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| HDRP Updates in Unity 6.1 |
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@ | Installing HDRP |
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Q Lights | Physical Light Units and intensity | HDRP global ilumination
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Q Lights | Physical Light Units and intensity | HDRP global illumination
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DB SUTZOR HUE o A HHO| A
ZYE 0|32 ©f 2|AAS B0 ADSHE AN

[

wt2kA 2HEFJO] Ol2{St ZE S AlMSL| 2l F=7t=2 458 225X 5L

HIO| S8l Gloll Charst &HEI0| Qlat, 4 ZalS APHO AlMSto] 2iEtel Al LR Telze 2|
EUORM H5S BURLICH 0] T2ALE B STE ME2U IR UG 22 ST HlYLE
o

Mg 4= UASLICH EoF HAIZE ZE AN 23] HASHE B2 AlZHH 2SS YX[L T

-

® | ighting

Sponza_Modular

Untagged v Layer Def:

pA Transform

Position

Rotation

2fo|=0fEe B QoMo A8 S 4 YBLIC,

T

SHRIEH APH Hlo| 38 ZHE B @i0] Mo THD HAE 4 ABLICL Mol SHo|HL 20l R0
AFE ZA4HE £ Blo|Efo] 0| S F23| #8Y 4 YBLIC

0

2tO|EM2 EAK ofAlut ORXIHX| 2 =7t Hj22| 8! C|A3 Z7to| EREfL|Ch HHtY &E S H|=2|
2laATF HEHE SHZ0IM ZUdt= R 0l 2F AL FoIstHR.

OHX|2 2, GIE HI0|3oh= A Y2 MO SEEt ALESH= SERO{of et 2 A|ZHo] £22F 4= AFLICH
A XM E2|7t B2 U2 2F2| 2to|EMfE2 R ZoM R AIZINHX| 2 & JASLICE

=

2to|Enfd 3 E=

HI0|2 & GIZ WS 20| Bl Hst= W2 Ch3 1t Z&LICH
1. ZYRC ZF:H0|3 Z=MA0 ZHY A2 25 Baked L£= Mixed Z== 2F3H{OF Lt

2. QHHEE HX 2l0|EWOR HA|: £ Hjo]3 T2 M|A| EEE QEB|EE Static =ELCH
o 0llA Contribute GI == Static Everything@ 2 Z2i38 X|HsHof ghL|C},

3. M =" MH of|A MM: Lighting Z0l|M LightingSettings 22iA 9| MEEl AAHAZ LIEH =
AH ZH HH oAlg MMBtLICE Ho| 2 GI( of2 B Enlighten Realtime GI)2| A A AHE
=9 of|o|E{7t of of|Allof| X =HElL|Ct,

© 2025 Unity Technologies 69 of 268 | unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/kr/Manual/StaticObjects.html
https://docs.unity3d.com/6000.2/Documentation/ScriptReference/LightingSettings.html

@ | HDRP global illumination |

H D E MEH: Lighting Settings Asset0l|A Bake Indirect, Shadowmask E£&= SubtractiveE

X
P
MEfBILICE Of V10| =& HZOI =8 REE ZHOHR.

5. Lightmap SettingsOilA 7|& m2t0jE| ZH: Lightmap Resolutionz} Sample Count2 H|0]3
HErot EHS THEYLICHL YO R AT} E11 ME 7} BESE O Flojit EXHO| HAE
HS 4 AKX P Hjo]3 A2tz 2| AA ARFO| SO{LLICE

6. Generate LightingS S2lst0] 2l0|EINT S A =tELICE
#[O| 2 =l 2tO| EOE 2 A AStHA 2tO|EME MIIXOZ CHEE T3 A2 20| EfIHE AtETHL|CE,
HO|3 T2 M| AT} THE|= St Z1HE 0|2 & & Y&LICH HRSICHH HI0|2E SThetn g =Fot

CHS CHA| HiO| 3 FFLICE of2{st Bhe ZtQd(iteration)2 Soll LIS QIE{HE|ES =H JIERE 15 4
A&LICH ZaHE= Lighting 22| Baked Lightmaps B0 Al 2018t 4~ Q& LTt

Environment Realtime Lightmaps Baked Lightmaps

Lighting Settings

Lighting g ty ®@ | New Clone

Realtime Lighting
Mixed Lighting
al lllumination

3aked Indirect

Lightmapping Settings
GPU (Preview)

2048

MNone

* View

Workflow Settings

te Lighting =

Z2I2A|E 20| EHHE EgotefL|ct.

© 2025 Unity Technologies 70 of 268 | unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/6000.2/Documentation/Manual/lighting-mode.html
https://docs.unity3d.com/2023.1/Documentation/Manual/lighting-mode.html
https://docs.unity3d.com/kr/current/Manual/progressive-lightmapper.html

@ Physical Light Units and intensity | HDRP global illumination \ Light probes and Adaptive Probe Volumes \

EW AT HAEI 2245 O U2 CHYS MY 4 JX[T H 22| AFRE0| S0 HLICE
LMERE Hol 5% QEME =ML E £0|1 H{E 4= HNEE W= A E5LICH
—  EM | X XHZO|LE MMZ0| 7L gf2 QENE = 2I0|EY 2[AAQ FHEE WIIER £

UELICE M =Ho| 2 G2 0|X|= QLEHE (0f: MA0| Bf7L} &2 HE|2|Zo| ZEHEl QEHE)T}
OfL|2tH Static M|+ EE= MeshRenderer®l|A Contribute Global IlluminationS H| &AM 3tsto]

Gl Al Lhol|l A ®| 2| gfL|Ct.

