L 9. Angle Fade H%)
LT3 BRERICHTAEMEICRLTTA—ILETI—RLED,

TH—I=ERT 3 L HOEISEESZERID RO ICEFECEZEIMLID. E'OYPCAT IO
ICINR—= TV TLLZEMLIEDTEET,

~ HDRP Decal Proje

FA—IUET T — BT BEETT,
Unity 6.1 Ti&.Shader Graph TR LT=TH—ILHEBEARA TS T I MIREEEZ3L51CHDE LT

NEFEALTWEGERIRBOLH. ASADBFNOI I IO TOS—Jv)L T 7TV SR
ISSEED
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IR —FERCE

AT T—H—FFIZANT Shader Graph Z.HDRP TEXER%L VAT §3-HDOHEESELT
FRATEETITIILAREBOI I VNN T 3T-DIC AT T—H— AT Shader Graph & "7
A—R" e ENB LAV —%FERALET,

BATH—RIZBOELZH D ZRLETFBEHDNTH—RZ2EAT 35513 CORTAADSR
THRADSHIDIBICHRZESICFETY - BBENBDET,

Hair YARZ—Z2v 7 IS BEERICERATES 2 BEOTT )7L EHR—NLTWVWETD,

—  Approximate Material Type:ZDANTFITUTILEZAFIEATAH—ROTAXNIITELTED,
Kajiya-Kay N7ETILICEDWTWES, CORA T FERT B35S L Fragment A>TF XA
DTAYIZs—YADIATAVVRBICEDETHREIZUENHDET,

—  Physical Material Type:ZDANTITUT7ILEA T Marschner ATETILICEDVWER
TAAR) (JHOWF2—TRURY) ISBELTVWET . CORT I TRTOSA T I REBEICHEL
TWET,

ERR—ROEI LDFEHTITILTIMN LDZLDFENY —RZHNBELF T, EDIH X1V
FrIUF—PERETOI/O—X7v/ICRE TYPhysical Material Type (& ZE&E b
HR—FLTEDERATOUTIBHAOBEEREZSZaL—MLET,

HDRP (ZUTIILBEPERZERT2DICRIIL T,
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@ | Shaders and materials |

Unity 6.1 D3risEE:

— BREBEBSAVLIEIVIREDON—RITITIRZSAE—2a 2 FRLTHVMEEZL VA
VTR TANTI0IRY—rOBEDN SFICEPERICE LS NN HDET. HRED
SAVLIA) I FICED BNIERAME 7O FIAUT ROERERENESNEIEHMICD
WTIE  Use high quality line rendering (@B > LAV T OER) 28R LTLIE SV,

—  ROV=2YANLYY LOD E—F:ZOE—RTIF RIV—2AR—ZADHERICEOVWTLIA
U IENBEROBZHMNICHBL. NI —I VA2 LEEEET,

— NIF=IVADHE:ERRN—ADATLUA) T TIF SBDOEREL VAT TBERIC,
INTA—=I VR BENBRE. TOFIA)T7RERBILTERYVINII T SARSA S —%FEH
LE9,

SMIC DUV TIE Hair and fur (BYERE) ORFaAXIR—=IJEBRBLTIEEVUnity TEYER%
BETEIOHDIDTOBREIF AT IITLOBEIZDWT Get Started with Hair Simulation (£®
SZal—2arzftRd3) ZBRL TS,

W

Hardware High
rasterization quality lines

SOBNIERY T FIAVT RAERBRICBRERBRTI LAY

© 2025 Unity Technologies 222 of 284 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/use-high-quality-line-rendering.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/hair-and-fur.html
https://learn.unity.com/project/getting-started-with-hair-simulation

Pb/ﬁU/ﬁt
—RL>A>

AT —H
T4 T

INA TS 71y T HDRP BREXIEET 555 1B%E I& Rendering @ Lit Shader Mode ZFZF £,
_C_Tld.Deferred.Forward. £7z|& Both ZEIRTEX T, NI NATSAUICEBZTAANID
LA TESVTATa I HEICEETZ—EDONIBTHBL A )V INAZRLET,

£ Project Settings

Adaptive Performance

" HDRP Global Settings

Editor Frame Settings (Default Values)

Graphics Camera

HDRP Global Settings
Input Manager
Input System Package
Memory Settings
Package Manager
Physics
Physics 2D
Player
Preset Manager
Quality

HDRP
Scene Template
Script Execution Order
Services

Ads

Analytics

Cloud Build

Cloud Diagnostics

Collaborate

In-App Purchasing
ShaderGraph

T7#)LD HDRP 5

© 2025 Unity Technologies

Rendering
Lit Shader Mode

Depth Prepass within Deferred

Clear GBuffers
MSAA Within Forward
Alpha To Mask
Opaque Objects
Transparent Objects
Decals
Decal Layers
Transparent Prepass
Transparent Postpass
Low Resolution Transparent
Ray Tracing
Custom Pass
Motion Vectors
Opaque Object Motion
Transparent Object Motion

Deferred

8BS S B B BS] ES] B3
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P

materials | Forward vs Deferred rendering | Anti-aliasing

L>RN)STINZDHRIALA X

Lit Shader Mode T Forward %7-|% Deferred %=ZiRL. T 7AILLDL VRO NI %R ELE T,

HDRP (ZFE#MEHNF VDT Both ZEIRTBZHTEXI . COATLavEFBLIEBEIKIZFEAED
LYRUIIIZL ORI VTGN %E 1 DERTRIEERDAATIEIEDNRZA—N—FIRTES
EOICHRDFET L. CDHEETIE GPU XEUDFERELNZB>TLEVETIFLAEDT—R
Tl Forward h* Deferred DW\WINHEEIRTZ2DOHNEH T,

FIAIRTIRTDHAXSERRICT SIZ1%. HDRP Default Settings (2758 L. Default Frame
Settings ZFEFELF T, CNUT AXF ARAIAXZL VTN EZAL. WTND VILoSa> i

HEATEET,

Rendering Z/L—7® Lit Shader Mode TL V&) VI NA%HRELET,

BEDHXZICDULTIL. Custom Frame Settings #FEEAL TA—/N—S1RLE T,

Z®D1% Rendering 7)L—IC# % Lit Shader Mode DL >RV NNA%EFH—N—F1RLEE

LEYo

Bt v Camera

Projection
Projection

Field of View Axis
Field of View
Physical Camera
Clipping Planes

Rendering

Allow Dynamic Resolution

Post Anti-aliasing
Quality Preset
Sharpen Strength
History Sharpening
Anti-flickering

Stop NaNs

Dithering

Culling Mask

Occlusion Culling

Exposure Target

Fullscreen Passthrough

Custom Frame Settings

Frame Settings Overrides

Rendering

2r Mode

AXRSDARZLTL—LREDEE
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Perspective
Horizontal

