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Border 1
Border 2
Border 3
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Shadows 2H{20|=2 J2IX}t IHAHO|ES ZHE 4= AFLICH

Show Cascades HES EZ26IH FHAHO|= 22 [ A 2 4 JSLICH 247t9
OJM =H2 HX|H 22 d2|o NS XAt o JASLICH

© 2024 Unity Technologies 99 of 183 | unity.com


https://unity.com/kr
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@14.0/manual/Override-Shadows.html

© 2024 Unity Technologies

MESR M2 Z2 CIHYS XS] Rots 227t JA=0l, F HA| EHO| 0|0{X|= ££0|
Al | = of| X|of| A E3] 2™ &LICE HDRPE Contact Shadows 2HZH0|EE AF26H0]
ZIHHE MERE Mae 4= AL

HEHE MERE A2 S22 Tl L HEE ol A Aeh|ct, Zaj|el L9

QEHHME = HEHE M0 FeS FX| ASLICH 2tHO| M XEX|SH= 70| =2 =Xt
CIE|Yoll ZEHE ME=2RE AHBstH E5LICH
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101 of 183 | unity.com


https://unity.com/kr
https://blog.unity.com/kr/games/experience-the-new-unity-terrain-demo-scenes-for-hdrp-and-urp?

o e ATE MEQ

—

Unity 2022 LTS O AF HEOI|M ™ 2ol ATE ME 0| Mt It SFAE|QU&LICtH HDRP
ol sloflA| Area Shadow Filtering QualityE HighZ MA6IH a4 E H 22 ATE

MESE MEY & JAFLICH

U HRUOR ATE MERE T
a
L Il

Open

Area Shadow Filtering Quality

© 2024 Unity Technologies 102 of 183 | unity.com


https://unity.com/kr



https://unity.com/kr

© 2024 Unity Technologies

BA BT A HIHE AFSSt0] BIARS A AFSHLICE Wb 31
x| 4+ o, sheie] S3 AXOME M2 AciE X
o2 4 YALICHL IOl U Bt 2 BY B2 AS7 37 ¥HALS W] FALICH

2l 32 EAE T Hhel RE QEMES S[A[SH=|, 0|2 Qs 2 b7t Mgt &
L

v Screen Space Reflection
ALL

Enabled v
Algorithm Approximation

Minimum Smoothness

Reflect Sky
Screen Edge Fade Distance
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Advanced Options

2H 2 H0{st= Transparency Inputs
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v Tonemapping

v Mode Custom
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v Depth Of Field

v Focus Mode Physical Camera

When using the Phy amera mode, the depth of fi ill be influenced by the Aperture,
the Focal Length and th S 2t in the ph :

v Focus Distance Mode Volume

v Focus Distance 10

v Quality High

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

v Max Radius
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Hue Vs Sat
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v Blue
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