—  HEZ:YE += TYH0|39 RO MYXQ FeS 0IFULCEL ME 7t HE+F = D0
SEOHX| X2 #|0| 2 AlZHO] SO{EfLICY,

—  LO|=H7: =HO| {2 S EF M= H0|2 Al H|FY O] X7} Llsh 4 ol&L|C
AutoE MEYSIH HDRP7} XtS2 2 0| = X/ ¥12|&S MEfgtL|Ct, = AdvancedE ME{SIT
Direct Denoiser@ Indirect DenoiserS MelEr 4= QI&L|LCT

s

— ZHO|EY ¥=: A% J|H2 HIZ2| A8™E F0IX|2 FEO| 242t

Rl

ot =+ ASLICH

—  CtE|YZ|0Y: ¥s2 X5 H QE|HE|0 Y £F2 HF= AS 1 MR 0E S0,
Project Settings > Quality0ll A 8x Multi SamplingE 2x Multi SamplingS & & 4 UESLICH

© 2025 Unity Technologies 710of 268 | unity.com


https://unity.com/kr/releases/lts

@ | HDRP global illumination |

i

GPU 20| EDjY

T2 O2AE 2I0| BT = & JHA| Hll= FM0| A=, B2 CPULE GPURILICH T =18 A[2 GP
2I0|Effm = AFE 2 GPU2t T& VRAM(Video Ram)E AHE3%}0] H|O| 2 E 20| EY Mo I?_%
EHESLC

A8 I7Hset 2, GPU 2t0| E0HI{ = CPU 2t0| EOHIHO]| H|3 = G|0

|E{S 108} Of & tir=A| M- BfLCt.
Unity 62| GPU 2t0| E0H = F 4! ®IZHoj| AL 755, TSt 22

E
=
20| A MEl0f AFLICH

— LightBaker v1.0: 0| {22 HAIE = H[0|3 A| X HEHE é’—.”i*.?_' A4 FQE Zxsto =
Ol% 7tsota et Rl TZHAE K| °J°”-|Ef Hlo|2 o 2,0 ol Hlo|=
T2 MA7F THAI R X] @410 OfC{E{7} b5 O =2 284S %IIE*LIEF.

L)

—  GPUHIO|Z ZRIb: GPU #[01Z ZRUHUS ALSSHY H5THGPU HIZE| AFBE Af0]o)
FYS 01F 4 YBLICL

o=

— CH A2 GPUMHRE 27 AFE: Unity 62| ME2 H|0|Z2 M= = X4 GPU O|22| 27 AFYE
2GBVRAMCE &0 FL|Ct,

LightBaker Y= 7} 2tO| ERH 2t0|E T2E AT OtA T HH|HE QIEH HIAX O H2|S
FHMBILICE O] M2 o7 |HN = LHE =7t O EE3HE|] U0 RX| 2t2|et ClH o] gl&LCt.
O] 7HM Atet2 Zuto| ERE SX|SHHAM = #HE XQ(iteration) AlZtE HESIEE HAEASLICE

Auto ZE=J|E T2 A2 H|0|Z J7|5E AFEELICE

GPU ZIO|EDHHE AIEE W, 0|2 £=5 XXt = JEF H Y

=)
rot

L]

==

82 32 ZaLch

— 2 GPU 7t o E2[AH|0| M, E3| VRAME AtE3H= o Z2|AH|0|ME SZELICE
— Intel Open Image®t 22 CPU 7|4t C|.-O|H 2 FM25t0| VRAME & E Lt
—  GPUZH042] 7ol 22, M1t Ho]=20f| 2{2f GPUE St SEhetL|Ct.

— E9| 2I0|E™ 37|71 4096 O| A2l A OtE|ME|{ A ME 5 ZQILICE

Lightmap UVs
2tO|EY2 B AXO[2Z UnityZ} WoilA 2t0|EYMS SHIZH| AHESHH UV7L 2QEfL|Ct
Unity= HIO|Z &l S Z=F 0t MA|ZE T ZHoj| CHall 22| 20| EY UV MEE AFERILICE Ol AR A

OEstet HA| AL ZHOAMS| Xto] WZULICH UVE HAEZ HEEZZ ST HAIE A=
DE QABAE L2 UVE SRYLICH

—= E=

© 2025 Unity Technologies 72 of 268 | unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/kr/current/Manual/GPUProgressiveLightmapper.html
https://docs.unity3d.com/kr/current/Manual/GPUProgressiveLightmapper.html
https://docs.unity3d.com/kr/current/Manual/GPUProgressiveLightmapper.html
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Q | HDRP global illumination | Light probes and Adaptive Probe Volumes | Shadows |
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Q | Light probes and Adaptive Probe Volumes |
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@ | HDRP global illumination | Light probes and Adaptive Probe Volumes | Shadows |
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@ | Light probes and Adaptive Probe Volumes |
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| Light probes and Adaptive Probe Volumes |
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Q | Light probes and Adaptive Probe Volumes |
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@ | Light probes and Adaptive Probe Volumes |
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| Light probes and Adaptive Probe Volumes |

AFH0| RLEFH

AJO| 22

Lighting &0l M Progressive GPU LightmapperE &-d3efLICt T2 T2|A|E CPUE A5t
ZR0= 0] 7|50| X[ 4= X| 4&LICEH
Adaptive Probe Volumes Ii'20i| A Sky Occlusion2

Sky Occlusion2 &4

= O
o
SEE.EI'l pA =N

2hy3lst 2ES CHA| Ho]2
SttH UnityZt 2t ZT2Ho| T2E0t 23

7}2 H|O|ZFLICE Unity= ZEHI0) O] YH|QIE Z2HO| S
St M2 shs0| HARH SHORE M0l EELICE

ghLICk.
gre 7t HH AFLO|
ZetstH, o]
HH|HE mZ2H 7t HEI0]| YH|0|EX| =2 8t2{H Volume Profile Asset
>Sky MIMO 2 0| 5%t C}S Ambient ModeE DynamicQ =2 MHBHL|C}

11 Visual Environment

Scene Adaptive Probe Volumes Environment
Baking
Ba

Realtime Lightmaps Baked Lightmaps

Probe Placement

Default, TransparentF Water, Ul, Not in Reflection
Sky Occlusion Settings

Lighting &0l Sky Occlusio

A710| LEFTH C|HZ

Rendering DebuggerollX| A7}0| 2 FF0| APV ZH0| &2
Volumes 4|40 A Display ProbesE &A3$