Near 0.01
Far 30000

Temporal Anti-aliasing (TAA)

Medium

v
Everything
v

None (Game Object)

v

Deferred

86.5502
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6 >R >IN BT D EF

COLILY AV TNRDLHEAZIREE L. Lit Shader Mode DA T 51> DEDMDEBREICLED
LOCHEIBDON ZHRITE_ e 2HIITHLET,

747—FL24VYJ

TxT—RLUAI I TII T ZT4YvIRA—RICES>TEE LD DA A NIDNTERICHEITNE T,
CNSDTAERIETSICTZIAVE (ETEIL) ICHBEIN ERNBERZER T SOICEEIC
LRI TEnE Y,

EAT2OMI N EIC1 DFDUST1v IR APIHISEESNE T T4T7—RLUAUV I TR ESTH
ICARRHDDDET—2RDSA MHERB L LUF )T DFREREHREDE T,

D o @

o I ¥

@ : @ ‘ peatject =
@ WP (Frame Bufter)

3D mesh vertex geometry fragment
shader shader shader

THT—RLIAEIVTINR

TF3T—RLYRVYITIEBRDNZATSA b 2RBELE T RLT—LF TSI MIBRD S
MNYTBHBE TR T IOEDE VN KBS F—/\—FO— NEC EEDECAB T L
NHOET,

REROITAT—RLIRAVV G EIEREDHDRP TE 747 —RLUAS—ICHEREORBEIMZS
NTVETERIE AT TUTILIEIC 1 DONZAT B ROZA1 b zFeHTHIVI L.
LAV LES L ENTHTAERD IR MILLBIAREHRD X T NTF—IVRUCHE
PBBHERIETAI7— R =TV ZFRTECCZETITHLETD,
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FLI727—=Fox=FT129

HDRP Tl3 ATV I MBEMTOSATAV B RELBEWVWTAT7— ROz —To VI HERT
EFFT.TAI7—RIT—TA VI TIRETOARSIVL A T EBDBEISESE. 2 DD/INAEFE
ABALZEY,

. @ G-Buffer
c .t @ color

¢ @ norma‘
* ° lighting

d DS

pass
.. Output
L. @ Qepth (Frame Buffer)
3D mesh vertex geometry  fragment
shader shader shader

FTAIT7—RIT—FT1 VTR

Normals Diffuse Specular Reflections

TAT7—RIT—TAV IR EAT IV DRODIINY T 7ICSATA VT BR Y % TN END NI RIEMICL VA VT ENBBEURIC KRS
nEy,

1DBDNITHD G Ny T7 PHARNINZATIE Unity B —LFA TS oL VAT LET,
CONRIEBEBOAXN) TONTAERE L. TIXAFYDEYMIRELET (F472—X .
ARFAS—EB REDBOSHNE. ATIL—2a>EEEEY).

2 DEDIXAD SAT1>F/8Z TiEUnity B G NwI7DRTEICO—>DSAT1>00% LY
BT LEGTDED T —FTAV T BSBFES  TA4T77— R —TaV I NRIFEI LT LIC
RESNABALDA TSI LTIZBLNY T 7— 2B E IS T BRZHELE T,

LA INZDEMBIEZVDEEMICDWTIZHDRP ICRIT3RFaX> b Forward and
Deferred rendering (747 —RL AU T T4T77—RL A #BRLTIIEEL,
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FT11) 77X

<
\Y
|

Lit Shader Mode DL AUV INRE TYFIAVTRZ2ERBLTLY AU THh X EHFOT YD
ZIDIRFEICRELEIHDRP T FIED=—XICEO B THERO T FIAUT7 AFEZERT
EESER

IILFHTILTFITA) TR (MSAA)

NIVFGUTINToF AT Z(MSAA) 13 PC 7' —LT—RIBRTUFIAVTAFETIMELDRY
Jd>0ITy2ZBoMNCTBEMEERN—FIIT7EIFOFET Unity TIET4T—FLR) T %ZER
TRHEEDAHEEEL FTmHTD GPU 1F. 2% 4% 8x MSAA H > FILICHELTWE S,

Rendering
Color Buffer Format R1EG1EB16ATE
Lit Shader Mode Forward Only
Multisample Anti-aliasing Quality + None
Motion Vectors MSAA 2x
MSAA dx

Runtime Debug Display
MSAA Bx

Runtime AQV AP|

MSAA DI AT —RE

TOTATRINA TS 7ty T Lit Shader Mode % Forward Only [(CERELEFTHEVT.
Multisample Anti-aliasing Quality T.MSAA 2x.MSAA 4x.MSAA 8x DW\WINHzERLET,
BEHAREVNFETUFIAVTROED EHDFTHBIEITECRDET,
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CNUIAATEZ—TIA =LAV LIcEEICEDBEEICBEDET,

_—

1
|

[\

MSAA B %58 L1-Ef%
ROFRBRICTEFRIEE L,
—  MSAA R =YD HAANIETIZAFY—IRE T BT 77— R T—T1>J D G-buffer Tl

FATEEEAEDID . TAI7— RO T—TA VI TR WETND DRI T OEITOTVFT
U7 ZAFE (Bih) 2RI BBEDHDET,
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—  MSAA T RUIYDTYSDIAVT VT DHENIET BT ov—TBRIARF25—51+
BEEEDTIRFY—PITUTILICHTEZIAVT IV FICDVWTUIBAICI R TEEFFALC
NHREICAEZIBEIEMSAA LDRARTOVRD T FIAUTREE (1) L &EHED
HR3RELRHDET,

KA TOCXTOT7FIAI)T R

Post Anti-aliasing (RXRT7>FIA VT R) ZRDESICHKRELCRANTOVRDFETAAIIITY
FIAIVTRAEERTZCHTEET,

—  Temporal Anti-aliasing (TAA) Tl BELREDOTL —LHSDERZEASHEIREDTL—L
AD v —EWDREIET, CORELERTIDICIF E—avRILEBMICTIHREN
HDFETKEDFE TAA IFRVERZBHISLETHRRICK O TI—RT—T1 777D
RETHZCHBOET(AVMIRMNDOBHZRADFAITT — LA T I BRTREILIEE
72 ¥)oHDRP10 Tl . —MHR TAA P—TA 770 ZHIRT 3O DRBEBIMISNTVET,
Unity DRETIRO—XORESMFISIN., v —TRIDRETNIEN MDY )2—23>T
Ronz3550FAMIESNTVET,