EO

= HAIS 2 A Q1A
a3

UELICE Probe
glstal Probe Shading ModeE Sky Occlusion SHE

99 of 268 | unity.com


https://unity.com/kr/releases/lts

Q | Light probes and Adaptive Probe Volumes |
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@ | Light probes and Adaptive Probe Volumes |
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@ | Light probes and Adaptive Probe Volumes |
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@ Light probes and Adaptive Probe Volumes | Shadows | Reflections
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Q | Shadows |
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@ Light probes and Adaptive Probe Volumes | Shadows | Reflections
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@ Light probes and Adaptive Probe Volumes | Shadows | Reflections
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Q | Shadows | Reflections | Real-time lighting effects |
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@ | Shadows | Reflections | Real-time lighting effects |
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| Reflections |
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@ | Reflections |
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@ | Shadows | Reflections | Real-time lighting effects |
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@ | Reflections |

T
>
X
Ol
-
e

7tE E2 EEO| UALE THET| QI8 HDRPE 2 TM S Jhat Fotet| Eiste 7|HE AH8stH, 0|2
CHE 710t =etsl At = AELICH HDRPOIM = 7HE K| M &2 S HIEQE M| 71X| BHAL
(2321 ZZFEEAL HEAF T2 H SHS BEANS 2FRIgLICH O|A| BIALS 2teldh= AI-AE AL AIS
T2t LTt

ot 71z Lol HhALS TS| YotA| Rots B2, HDRPE 2 7|22 SHELICH THAl 2ol
ASE ZZhEE A Z2EE ZWED, 0| S5 BtAtZ BMEL(C

HHAL Z2HOf| QIEFAA EES SHIZ A AFOF HLICE 22X 4™ ot YA} o/ =0t Hiot
ChEAH HEEof Qlali 5 HE ©

HE WO M| H SZtof| M O] E F510] =hele 4 JAFLICE YAt Z2E F SHUHE HIZ Qo5 Lt
QUERUA ZES HHE AL BRI Z ot= BHALZ S ELICH 22{H 812 HDRISHs 2 sl Zet
HEAL 22p7F 2rls) AR Ol WS FIFELICE

BEALAIE = Z2FOf| 28 XiMet L2 HDRPO A 2] HHAF 7|& Atz H|O|X|E & Z5HA|7| HHELICE.

© 2025 Unity Technologies 116 of 268 | unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/Reflection-in-HDRP.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/Reflection-in-HDRP.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/Reflection-in-HDRP.html

Q | Shadows | Reflections | Real-time lighting effects |
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Q Reflections | Real-time lighting effects | Light rendering layers
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Q | Reflections | Real-time lighting effects | Light rendering layers
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Q | Light rendering layers |

Project Settings

Tags and Layers

Rendering Layers 7|5 & &43tefLICH

Zrelof #Acidl 2lo]oE &M ststai™ Edit > Project Settings > Graphics > Pipeline Specific
Settings > HDRPZ 0| S&!L|C}. Frame Settings (Default Values)2| Lighting Ot2H0i|A| Light LayersS
ghdstetLct.

T3 CHS HDRP AssetOi| Al Light LayersS &4 3tetL|Ct.

#HE 2 20| E CZoll ASstz{™ Decal Layers 7| Xt2E &HESHA Q.

0l HEHE 20|10 AHE

FOIAl ZCf2{o] 2ee +~ ASLIT

=l

Light LayersE &43}gt <0i= &

OIAHIE{Of| A RSt HRAS MENSH CHS QIATIE| S| General M M0f|A SM HI'(: )2 Advanced

Directional
Mixed + Advanced Properties

Default, Light Layer 1 o

Advanced PropertiesOi|A| #IC{2 2|0|0{E FA|RLICH

© 2025 Unity Technologies 122 of 268 | unity.com


https://unity.com/kr/releases/lts

Q | Light rendering layers |
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Q | Real-time lighting effects | Light rendering layers | Ray tracing and path tracing |
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@ Light rendering layers | Ray tracing and path tracing | Environment lighting
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ht 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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@ | 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
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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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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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@ | Environment lighting |
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Q Ray tracing and path tracing | Environment lighting | Terrain
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Q | Environment lighting |
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Q | Ray tracing and path tracing | Environment lighting | Terrain
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| Environment lighting |
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@ | Environment lighting |
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@ | Environment lighting |
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@ | Environment lighting |
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Q | Environment lighting | Terrain | Clouds |
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Q | Environment lighting | Terrain | Clouds |
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@ Environment lighting | Terrain | Clouds |
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Q | Environment lighting | Terrain | Clouds |
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— O] UH|0|EE Sdlf S HIO|EE Ar85H= O™ ZE|MoM 2 = AUJAT ZlolLt #|HE
(shimmering) 22 AlZ}A ZAgto| E0{EUELICH

— £R0|E2 1E2 Visual Environment®| Rendering Space ¥& & MELIC} 7tH2t7t 220

E0{7IX| ¥ = 5t2{™ Camera SpaceS AESHM|R.
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= 7180

Simple RE: 0|2| Fol&l LT 5l FA Y S AEsI0] LutX el 75 RIS WYLt I2t0|EE
ZYOIH HAY HAKE ABSHX| ke 715 Rt LS Y & ASLICH

Advanced RE: EX gl= 27t X|Hof O|g| ’“°I5| TE /Y
HfX|EHL|Ch ™A o2 MM El Cloud LUTZt 122 2, 11
Manual 2E: EX 112 QO Z Cloud LUTS Ho|st0] &t

o
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Map2 == xH'20l| A of2q A HEYSto L ES HiXIE

Do|HME H4TENR.
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@ | Terrain | Clouds | Fog and atmospheric scattering |
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Simple Clear Skies

Simple - Cloudy: 782 2= E =0|7| 2l 718 £ F715t= 2| ML(Ct

Simple Cloudy
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@ \ Terrain | Clouds | Fog and atmospheric scattering