—  Fast Approximate Anti-aliasing (FXAA) (& /N\1JV S MOBEIEEOE L ETLVRTS
29V =22ZNR =2 FoFIA)TZ TITAVZL T LBHNER T KRR OERENDFET
THEROEENLR S v—TRRUIEEZHBENHDET,

—  Subpixel Morphological Anti-aliasing (SMAA) Ti&. ERADERZIRELTHSGED
INZ—=2BBDIFTILYRLET. CNICEOTFXAA KD v—TRERIERINET. 75V E
RAZANRH— =YD RARZAI D) =2 T— R RZA)USBLTWVWET,

B v Camera

Projection
Projection Perspective

Field of View Axis Horizontal

Field of View

Physical Camera

Clipping Planes Near 0.1
Far 1000

Renderin
< No Anti-aliasing

Fast Approximate Anti-aliasing (FXAA)
Post Anti-aliasing v Temporal Anti-aliasing (TAA)
Quality Preset Subpixel Morphological Anti-aliasing (SMAA)

Allow Dynamic Resolution

Sharpen Strength 0.1

History Sharpening 01

Anti-flickering @& 0.7
Stop NaNs

TAT77— R —TA VI %ERT BRI AASDRIANT I FIAVT VI ZHELET,
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Q | Forward vs Deferred rendering | Anti-aliasing | Post-processing

RIALTOCZADTYFIAUT R: FXAASMAA. TAA BT DIER % K,

AR RANTIOVRTOTUFIAVTRERILFY U TIINTOFIAVT A2 EAHAEDEBEIF. LA
DO AZAMEELKIETV WD THE S aTILIA T —ENTA—=I IV ADINT IV ABENB LS,
7Oz IMEIBICRELZONITDRESICLELLD,
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Post-processing

BHONALYRIZ T4y 0BV TUIRAMN O R ZTH T LTERITE L BRVEHERET,
HILB IOy VI TRBEZEETERDITITIIBDEEAN . ORITAVIBMRERD BT
B=PINRT)=2DAR—DV I TV M2 ERETICERZEL VAT TEI LI IFEALERSN
FtHAEDTHHDRP (CIFAARAADRANTACLATITIRDIN Y RILENTUVET,
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@ | Post-processing |

Without post-processing

With post-processing

RANTOCRI T EERATRE LD RITAv I RL YAV THEREICRD E T,

HDRPOZOt YL I TIE AR a— LI RATLZERLTAX—C I 7T M AXSISERLE S A —/\—
SARZEBMTBHEZIRFEI NI RN I M2 BEA T2 7O X BB LPI<ABIETTY,
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3

Volume Overrides

Lighting
WEICIE]
Post-processing
Ray Tracing
Shadowing

Sky

Post-processing DF—/N—21 K

6 Post-processing A4 —/N\—Z-1 K

BPAVNSANEFIEIT S5 L7 Post-processing DA —/N\—Z1 ROZL I MEREDEELTLY
FI. B AREAEHEERDITZDICIE. HZEEDHATHEBIBETT,

3

Channel Mixer
Chromatic Aberration
Color Adjustments
Color Curves

Depth Of Field

Lens Distortion

Lift, Gamma, Gain
Panini Projection
Shadows, Midtones, Highlights
Split Toning

Vignette

White Balance

IANTD TV ZRBIBBERBHDERABREITBEDATINZEA R T DICUERS—
N=ZARDHZEML. EDMIFERL ET,

FEABICDWTIE HDRP %> 7L —>dD Volumes (Unity Hub TAFAIBE) Z8BL T T,

© 2025 Unity Technologies

233 of 284 | unity.com


https://unity.com/releases/lts

Q | Anti-aliasing | Post-processing | Lens flares |

M—2NvEYT

F—>RYEYT LG N\AEAF Syl (HDR) OBE AT ZEEOMKN 41+IvILoy i
RYEVITBEETT LAV I TOAVPS AT T — LR ETEET,

ACES Neutral
tonemapping = tonemapping "

ACES ¥ Neutral D b—>IwyEY T DHEE

RIEBZT70LLFRAICLIEWEE I Mode ZZEFHE4ED ACES (Academy Color Encoding System)
ICERELET - HERIVISAEER L TIBAIE Neutral ZBIRLF I . BREE LRI - —THNIL.
Custom ZEIRL. b—>IvEV T H—T BN TEEIT I CHTIED,

v Tonemapping

Custom

Toe Strength

Toe Length
Shoulder Strength
Shoulder Length
Shoulder Angle

Gamma

HRELA—T=FERLIb—2TvEyd
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@ | Post-processing |

Shadows. Midtones. Highlights

Shadows. Midtones. Highlights A —/N\—54 RTI&. LRV THRD I R A /NS~
ZTNENOEREBOHEZFETEITXT. ENENDSYIR—ILZERAL T ERROENZNOL
MEABRTEIET. TR BRHIEZ V)Y TERIETY>a LT FALESIC Shadow & HighlightLimits
ZEALET

v Shadows, Midtones, Highlights
ALL

YO HO SO v YO HO SO v

YO (0] SO

4 @

~ Shadows ~ Midtones ~ Highlights

Shadow Limits
v Start
v End
Highlight Limits
v Start

v End

Shadows. Midtones. Highlights

JIL— L
Bloom T CROBBEICREETBHDICCAHADINREEMTE X T CAUCKDGETUCHES DL
HDENRZEEHHTEDTEET,

+ Bloom

v Quality
Bloom
v Threshold

v Intensity

v Scatter

Lens Dirt

Bloom OF—/N—31R
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Intensity ¥Scatter #FRE TR T /I —LDY 1 XL BHE%HAEL £9,Lens Dirt (. JIL— L3R
ZHELSEZBFENCBEDOTIVRFvEHEALET.HZ<BVET IO S ZHEFT 5IC13 Threshold
ZFERALET,

Bloom off Bloom Intensity 1
' Scatter 0.5

Bloom D3R
= JUC
WEFTRE
Depth of Field (##ERFRE) (I REBOAASL Y ADERFED S IaL—2a> % ITVWETAXSD

WEFRRELDEV FIFEVWATITIMIIFRITTRRET,

FIEIL 9P RIS IBAAIC KO TREEBICIED T DICEZ T (Bl KRS —2732K),

—  Cinemachine 1XZ% Volume Settings #L5E#EE TER:.CNEFES L. 4—7 v ZEBHLTEE)
TA—NRTBZEHTEED,

— Physical Camera 7#+—7XE—RKTO Physical Camera ZO/\7r:Z1iZ&D.Camera O~
R—2> D Focus Distance /NS X—R—% 7 ZA—3 AL TEET,
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Q | Anti-aliasing | Post-processing | Lens flares |

Depth of Field BERIBEIX. EVRHBETUVARWL R EEEFNZ T T M EROBZ VI 7
ERMIBRENET, AASORARREREL . ATORIAZEZZCHTEEY (FIRd Physical
Camera DZDMD/INTX—L2—EEHE),

v Depth Of Field

v Focus Mode Physical Camera

v Focus Distance Mode Volume
v Focus Distance 10
High
Near Blur
v Sample Count
v Max Radius
Far Blur
v Sample Count

v Max Radius

Depth of Field DA —/N\—=51F

Foreground focus

Mid-range focus

Background focus

Depth of Field T3 EEDAXZORERRED L Ial—2avETVET,
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@ Anti-aliasing | Post-processing | Lens flares

SRITAIANTTZ4 L AR1) > Tld Additional Settings & Custom Quality #EX0IZ9 3 T
EOBARNE YBEA—-Z ORERREZERTZEHTETET,

+ Focus Mode Ph Y sical Camera

nara mod
1l Langth an

snce Mode Volume

+ Physically Based

Q

White Balance

White Balance DA —/N\—Z1 REFERTZ . RIENLEGRTHBIBEIICL A ) VT SNEL5IC
=2 OBEEFAETETE I Temperature T.EE (RE) T (BR) ORZRABIZCDHTEIET,
Tint TIE R YL ROBTEDIRDEZARLEY,

D HDRP H> 77Oz 7 Tl FEEDO—AHJLRU 2—LIC White Balance DA —/N\—F—1K
HEFNTVET,

v White Balance
ALL

v Temperature

v Tint

White Balance
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ho—h—7

JL—=T120h—T%ERL T BREE.BIEORBEDEAZRFHETEET.8 20I/770LWTh
HMEBERL BEOVISIAMZIRYTLET,

v Color Curves
NONE

Master ¥ Qverride

v Master
Red
Green
Blue

Hue Vs Hue
Hue Vs Sat
Sat Vs Sat

Lum Vs Sat

BOFHE

COMREEALTERRNICL R I ENZEGRO2EN BN BAE B OV S ZHE
LET,

v Color Adjustments
ALL

Post Exposure

Contrast

v
v

v Color Filter
v Hue Shift
v

Saturation

BORAE

Channel Mixer

Channel Mixer Tl AT —F v RILD “BHEHE I EISICHDOAT—F v R ZBHETEELI.RGB
HHZERLTHS WETNDDATDOREEZ AL £, /- 1. Red Output Channel T Green D&
BEZ L3 L BEERROIRNTORBDOTD D HRAD DO TRRENET,

© 2025 Unity Technologies 239 of 284 | unity.com


https://unity.com/releases/lts
https://en.wikipedia.org/wiki/Curve_(tonality)

Q | Anti-aliasing | Post-processing | Lens flares |

v Channel Mixer
ALL
Red Output Channel

v Red
v Green
v Blue
Green Output Channel
v Red
v Green
v Blue
Blue Output Channel
v Red
v Green

v Blue

Channel Mixer

Lens Distortion

Lens Distortion TIEIREHADL > ADEEBIETRETIEHICL>TELIRENEZ—>DTZa
L—2ay aTVWET.CNERTETDERFICK—LLYXREAL A EFER LI CSISERHHTH
ICHD->TRZETS,

CD “BIR MRIZWEDL—RPREAIZEOH T DICRIIEEIFIRIE TFvianNyIDhyh

= AR LD FEHREOE N ZRIDICHES A TEIET, T BREPAMEREDRK
ZRAIBEHTETED,

Original frame

Lens Distortion Intensity 0.35

Lens Distortion ZfEAT 2 L BF/NE—> DEA ERICEALE T,
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Exwh

EXxYhTIFRERMADERICEL SR ZBR L. EROHMOBEPEEZ TF £ CORRIS LA
LY Xz EALIBER LY XT—RRERM I LIC T EZ— U JICEsTHADNESNIIGRICRE
TREIEDBOET READRREBEEPRICEDBDIC.COMRIMEAINZELHDET,

EXYbEFERTZ L. TL—LDHHEEDET,

TE—>g>)o—

HEHATIXAASOBERBELIDDLEBH IIVERERE T SRRICH-7DIFRIF=DLT
RETEDE T, E—>a3>Io—DF—NFARTCIDESBHMRDIIaL—2a>%H TS5 8N TE
9,

NTF—XVRAAR N =ER/NRICINZ B7=®IZ1&. Sample Count ZiE5 LT Minimum Velocity Z £ I#\

Maximum Velocity % T 9,Additional Properties T Camera Clamp Mode D/N\SAXA—2—% T3
CEHTEFT,
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A\

L2 XL

LYZXTLTIIARZTDL U XICAZ WD E o e EEICIRNE T — T4 77Tl DDBABZVES
ELTHRNBICHDNUS NWAZDORD AL Z AR ZLIEREDTIL 7L TERNEICHHDET,

REHRAICEVWC ILTIIFELLBVHREZFESEF I F ST 7 PEMBEOEHE TRICIIDIEH
HOFETHZIX BV VX TLTIE LAV —DFEZF WD RARISEEOERSEZZEZTDTS
DICEZFT L VXTL7OYEMNARGIEICDOWVWTIE. 2550 Wikipedia DitE #8BL T T,

REODEEDLVXTL7TY (HE:Wikipedia)o

LYXTLTIEL A 7 TOv DB TL VR I EN3 -0 REBNICIF RN ORI 7o+
T,

HDRP |Zi&.Lens Flare (SRP) (L. >>X7L 7 (SRP)) a7 R—=> k& Unity 6 OFiEEETH 3 Screen
Space Lens Flare (X V1) —>ZR—IALVZXTL7) £WS 2 BEODHTHNAL X ILT7HBEEINT
WE7,
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Q Post-processing | Lens flares | Dynamic resolution |

Lens Flare (SRP) AV KR—R >k

Lens Flare (SRP) IV R—RY M O—YADHEDATO Ut (B IFHRCHABVER) HSE
R=ZADITLT7ZERLE Y. CNEFERTBICIF EEDF T M Lens Flare (SRP) IYR—2%>k
#EBANL.Lens Flare Data (L>XT7L7F5F—4) 7EvhEEIDYTET,

& Lens Flare Data 7ty hiE RV H ARZLERE EORREHFOEROBERZTHER INTL
FI. NSO REER TERRIT I VN R EDNTEXE T, S MITRYFINIESTTIFDOESR
WMEATEZOHD.REILTLT7 7y 2B RZ Y RETHBHNATEEXY,

Lens Flare (SRP) | F8E . X7 — L. AV —23>DINTGX—R2—%HITEHL £,

- ;