Advanced Clouds: 4 2|0l M2S BiX[st2 M2 CHE D20 21 X228 0| siX| LT,

Advanced Clouds

Manual - Cumulonimbus: 0] Z2|H2 FHAH Cloud LUTZ X2t SILIE HiX|5t0] 2 X Q1 Mof
BIE HETLIC

Manual Cumulonimbus
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Q | Terrain | Clouds | Fog and atmospheric scattering |

Manual - Cirro Stratus: HYEl J2||C|HEQ} LLO|X HAKE ZH= HE RS XISt XIHAE Q!
HH2|oflo|d ZotE HA=TL|CE

Manual - Cirro Stratus

Manual - Complete LUT: Cloud Map2 S3ll 0{2] & |2 ¥E2 7 A Cloud LUTE,
T2 CIAUES} LO|= HAKE ALEdH CIANH S Fo{RLIC

Manual - Complete LUT
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7|12 Z=ddt= ol =20 ELICh HDRPOIM = 2AHE A3l HI?t =

FtH2toll o R EFETX|Q] AH2|of what SatELICH o= FiHi2tel fIH2| 22
oM 2172| XIQHEZ|S Mol CHA| ST 4= ASFLICH

HDRP= 22 Q7HE Fog QHZI0|=2 FHELICE K{7|M i E FtHZIZRE{ S A2l EE
X

U
=0/[0]| w2t 7|stg A= Eo{ELICH

v Fog

Enable

Fog Attenuation Distance

Base Height 0

Maximum Height 20.5

Max Fog Distance 100

Color Mode Constant Color
v Color

Volumetric Fog

Albedo

Ambient Light Probe Dimmer
Volumetric Fog Distance 10.2

Denoising Mode [eETVESET

Fog 2H{ZI0|=
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@ | Fog and atmospheric scattering |

Mol 280l Fog 2H2I0|EE MFEILICE Base Height= 2HS D FHR 27t B 2448
EOX[7| AZISH=E BAE FHLICH of7|M Fet g2 "0{7tH Maximum Heightoll == w{ntx| 274
2ot 7steeH oz Eo{FLILt.

Fog disabled Maximum Height 2

o IR TS

Maximum Height 8 Maximum Height 100

Base Height® Maximum Height A& & AF8dl & Z2l oHE gHELCH

OFEE7HR| 2 Fog Attenuation Distance®t Max Fog DistanceS AE3SHH FHH|2t0j| A HO{ R 42 ot 7}
O{EH EO{EX| HMoE 4= ASLIC} Color ModeE Constant ColorLt 7|Z Sky Color & otLIZ2
MEHSHA| 2.
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Q Clouds | Fog and atmospheric scattering | HDRP water system

Attenuation Distance 5 Attenuation Distance 20

Attenuation Distance 500 Fog disabled
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.

2474 ofofx]).

Volumetric FogE & 43}stH 7| &2tE AlE20|8e 4= AELICt Frame Settings (72t Of2H
EE = HDRP Default Settingsoll %Z)0l|A Lighting 0f2H0l| = Fog?t VolumetricsE MEist HDRP
mto|=2tol of| Aol A Volumetric FogE & stsf{oF BhLIC,

Volumetric Fog Distance= 7t0|2te| 27{2| 22T HHOM SRHER =Y K F|Z7tX| 2| 0|
o

Thel 72| S ST YLICL oA 37| B0l o A= HE[Z|L= TH71E M, Hel Uol AlY QERES
SEXHOZ Jt2|A ELct.
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P

| Fog and atmospheric scattering |

Fog disabled Maximum Height 2

Maximum Height 4 ‘ Maximum Height 200

=RHEE ZHS AIB6HH Meko| & ) L5 FZ HX[= SA LAO|L LIRS ALO|2 20X W S
SHQl sHelo| M S AlS2|o|ME & AFLIC
H YRS H et RE ZHO| Light ZXHEO|= Volumetrics 1E0| AELICH EnableS MEiSH =

Multiplier2 Shadow DimmerE AXNBL|Ct. Real-timeO|Lt Mixed Mode 22 ERMHE=] 0t7Y
LHoilAf <3t 21|0](God Ray)’ &S MM TtL|CEH

Multipliers Z=2 Z=H3st1, Shadow Dimmer= J2IXt7} E2|2E EHO| of8f 40| E0{EE #Alg
HlofgfLict.
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Q | Fog and atmospheric scattering |

& v Light

General

Shape

Celestial Body

Emission

Volumetrics

Enable
Multiplier

Shadow Dimmer

Shadows

Light ZZHE 9] Volumetrics 44

FHEZR] o7 LHo|MTH EA|E| 22 2t7H2| Base Height@t Maximum HeightE ZH6}0]
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Yeko| LR E T 0| o MHSHELIC

J

2t 20](God Ray)e| Z&0 S&2 FLICH 27t 2245, 02|11 £F
HofELIC.

1=
0%
=2
B
I
o]
rx J
fin)
rx

E2| oK, HX[, 7|Et TE|Z2 WS LTAIH M
E710f CIE|at oL 0| H S 71 4= AFLIL.

© 2025 Unity Technologies 177 of 268 | unity.com


https://unity.com/kr/releases/lts

@ | Clouds | Fog and atmospheric scattering | HDRP water system

of2H ol Alofl M= ek Ztednt A 2210 M EEl Volumetric Multipliere] E1tE &tolgt 4= UELICH

Volumetric Multiplier 1 Volumetric Multiplier 2 Volumetric Multiplier 4

HDRP #Z0|M M AZEat0|E0] H8E 2R0E2 52
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P

| Fog and atmospheric scattering |

Local Volumetric Fog

Fog QHEI0|ELL} O MEMOZ Q) Z3tE XSt 42 22, HDRPOIM Z7t2 HI338t= Local
Volumetric Fog ZXHE (0| H{ M2 HDRPO|A = Density Volume)E AHESHH & LICH

Local Volumetric Foge & AlAH 2[R0 = Hro HXHEQILICE Hl'+(GameObject >
Rendering > Local Volumetric Fog)0iA Local Volumetric Fog 7@l REHMEE MMstAHLL A|Z
7 Ho|lM 2E% 22/t Rendering > Local Volumetric Fogs ME{BiLICt,

& 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 & 3D Texture_SimplexNoise
Scroll Speed X 01 Y O
Tiling X1 Y 1

Local Volumetric Fog HZHE

J2{H QN2 AT HH2E HATL Y ELUCE 37], = ®o, 2HE/HO0|IE S8E =M K.

HH2 G EA0 22 SRMUIER] Q77 EAIELICH

© 2025 Unity Technologies

179 of 268 | unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/create-a-local-fog-effect.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.2/manual/create-a-local-fog-effect.html

Q Clouds | Fog and atmospheric scattering | HDRP water system

e} = DSt MM X| 2 Density Mask Texture 5t2| AMoj 1= Texture 2 =0{ 3D
HIANE M8Y 4 USLICL 3D HAKNE M8l o 2YE O FAHSHA AT = ASLICH THF|X|
22| Xt2| Local Volumetric 3D Texture SamplesOi|A] GA|& CHREESIALE 7= Xt=E0f| A70E HEE
2t =1H Density MaskE THE0 EM|2.

ofL|mH|o| M FatE F7| lsl Scroll Speed Zt2 2=7tsot1 Tiling2 =& otH
RIHAAZA D02 A QHE 2= YU&LICH

, =RHER! 27 Mol M

Density Mask Texture

Texture DTexture_SimplexNoise
Scroll Speed X 0.1 i 0
Tiling Xl 1 bl 1

Add Component

I Project a i
+ - Q 7 e & #19
% Favorites Assets > Samples > High Definition RP > 12.0.0 > Loc

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

3DTexture_Che... 3DTexture_Che... 3DTexture_Che...

3DTexture_Gro... 3DTexture_Gro... 3DTexture_Puf...

3DTexture_Simp...  3DTexture_Sph... 3DTexture_Wor...

Local Volumetric 3D Texture Samples2| Density Mask Texture of|4ll

£ 1: HDRPE A52 7HM38t7| 2IH Local Volumetric FogE S4%} (voxelize)st=E|, 0] 2L Qt7H7t
02 AHEA 2 4= USLICL B2l A g £0|2{H Density Mask TextureE A2t Blend Distance
US 521 oUhe| JHEAIE|E REZA ZFSIM K. HDRP Ito| X2l oMo A 22 ERMHER] MT=E
256x256x2567HK| &0 O ot a2 20HE 73e 5= YSLCH
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Q \ Fog and atmospheric scattering \ HDRP water system \ Shaders and materials

= MARIS R X £8 7|52 thaa &Lt

— =22 JId & HEE: = A= BEE, =2H, Y MBS ZEY A Z2HEJL ZetE =2
7|gt 2 HO|T{ 7t JELICE

—  ESHYSAAYS 2,27, T2, 52 52 EHH 28 WHS AR oMt

— &3 ZakJtojapt £ ofzioll VI8 23 Acio| 2o 22X SN HIEOR Yo 2H
B4 MLt

—  Foam:7{E2 4% Al220|MT B2 HITIOR RSO U 4 YALICH T3 22 IE
WA7|7} eh7 RILEZE Rh2lot 212 AHS HHol SiF B mIHE AlBO|MBt0] HES EEY &
AgLct.

—  E3h0pA39}ojZ, CIE09 22 OFE|AE FBHHQI HEHER £HS T4 metu £f2olof
AT £ ABLICE

— M5 S AAHS Clorsh ZE0| AX2tE|0f AO0 AZIBE 9B T Ol BES
=

2 AAE2 RS HAEOO| =T} JhsELIC

@ Lniy6.12 M22 7S

MZ2 2 AlA" 7]50] TEHE Unity 6.1(HDRP 17)2 AIHE 2 HEBLCE

— £ ESAE X2 JjM: O|H| Infinite Oceans EH 1} Instanced Quad EHO| 0|5, $|X,
S ALY S KYUStH BH HHH0| JhsELIC.

— B diZ ShaderGraph EIZl: {22 ShaderGraph E}ZS AL26tH OE2tA0 & HY 1}
HES 2 =g 4 ELICE oo w2t Custom Render TextureS ArEE Tt GO{ZIL|CY,
7{E ofiL|Ho| 0] o|X| 22| WE2 w2 = o Sl A& FofEtL|Ct

—  SME £ZF HIOY: o[X| ERHEZ 2747t 2t 2(|0|(god ray)2t HIET|E XYt &5 F 9|
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—_o I
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| HDRP water system |

Shader Graph2| {2 Camera Height ..E: {22 Shader Graph .LEE AH835HH
71ELZ FtH|Ete] £0|E MEYY = ASLICE ofof w2t 72t M =of Wl SU=at 2

=2 Oo=2o=2 T M-

RIE Foig = AELICHOM S| Underwater i E 4 & Z).