LYXILT DYV TIUIE VT BHDON SRR SN DD ET ETETEATVEY M ABRINTVET,

Screen Space Lens Flare

Unity 6 TI& T LLWRIM Ot R FEEE LT, Screen Space Lens Flare #—/\—5- K (SSLF) H&EA
SINFELT TR BBV ARF 2T —/N\MSAMRIZIVI T Xy a R BAZVWKREANS L 724K
TEED

SSLF & Volume A —/N\—Z1 R L TERTEZY (Post-processing > Screen Space Lens Flare),
COBDTLT7IT7TIMEIEADRVREA FEARS BE EDS e S — A0S LRI THEE
L% 9,HDRP [FCNH5DBEZVEEZIME L B IEFH L. BIREREDI IV ERALTIL T %
ERLEF T,
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@ | Lens flares |

Screen Space Lens Flare (& FIL—LIT 7z VRN I 72 ER L THREEOTIL 72 1ER L £ T,

—  BEILT7IZEEOEZIVWEFENSHELZERLIENLZTINTT,

— REILTEEBEILT7ZLTEICLTREGESELDDOTY,

— EHTLT7IRBEILT7EBEFERL T HEONASL Y X ZEMLI-HDTT,

— RNV TFENTavIL VX E WS BI=HIC— AR SEIFESNETL T TS,
Screen Space Lens Flare ZBXICT3ICIE. £ HDRP 7wk ¥ Frame Settings TREJ—0%

TOTAN—cLETRIC. Screen Space Lens Flare #F—/N\—32- K% Volume [ZHEL.ED
Intensity = 0 KD AREKHELF T,

ITICTIT1477% Bloom #—N—341RHH3HE.Screen Space Lens Flare BRI INBICIE
Intensity GREE) H' 0 FDARZFVMRENH B CITTFRELTIE T,

Screen Space Lens Flare % Lens Flare (SRP) A R—% VN AEHE T IDHHNKHIETEE T,
EE5D0ATLHRIANI ORI TR ELTL YA TENFE T LYXTLTDAIIL—I3 00,
B AR)AXMIYITF I IKBREDRIBER U EEINET,

Screen Space Lens Flare (& X ) —2 (§) ZINX2ZEHTEEXT,
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@ | Lens flares |

AR2=bHTF

WBOLYXTLT7ERZERS BICIE Package Manager H'5 High Definition RP D> JL%EA > X
F=ILT2DHERBE T CNUICKD. EEEAD Flare 7ybOtEybAA 7O TIMIEMINET,
BOTIIIFL VX TL T E2 8 RBTHDT RN =25 HZDT.LYXTLT7EBED TEILRT B
IZH/RIBET,

EBRBHDILTT—R2T7EYMIKLKERINZTLT7I 7V %z BHL E7,Directional Light Sun
¢ PointLight D> —>T &L YXTLT7HEDKSICHAILTENTVEID ZEF LB THELLS,

—  BYWRICIZIRED Lens Flare (SRP) AV R—RU DB D £ T,

—  ZOAVAR—INMNIFAOPIIMDOLYITLT7OT =27y EBRLET,

LYXTLT7Do—2%ZBEBEL. Ty MIEDVWTHBEDIL 7 Z BRI 5DITTERTEE L U7
BHDOHSHRIEENIDHDETRILAEINTLED,

7O2 VT Directional Light Sun Z#EIRT 3. 1 MIEHiicN/=O>R—x%>k Lens Flare
(SRP) & \L>RXILTDT—RT7EVv RO FT PV EEETR L. SEIERTILTHREER
RTETFT,

LYZATLT7%ZEAEDE T RBVEDOI IV MRBELELLS (FHBAODHICEEZ EIFTVET).
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@ | Lens flares |

LYZXTLT7HEDLSICKEBET BMNCDWTIE C550D SIGGRAPH DFEE(HASEFEDH D) THLLERZENTEET,

®
&

Elements

v Lens Flare Element
Type
& Tint
Inte Y

v Lens Flare Element

Count

Image
Circle

v Polygon

Roundr

Invert

1.44
Additive

Transform

AutoR
Rotation

Uniform

Axis Transform

Multiple Elements
En

ARZLILTII7 I OBBEDS1 TSV EERLET,
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FRVEHRE

TYTRT—=U T — L% BEBIERETL R VL TH S EREREICRT—1) >3 ET.
INTA—I VA% A L EEZFEM T UKD BRI EHFERERHS GPU OEFHIERIN. T1T7—IL
EREIEERSIZ B LDBEVWIL—LL—+ERBETEET,

EHBYERMREE |3.GPU DN T4 —I Y RICEDWTL VAUV IBIRER T ILAA LTRSS HDRP O
BRE T BMNICT B L FARERIRDBADBEETL A —2—7 YD EID Y TEN SEX S ERRIRE
TLYAN T TRESICEa—R— DB BRT— )0 SNFTKEIL—LDOREIC.LOAI VTSN
TEEHRD TA R T LADRA T TRGEICEDETTY TR —ILENET,

HDRP ($N\—FRIx 7Y T o7 DA OEPBREZ Y R— AL TWET./N\— RO T7EIRIRERE F.
a>Y—)LX.DirectX 12.Vulkan.Metal ZEfB 9% PC BED TSV I4—LTHATEXI. FIvh
TH—LHDN— RO 7HBIEERX Y R— L TULWARWMEEHDRP (T 74N TY 7O 7EIRE
BREICREINET,

EIHIARIREIZ.HDRP 7+twhk® Rendering > Dynamic Resolution THMICLE T RIC.HAXTD
Rendering %1% % HDRP Dynamic Resolution Z8%ICL %75

HDRP Tl X EFRN—R I 7 TOT VTR — UV JSEDFHIHIREINTVET,

—  Advanced Upscalers by Priority: C DA 7> 3> Tld . BERT Y SR —7F— (DLSS.FSR.STP)
DEFIEM ZIBETEEIHDRP (F. TSV R TA—LATHR—FENTVIRDELEEOZVT VS
RT—=Z—ZERLF I FERABEGH DN A VS K. Default Upscale Filter (274 —)L/\wv oL
79

—  Default Upscale Filter:COA > avi&D BER TV IR r—>—hFBETERWEEDT+—/L
NI Ty TR—1)>FA (TAAU. Catmull-Rom.CAS % &) &R ESNET,
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@ | Dynamic resolution |

HDRP

Dynamic resolution

Enable

Advanced Upsc

H

v Catmull Rom

Contrast Adaptive Sharpen
FidelityFX Super Resolution 1.0
TAA Upscale

FLWIA—H =AY RZ—TT—ATIE TV TRT—= U2 I DT =L\ IR ERIGETEET,

Unity HDRP (CIZ WD D DTy TR =L 7L Z2—ARDEEINTVE T,

Catmull-Rom

Catmull-Rom (& 4 DDONAI)=ZFH TN EFERLET, CNIFR/NEDVY—IATEAEIHN. TV
R =) TBICERDIERI TR EAHD T, Catmull-Rom  (FEZREE@REIF/-I RIS TOEIN1T
SAYDORBICETINET,