MEZE ShaderGraph Etzl0| HE &3S X|EfLICh

Cave % RollingWave ¥Z ¥& MTH{E2{H Unity 6.1 0| 40| HRetL|C},
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@ | HDRP water system |

@ v Volume

Mew Clone

Enabled

Add Override

& 2t2t0|=0j A Water RenderingS &43tefLICt

jac)

=2 24315t CHS GameObject HIF0IA AP M™M= g Z=Itg 4
Ocean M| 7tX|2| &M RHE NS ELICH

&L|Ct. HDRPE= Pool, River,

Ocean Sea or Lake

Water

GameObject HF0IAH & LEMEE FItetL|Ch
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@ Fog and atmospheric scattering \ HDRP water system \ Shaders and materials

Water Surface ZZHE

40 QEF M= 20| A

Water Surface (Script)

um 512

Water Surface ZEXHE

HO AlZo| Mt WS HFYSt= Li2t0|E = Chaa Z2ELIT

General: =g9| ™A S (0|: Ocean/Sea/Lake, River, Pool)zt 43 20| Ar2E X|QH EZ|
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S =

—  Simulation: HI2{3t 20| =30 &S F= LAlS 2SO Ot iEHD HEHO| TS0 K=
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@ | HDRP water system |

— Appearance: 2°| MA Har- ZH 4l MEZ Z™BLICH HAE D E4ot 5

o M4,
7|gt Ho|E S SRt

—  HE: oo BV RE,+F QEMEQ| T oS W2t H0lE HF2 2

—  Miscellaneous: #IC3 2{|0|0] OfA S} C|H O REE HO{ELICE

= HIZ(Un
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—  Currents: H|Z0| E2| 2X|2tEl SES Y 4 U&LICH
—  Deformation: =H2| 0|2 HE =N EL|Ct

— Foam: 20| QEHE L= E2Qlat 4z Y Ul St0|EQIE 2ltE F7HELIC]
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2H

IJ Mo

s 1o

1ol A1

QEHETL FIMELICHL 20tE HE5HE GHRZ HZEES F7|M K.

Water Surface ZIEZH E 9| Water Decal ZZIHE| OfzHof|
EY SME ESELICL

o= HEES A8

24518t S0 JHT QATEIS Sof C13T 2

HorizontalDeformation

—  SimulationMask

—  SimulationFoamMask
—  LargeCurrent

—  LargeCurrentinfluence
—  RipplesCurrent

—  RipplesCurrentinfluence
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@ | HDRP water system |

<Mone>

Single

Fragment

+

uwo =

Water Decal b

Unlit
Decal

+ Water Decal
Physically Based Sky S Tangent
Water
Lit

Default -

Canvas

Fullscreen

Hair uvo -
Six-way Smoke Lit

Fog Volume

StackLit

Eye

Fabric Default x

Tangent A

~

2 HlZ 23H= Shader Graph OFAE ABHS ALSELICH

FUQ-*
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HDRP & A|ARI0] A=3X|= 7Ha £2 WHE Ciot AL MRIE B = ME NS AmEE= AYLICH
o§7|X| 22| Xtoll A High Definition Render Pipeline(HDRP) Ii7| X| £ MEist ] Samples BOf|A|
Water SamplesE MxX|&tL|Ct,

Unity 6.10 %A HCIO|EE 0] HE2 Z=HE| AHLXQ 25 HMESI| I8 A|ZIEO| £[0f FLIC
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ot HWE2 2ol HICtet 22 O 2 Yo 2 Metst= WHE 0o FL|CL Unity 6.10] 5| Yoo EE
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2 2 7|E9 2 XN MARS thHstH O|X| RE & HE S HMalgLch
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Q Fog and atmospheric scattering | HDRP water system | Shaders and materials

Water decal
with material
deformer

Deformation

Water Simulation C|Z 2 Z 7Zt0j|A] HICHS| L 20| LSHR| Q= E st Zo| AlXF X|HOM HES
MAMBL|CH Water Current HIZ2 22| SE2 Z0lM HICIE SEELICH

o A S W] B S Wet AS0| FIHELICE 252 £Hol xto|7t o™ 7F o] HEEL(CE
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Q | Fog and atmospheric scattering | HDRP water system | Shaders and materials |
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@ | Fog and atmospheric scattering | HDRP water system | Shaders and materials
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Q | Fog and atmospheric scattering | HDRP water system | Shaders and materials |
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Q | HDRP water system |
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Q HDRP water system | Shaders and materials | Forward vs Deferred rendering
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Q HDRP water system | Shaders and materials | Forward vs Deferred rendering
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@ | Shaders and materials |
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Q | Shaders and materials |
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@ | Shaders and materials |
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LI gf2 ET AL, Premultiply 2E&= XM E6}7| Mof| MArof| 2ot gHE ZRLICH Additive 2E&=
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[l
B

=
A
o= 2g = A&
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Alpha 2 ¢t Additive S3Y 2E2| bl

Lit Material MZ

(IHZ|X| 2t2|Xte]) Lit Material E0 M= £F HE[2|Y S HFSH= YHO| OAIE 20| FLICH
Transparent Surface Type2 A2E = Refraction ModelS ME{st T HE|Z|Ho]| X{E$t Index of
RefractionS A& aL|Ct
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H
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Thin Glass Refraction Model2 & 21 HE A|S8[0| o= o AF-LICH
A

Transmittance Color= = &0 =X
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=
In]

Ciohst Q2| QEHEN = Sphere EE= Planar Refraction Modelg AF2EELICE Sphere Refraction
Model2 2MO|Lt RE|TES e 4~ USLICE Planar Refraction Model2& €8 RE Z2 HHst
QEHMEE gt £ QUELICH

Aoz QEMES B¥u 37|15 AX| R617| HZ0, 0|23t 2=l Thickness Map2 X|&3sHH O
AFAAQI 2HE 7Y £ USLICEH WO HE|2|H0| FHEFE oS O MAE E 2502 HYL|Ch
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BUHE O HMSH ATE & JASLICL 0|23 HE|Z|HoM=E BY B

=22 2T05l= ¢S dmE & ASH

e
o
>
ol
ot
[
o

Shadows

or con U
r
e 1o
e
ction

”

Transparent 4Z

212 of 268 | unity.com

© 2025 Unity Technologies


https://unity.com/kr/releases/lts

@ | HDRP water system | Shaders and materials | Forward vs Deferred rendering

HollM £F ME|Z| 0| LIEILHE Ao gk F= o2 HIEE REE Tate = ASLICH

—  Rasterization: 7|2 2 AE{3t 2E0| A= HDRP7} M5 Qo 22| FTE 3|4stu =3
FuE 2L Ct

— Recursive rendering: 0| 2=0{= £ HE|Z|Y LI o2 Y BEALE X2|5H0] Tf AtAEQl
SEI YR giAt7F R0 USLICH 7|2 eBfAE3ITC 2= S26X| g2 ST EH QEHHE
A8StAIR.

— Raytraced shadows: £& HE[2|H0l|l= HEZE 2HAESE AMSSHK|TH, O2IXH= 20| ER|0|HC2
A MELICE Ol A| 5t HA| IHAEz||0| 4 H|E Qo] &£F =X/ O HetstA #E
olAL|C}H
A= .

—  Pathtracing: 12 E2{|0]d 2 5l0] £ IHE S Sntst= LAS AZ2|0|FRILICH 71 S2|1H 2
Yot Z0HE MSOHX| T A1 M H|E0| 0fR FLCH 5L SEHO| 2% 0| AFESHM K.

Rasterization Path Tracing

Shader Graph E

7|2 02 Shader Grapholl= ZHAE{SIE AFRE WH(2|0|E|0|A SEHE|X| %2) HAH EHEES
7Y = A R LETF JASLICE Ol2{et L E= =2 Y A 7|8 EHEE AE20|835t= O
A8 4= A&

ne

— Refract: 0| ==& R2[L S0 Z2 FY HEZ|PS SSHHA 8lo] 2EE= q0tE

AlZ220|MgfLICt.
—  SceneDepth: 0| =E= §£F BH 7|9 YA YHE KNG YA 7|8 EF ot SHT0| ArEHLICH

—  Scene Depth Difference: 0| === £F QEHEQ} H{ZAQ| HA X}0|E AAMPILICL REZR
ZALt A= 23E P 0 ALESHMR.

i}
=2
el
0

of
C
o

—  HDScene Color: 0| === HiZ MA C|O|EHE JIM2tM CIE EFE, S2Y, =2 7
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ZEloto] WojlM HAH £
x

B. Lens

Lens % Custom Refraction 4Z

Compute Thickness

HDRP of|Al0ll | Compute ThicknessE &4

RUE S 5 AYSLICE of2l oAl = UVet HDSceneColor HIHE
= 4 s 2o FLct

C.ousem
Retraction

m Free Camera

ot X[™E LayerMask L RLENEQ| £7H HETIH S0

U= HHIF S EL|CE Shader Graphol| Al HD Sample Buffer ==& AHE3t0] 0| HIYE MEZSHH

¥ 5 4+ YaLith

Maa 2 200 IS

HD Sample Buffer

Defauli» e-=—0O yy(4)

Layer Mask

Source Buffer

HD Sample Bufferol| A Compute ThicknessE MZ2gfL|Ct.
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Thickness

Normal World Space
Smoothness

Motion Vectors

Is Sky

Post Process Input

Rendering Layer Mask
+ Thickness
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02 S0, 2=0| Mg
, 2E0| Ha|ofl HEE x-ray HO|EHE
= = Compute Thick =
=2 HL|Ck Sh L ickness HHIHE A28 2=0| HE|e
HALIC} Shader Graphe QIAHIE|A O] Z2to| Qat Bg H%OA OI:.ijl :E|;|o
T M T E==

2
=

.
<]
=

fLict.

HDSceneColor node.

Additionally, these materials 4o n:
i ot s -
traced effects. sl

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 based on the
thickness of @ specific pixeél to
make more accurate refraction

calculations.
Additionally, when the X-Ray
parameter is enabled, the color is
cet based on the thickness of the

pones inside the qummy bear.

S{AOIL|CH HIEHS
ICt. gHEF2 50| 22 S SaotE O 2HFoM

0| ZIt= mELLHRY 22 9
= 2o 22 Q7|Xol HE|2|ES EfStE
x| = AS ENst= Yol e 2 N
HE EEtAED 22 AU M RERR =22 M)ck’f'c‘srLIE} R0l R=RI2 222S HESHH, HEIRI2
T —a= UNMNHE .
Hlo| HIE O
S10| Bt ME|2|Ho| 2o
MZHEIL| :T uarlg: iuoll Z._.:.E.E_ %f 2rAtElE A LR = QPO 2 S5t HE|2[ LHRoAM gt
MZHEl 9o AR = A S0 23t CHE IX(0|M HE[2|EE HHWL;P'”_;' | fI_MElm
= =IL|C}.
HDRP= A3z Z7H 28 7|28 N
= tstof QI:I;I :7._ :m1+H7|:E ArR38H0] I8} ARtS RSSHL|CE tES A2l QEHEE | E|oj|A Hl0o
MALO| O1& =l 1_ Foll 20| A== Blof Tt MLk Fat2 8o E-l_la-_._ - =0l
40| Y8 & gLt L EEZ 40| S:st= 2ol M Lo
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@ | Shaders and materials |

HDRP2| SSSOfl= &= 7tX| HE|2|¥ fH0| JAELICE.

—  Subsurface Scattering2 A32 37t 28| 2otet ENE RF oL|C

—  Translucent= S0t 1HBHL|CE

Translucency Subsurface
scattering

Translucencys £3t2F #HBILIC} Subsurface Scattering2 232 37t £8 23t CigfL|Ch

HDRP 0|42t Project Settings > HDRP Default Settings0i| Al I|s} At2tS ghdStetL|Ct, a0t
SSS BEE MPSh= Diffusion Profile Ol 1S WA ELICE HDRP= ROIIM SAI0fl X[CH 15742 HAH
D2OAUS X[ASHH, 2H2H0|= FH T MSEL T

Material Type2 Z R0 L}2} Subsurface Scattering === Translucent2 A& s}t 1 Diffusion ProfileS
gebetLct.
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HOIHE AtEY & AFLICE
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@ | Shaders and materials |

SpeedTree ¥ Transmission Mask

Transmission Mask= SpeedTree £F0{A O|mtZ2|0]= HEH 2 E M54 LI HE L ZIHK| =
SEUSHA |XIE =S ot= ol RERLICE Transmission MaskE AH8sHH L|st At2t0 | Exei M=
oF Bl oo HEE = A2 UKY = ASLICHL