Contrast Adaptive Sharpen (CAS)

Contrast Adaptive Sharpen (CAS; D> ;SR MNEG S v—T=>7%) I&.AMD FidelityFX CAS ZfERL
F9.COAR TR BN A vy—F VI DR Ty T TEHBALEG PR SNE T BNFEREOETR
LN 50% KBDBEIF. COA T a>ZFERLAEWVTEEL. AMD FidelityFX™ Super Resolution
(FSR) BLU AV A MBSy —T = J OFEMIC DU TIL AMD FidelityFX Super Resolution (FSR)
ZERLTIETL,

AVRSRAMEIGSv—T=27 (CAS) IZEFRFED BRI OCANA TSV DRRICEITEN
9o
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@ | Lens flares | Dynamic resolution | Rendering Debugger |

NVIDIA DLSS (NVIDIA RTX GPU & T Windows )

NVIDIA DLSS I&. Unity 6 @ HDRP THA T IR —FENTULEINVIDIA DLSS (F. Al ZEALT
BMTL—LZERL AT TRRREICEH T 2R EOE KR ZEBRT 5 —ED=2—IIL>E VT
Rl CTI. EDBE RERDAETLUAI T TBEIEIIFLEDIT—ETY,

UFIRALLARL—>% NVIDIA DLSS IZ&D.NVIDIA RTX GPU ETEDEWIL—LL—E
FRIRETHETZELVWI— I REEHHT N TEEIDLSS IFFLWRKDFREFIAINTZ
TAVIADINTF—I VA ABICHE ESEF .5 LIENVIDIA @ Unity FAFEEX— & Unity @
REaXUE ZBRLTEEL,

DLSS 72./8Y—IZ&h. 24 Entertainment M Naraka:Bladepointi D& 574 —LHt 4K TEIELE T,

AMD FSR (ZOXTZ5w b TA4—L1)

AMD FidelityFX™ Super Resolution (FSR) IZI& HDRP (ZX9 %17 R—hHHEAA ENTLVEY,HDRP
TEY R EAXSTENRBIGREZ BN L. 7Y TR T —IL 71 )L R—FF 3> T FidelityFX Super
Resolution 2.0 #3EIRT 3 . FSR ZHFEHATEFET,

AMD FidelityFX Super Resolution (FSR) IS EBEREANTHNSEBREEIL —LEZERTZ7HD.
F=T =2 oE@mEBERY 21— a3 T FICERBERI YRR TR CICER R B L\ -—E
DOT7INTIVALEFRLTED. AT IRBRETEREL VAV VI LB EICER TN T+ —< VAN E
ELEYS
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@ | Dynamic resolution |

FSR I3 N\—RIx7LARL—200D&ES5H EARMNEL VA IIBICEWT EANLR/NTA—I R
FABEICLETLEELLIEZAMD O T R— ¥ Unity 74—5 L ZBEBLTLLE SV,

TAFAHER Spaceship TET FSR #ffias L THZ LM TEET,

TAA 7T RT7—)L (PART Iy Tx—1)

Temporal Anti-Aliasing (TAA) 7Y 7 X7 —IJUI& HDRP IZHF2BED TV FIAVTALAFTLT
EEL.BSREES S 2R B L TEROEASZE LS EETHDRP (ZCDT7YTRT—IL71ILZ—%KRI~
TOEZDORINIC.TAA LERHISERLE T,

TAA 7Y TR — )LD 7o FITAVT7ZAAR E BEEL R W=D COMEEXBMICTDEZIE TAA &
FERTIVELRHDFT, £/ BINREREIEMICR O TVD L BEERREN 100% THoTHTIT17
DEFICAEDFEIHDRP 7Y b TPV RT—ILARZRELID. O— R THMICTHERELI-DTEET,

SEHAIC DL TIE.Notes on TAA Upscale (TAA 7w IR —JLICEAT %3E58) #B8B LTSSV,

TAA 7Y 72— LR LICERIDER (A) 13 &DSv—FTREMICR & 9. Catmull-Rom 7y 7R 7 —ILFEZEALIARIDER (B) &
LDVYITRTHEDEHETIIHDEE A
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Q \ Lens flares | Dynamic resolution \ Rendering Debugger \

Spatial-Temporal Post-Processing (VOX 72wk TJ#—L1)

Spatial-Temporal Post-Processing (STP) |&.Unity 6 OFFLWEIL VTV ISR —5—T9,STP
IHERBRETL ORI LR ERT — 2 KRBT —2zFRA L (RRREOEGRZEERLI .
ICKDRENEREZHIFLAHS GPU OBRIZEH TEET,

STP TIIZEBT— 2 BT —4D @n ZEALTFFFTOIYSZBOMCI BT FIAUTR
FEMERSNE 1 TL—L (ZEH) ATHEEZ S v—FELRARLED S BB TL—L (R 12
DI TETZRESEEIENTEX T CNUCKD.T—T1 777 b DD B VEARERIESNET,

STP 33%

STP IS EEZHEFLI-F F GPU AREERELET,

STP F. TSy hT7x—LICEDVWTREZBINIGARLET. 5EEET/NAX (PC »a>V—Il)
TIITYTRT—IIEICEDBREBEBR IAIILZI T IF IOy I ERBLET.ENAIL
TNAZXTIEEDEERBTAIINZ ) T AR EERLTINT =RV ANDEEZ RN RICHZ B D5,
DLSS2.FSR2.XeSS tRAFDREN L mBZREL XY,

HDRP 7t bk T Render Scale #HE I3 T X—T Y TIYhT4—LIZIGLT STP D/NTA4—
IVRERBBDNT VA EWAETEET,

STP IZi& Shader Model 5.0 B4 E T, TAA (Temporal Anti-Aliasing) TOHERET BT EIEFELT

IZEVWN\— RO 7HNRREN T R— NIRERB S ZMRESTP IIBMNBEREE Y R—FLEEA
N—RYOT 7HMNBEENFIATELR VLSS IZ . Render Scale ZBEEBICKRETINERHD T,
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Rendering Debugger V>R~ (Window > Analysis > Rendering Debugger) |Z(&. Scriptable
Render Pipeline AO7T/\v7YV—ILERIRELY—ILH B D F 4. EAIEHTIVBICHEINTULET,
ENZITIIGATAVIIRTITZIAR) 2= L AXRTBREDEEEZREITEXT,

Rendering Debugger

Decals Shadows
MateTial Shadow Debug Mode
Global Shadow Scale Factor
Lighting Clear Shadow Atlas
Volume Shadow Range Minimum Value 0

Shadow Range Maximum Value 1
Bz Log Cached Shadow Atlas Status

Scene Camera Lighting

ManlCar o Show Lights By Type

Exposure
BloomCamera Lighting Debug Mode None
Light Hierarchy Debug Mode Nothing
Light Layers Visualization
Material Overrides
Override Smoothness
Override Albedo
Override Normal
Override Specular Color
Override Ambient Occlusion
Override Emissive Color
Fullscreen Debug Mode
Tile/Cluster Debug
Display Sky Reflection
Display Light Volumes
Display Cookie Atlas
Display Planar Reflection Atlas
Display Local Volumetric Fog Atlas

Debug Overlay Screen Ratio
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@ | Rendering Debugger |

Rendering Debugger (3.7 —LE1—DBEE—R FI3BAEEILRTEILRSN- L1V —DEITH
ICHEATEE T, X=a—%#BIKICIE Ctrl+Backspace Z{ES5H\ 7' — LIV MOA—5—D 2 KD T1vY

2L TSV,

Frane Tinc (ns) 26.28456
Update uith average

mnand Buffers)

Debug XB Layout

F—=LEa—FdTL AV —0 Rendering Debugger 7> R

CDTFNYH—=EBEDL VA —NAD ST TV a—T4 I IRII B o Lighting /Y=L T Fullscreen

Debug Mode X A/L.7/\w k8!

Fullscreen Debug Mode
Tile/Cluster Debug

Display Sky Reflection
Display Light Volumes

Display Cookie Atlas

Display Planar Reflection Atlas

Display Local Volumetric Fog Atlas

Debug Overlay Screen Ratio

Fullscreen Debug Mode # 73>

EEEIRTEEY,

v None
ScreenSpaceAmbientOcclusion
ScreenSpaceReflections
TransparentScreenSpaceReflections
ContactShadows
ContactShadowsFade
ScreenSpaceShadows
PreRefractionColorPyramid
DepthPyramid
FinalColorPyramid
LightCluster
ScreenSpaceGloballllumination
RecursiveRayTracing
RayTracedSubSurface
VolumetricClouds
VolumetricCloudsShadow

TNYTE—RTII TESERBEREZFHNDICLTCSA T4 IR —T1 2/ DEBEDRRAZ E&
MICEEZ DB D TEXRIERDNARILICIF AAS ITITIL AR 12— LR L DEELRETER

PRESNTED LAV T DOREI
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@ | Rendering Debugger |

TNRIV=>DTNYTE—RDBBENAIHZE. O~ Ea— 7 —LEa—DYIDE O D ST OREREN
—BRICH RSN E T, COMBEZH B LT HENICEH Z2ED BN TEET,

Direct Di
‘/

RSN

Direct Specular ’ Indirect Diffuse Emissive

Specular . £ Reflection

Lighting Debug Mode & Fullscreen Debug Mode |d. > —>HADFEREEIBIBTZDICEMTY,

—REEITUTILVIONTA— DTN\ T Z{T5 b TE E I Material X7!)—> T, Common Material
Properties DHH'5. Albedo. Normal, Smoothness. Specular ¥ %=ZEIRL £,
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@ | Rendering Debugger |

Rendering Debugger

Common |

WEICHE] None
Engine Albedo
Lighting Attrib Normal

W EICHE]

rties Smoothness

GBuffer Ambient Occlusion
Metal

Volume
Rendering Material Validator
Specular
Alpha

Scene Camera Ove Global Material Texture Mip Bias

Main Camera

RTUTILNOERTONTA

Specular

LYE—=IRATSA TN A== fEBI B ITUTINDIS TN a—T1 2 0% TRET,

No—EZH—

Unity IZI& >—>DO2ENGNREER ZHIET 3 7-DICERTIZERIZEO—EDHFT—EZ4—H
FENTLEY, CNB5DEZF—IF Rendering Debugger 71> K77 (Windows > Analysis > Rendering
Debugger) @ Rendering X7 T7 2V XA[EET Y,

Waveform E=42—(3. LY R UV T SNIBBRODILIF VR (BE) E%TZ 71 NILICKRRLET,

Parade Mode (3 EFZEIRZ R & FDEF v RILCAEIL . BDTVINFURRF—HORE LELEE
EICITTRBEIICLET,
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@ | Rendering Debugger |

Vectorscope E=4—ICIE EROEME () LEE (BORE) ZRAETIALDOIZTHHDET.CO
V—IUE HOEBFEANERTH 2 c xR L. ZEN AR AT —F v AN ERBT 3 ICH o> THRHIEFITT,

CNSOEZR—%T—0 70— ICHAAT IS BOERI ENTVIADOBRICIRIBEET,

: Waveform Parade Mode

H7—E=&—

Runtime Frame Stats

SRP & Profiler @ Runtime Frame Stats /NRILICT A TEXE S, COYV—ILIETT4R— L1V —
DEATHATE @D GPU OFERREOAR¥ZHHTVWIONERICIBIETZEHNTEET,

T—=TAANTIZ AN T =T ANBEEZICESTUEIHDRP DITL—LTEDNTA—I > RIZDWVT
FOEELLABDIT’RIIDY—ILTT,

AR ITRERT D LT Z—TIdA{I LAV —EILRTTOT7AU I Z TS ETIHET,
Player Settings T Frame Timing Stats ZB%#1t L £, £D%. B4 E— R T Rendering Debugger

(IZ7+4&—Tl& Window > Analysis > Rendering Debugger. L -1¥—TI|Z Ctrl + Backspace) h'5
Display Stats BHICT7EZRXTEDLIICHKRDET,

Runtime Frame Stats (B4 E—RDIHES)

SEMIIC DLW TIE Render Pipeline Debugger (LY H—INA1 T4 0T /NwH—) ICBTERF XM E
BRLTIEEL,
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HDR 7+« X L1 D
HhR—k~

EENREAFTIVILIYSDTA AT LA EIZBBRD NAE1FZyIL > (HDR) T4 XLl AR
DOEIEARECTHETDDISAVW KDEVEEDOEBELANILZBIRY 32 EATEET, Unity 6 Thd.
IT4R—ERBVRTAYTILAVY—OmAT VOR TS5y T4— L HDR 1 B R—rEh3KL5IC
BOFELT

NARZAFZvIL > (HDR) T4 XS LAHHEZTWLWBH Unity IFCNEDTA X T LA DR E%ZED L.
FOBNEOAVEIRAS (INATAN v RY) CEETEBRZBIRTEEXT,

HDRP [SUBTID SN AT I I LV PEGREL VR TR TELHOD. LEIIE HDR 74X
TLAalt O BB AZTSIEOOERDO NI yN—DHDEFLATLI.BADPRELIATWL
ROV ERDORDAZWVBD ERDBVED DT T—ILhkbN2agedhd D £,

Unity 6 TI&HDR T4 XA TLA DY R— DB IRTDL VA=A T ERIE TR TFH—LICEWT
RSN RATATDEERFL VA1) T HDR b—2RwEVTHREEICARD £ LToHDR KTl
10 Evb &3 16 EVOEBRE. &K 680 BEEOEHFEEZFEATIEY,

ITAR—CRZVRTOYTLAV—TIE IRTD SRP LY RZ—NATSAVELURIELTVWE TSy
T#—LTHDR b=2RyELTETA AT LADTRRICHR—FENBELSICBDELIHDR L4
V2T TIRKDIBLEVWBEZENT B DICFIHNIRTL—LNY T 7HIMERENE T ChICKD.,
BELYSDOLURI T B LT AT VI VRAN IO R 2N AR ENEEL L LT,

7O PRI HDR ZRETHIEFHFLVLWHDR FvUIL—a3>F7 o FL—r2EHALTHDR v )7

L—2a XZa—ZIHATCTEHTER T CNUCKID BHARPEE A —/N\—1 EO—RAV 72 REE
ZEEE L BEE LDTF R ERPIRDOIEDTEET,
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@ | Support for HDR displays |

HDR HH%EMICT BICIE. Project Settings > Player > Other Settings |[CBEIL. XDREEEM
ICLED,

—  Allow HDR Display Output

—  Use HDR Display Output

Use HDR Display Output (& X171 XL T HDR B % FEHIIHVELHZHSICDHFEMIC
LE9,

HDR AT —LEa— T LAYV —TTCDATIT1IITHRDEIIRE. CDHEREIX DirectX 12 TDH
A AAEETY,

HDR Tld.CDA T3> E AT B ETHDR 74X 7L LT URP ICLB LD ERBERERL VX —
HAOZFBATEEITZD/ER.CNSDOT NI RATIE BABSA T VI &M LOMREMNICBIRLI-BY
AVRSRAMDHZEHRELDERICKRTITEET,

Unity 2022 TRIBAEEIC B >T-BHEDT R Y by TE LUV — LAY R — IR Unity 6 Tl
UTDOF5y R T4—LTOENTILATH R— rHEAINE LTz,

— i0S L1V — (i0S 16+.iPadOS 16+)
—  Vulkan & U GLES %R LTL3 Android ZL-¥— (Android 9+. 7 /N1 XDEESIIC &L B)

HDR 74X LA %2 R— 95— MBI7GE/NIL#%ERICIZ. iPhone X MAf%. Samsung @ Galaxy S10
LB%. Galaxy Note 10 L{P%. Galaxy Tab S6 L&A D HDET,

SEMICDOWTIE. 2D T 04525 % High Dynamic Range (HDR) Output (/\14-1+3woL > (HDR)
) ZBRLTIESL,
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VFX Graph O 7R—k

Unity 6 ICi& HDRP TEIEY S VFX Graph #EEHREHINTED . FREM LFELREMR (VFX) B
B INTLETLVFX Graph (& 7—F« XD HDRP DL AUV FHEERTER LT=U T IL 21 LD
BEMREIERTESLSICT B ETHDRP Z#5EL £,

AR HLSL Oy o AR L —5—

Unity 6 ICI&. HRZ L HLSL O—R% VFX Graph ICEESRTEZHLWL JOvY & ARL—%—
NEENTVLET.INZEBLTT DO/ —RFTEMLBEEER IV TMETEE T/ —RICHARRL
HLSL O—RZIEBEHATL O ABI7AIIUASO—-RLTI—REZBHETZCHTEIET,

ChZEFRALTHRELY T—R—%ZFER LD Unity DEILM VikBEZILRL THEEDI 7%

ERLIcDTEE I HIRIEGEERRTIIAVILZER L THRZLOT7OYF o JBEERE LD,
Ny I77)—RNy O ZERALTRENRZA — T A NI A— AR EID T BN TEXT,
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@ | VFX Graph support |

HLSL 7Oy o TEfichi=T o7z b,

Volumetric Fog /]

Output Particle HDRP Volumetric Fog 1> 7FXMFHDRP T O—HJLARUaX M) o T+ %&
YTV LNVFX Graph B 740 %R Ua Xt )y IS MIBFEEAADDLSICLET, EOMRER.
VFX Graph N—=T4 0N =T AT4 2T DAV RS0 aVhRECN RERD B EZDEFT.Chz
FRALTCENBRTIAT I IO UTIVBEERZIERTEET
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@ Support for HDR displays | VFX Graph support | Optimizations

Hh/ -k

L= D8 R—k

Unity 6 @ VFX Graph /S\—F«ZJLHHDRP TUTFDLA kL —> 0 Re%HR—hg3L51C4D
iL/TCo

— LArL—=22012&BUTL 0 3y

— TFYEIVRFIINL—-Tm>

—  JO—-NILAIILExR—3Y

ITYR (MK =B \BFZERTS VFX Graph TLAM—>> 0B MICTEX I HDRP
S—2TLA ML= 0P %ERAT3ICI3. Getting started with ray tracing (LA SL—> > F DIER%E

1R T %) ZBRBLTKIE TV IERIVFX Graph (3 Xy a2y FZERLIELIN—22T%
HR—FLTWVEEA

VFX Graph Z HDRP 7OV MIHEE TS5 EIC DLW TIE e-book The Definitive Guide to Creating

Advanced Visual Effects in Unity (Unity 6 Edition) (Unity TEERETaT7ILT Iz EERT 3
T DRERRA T B Unity 6 k) #BRL TS L,
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BMLT —LRIBETREWNTA—IVRADRDOSNB D LA =N TS5V ORBIIET T )T —
2AVICESTARAR T EVa—ILRBECTLNTZERTZT — LTI SEIELFEZRAVS
CET.CPUBTZERL. LR IR ZE ESEZIEHNTEET,

ROV TZTINL 2 R—=INATZA 2 )\F

SRP Batcher . RO—O—ILEZ#E/HLTTARX/\WFTB=HICHER CPU A—N—AvREERTS
T RO—O—)LE&EE{LLET,SRP Batcher . RO—O—)LD # #RSTRPOOIC.RO——)LR
D LIE—IT— DEE R/ RICINZ £,

SRP Batcher Z)L—71Z.GPU Y R% SRP NYF ICNAVRLTHEBEIL.BL Yz —4—N\UT7> %
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