SpeedTree 8 5t J12HI 0f| SI(HDRP/Nature/SpeedTree8.shadergraph)2 Transmission Mask
= £0j| Subsurface Map2 AHE35t0{ LIR 2| A3t Z7EX|0|M 2 =5HX| b2 Y R3S H|A =L CL
LS 0|E S¢li 3D XM ER|2 ZHEI 022X 4| T HUTH LUEE XH ZX|E sHFL/Ct

Unity 62| MZ2 7|55: gLl m|& 2IC Y
HhE HE|2|Y2| Diffusion Profile EH LHOM 810] ARtE|= HAIS H|O{BHLICH Unity 60lM= I| 5

AL S 74 M5H7| 2Ish Diffusion Profiled| 22 m2t0|E{ 7} 7= RASLIC

— DualLobe AT{|Z2] BtAl= IR BHO| 92 FEES AIEY 0| M50 |22l Mot 5to|2t0|ELt
O 22 59| R 2 HAE LI

—  Diffuse Power= T|2 X3 Z¢t I|5t M2tS 2= HE[Z[Z0M|M 30| HX|= SAS i dec.

Oz1gt HHIO|EE Chdet = 0| M D[R HE[2[HS O MHAAYA Ho|=5 LTt

—

Thick Object

C TN

I

Diffusion Profile Preview

Transmittance Preview

Unity 60l A= Diffusion Profile0il Th2t0|E{7F =ItH=| A& LICH
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@ | Shaders and materials |

First Lobe : Smoothness Second Lobe : Smoothness x 1.2 Lobe Mix 0.5

Dual Lobei= AtZ I|Ho| Alf|E2| BALS FAFILICE

Diffuse Shading Power = 1.9
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Q | HDRP water system | Shaders and materials | Forward vs Deferred rendering |

|_

[l

OIZ2 ClZ Ho|H & olZ AR AMES AHZSH=s HE[2[YALICH HIZE XM ER|E FII5HK|
o M HE|Z|Pat EHO| J2im 20| 2 C|HYS HEL|Ct.

J|EHOZ HZe Mol CHE QuMEN SHE| HAKRZ, HH 0|0|X (S HlZ) £ 3D QEHEC]

—— = 11—

MO|ZE == HE(MHAl T2 2 FHELICH

Decal Projector AEHE = O|Z MZHofl AFE|= 7|2 EQLICE O] AXHER HjZe| 37|, @A, J|E}
OT2ME|ISE XY 5 ASLICH

Start Fade2t Draw DistanceZ {2|0]| IHE 2| 7tA|dE HO1E = AELICE Angle FadeE
2ototH HEA LHO| CiSt |2 Weks 7|EQ 2 HZ e Ho|=0tRe dF e = ASLICH

HiZS ALEoIHE Al & 2{0] J2HI(E|E D2(74LY, Hteat 7|A|2| Ot2E B2S EHSHAL, Xkt A=0
EO|Lt ASTE FIIot= S Cidet HYUS & = ASLICH

HIZE ClEYS 27t 4 AL,

Unity 6.101l A= Shader Graph& THE H|Z0

|
HEZ, 72 2, Rl 22 HA 21t S0 Z2 XY 2E UE
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AO|: HIjet HE

Hair M|0|5 EE= Hair Shader Graphi= HDRPOIA 2t RIS ARSI | T AR HOE A EY
UA&LICE Hair MO| 2t Hair Shader Graphe= AMAIXQl REh S 3HE oS 7| 9|3l 31|0] FE’Et= 0|0 E
AbgeLCt.

2|
HE=

Hair Master Stack2 2 at 2Ijof| AFR2E 4 Q!

2t 80 FtE= HE|Ftete] M2 CHE SHE LIEFELILE BHEE o0 FIEE AL835t= 2, = AI-MAM
FoIM o M2 HO|EE 52 = HEHOF gLCt.

T 7HK HE2[E RAS XHFLICHL

rr

Approximate Material Type: 0] 2 HE|2|Y R¥ 2 &0 Ft= X|2H| E 2|0 HelstH
Kajiya-Kay 810 22 7|80 2 BIL|CL 0| RS ALRY mj= Wo| Z SHH0l| UH Fragment
UHAEC| 285 ZTHsfoF FLCH

Physical Material Type: 0] 22 HE|2|¥ R Jt= Y EO|Lt & HEQ Ha|Z XM E2|
HetstH Marschner 8|0 222 7|80 2 BtL|C} 0| RES BE T 2HAof| XEtetL|ct.

Ha|Z 7ldt DY o Hustn AMMAMO|X| T B2 AlA 2| AATE @ TEILICE WA HiQl FHRIELE
DEZX 22 x| HEELICt Physical Material Type2 CHE A2tz X|8H0] M2 Lo A2
MMl Yl M5 22 A|Z2|0| MEFLILCY
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@ | Shaders and materials |

Unity 6.12| 22 7|s:

— High Quality Line Rendering: 7| & stE4|0] 2{AESIE gf2 ME ACistH S| ZLat
ool He|ojAat HE EXTH L = JSLICH High Quality Line Rendering2 O Lt2
SHTO CLE|WE O A S 2tE IEE M ALY S MSELICHL XbAE LI82 nEX M #HE

MES XS R.

aal

—  Screen Coverage LOD Mode: 0] ZE= A321 Z7H0| A AtX|st= HAO| w2t AE e Ha|Z

& SHOE 20| Y5 FELICh

CEg o 845, HFE 52, QEld2|ofd S

KpMIEE L8 2 22 2l 2T 7|& XtE HIO|X|E HZSHMIR. Unityoll A ZEo|Lt 2| 4F0| X SolztH
LS AIZH[0]4 AZSH |2 B A|ARS AESH 2AQ.

Hardware High
rasterization quality lines

High Quality Line Rendering2 Cf LI2 SHEZe} QtE|¥2|0j Q2 A gLt
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oMot

mto|=2tol o Mlofl A HDRPE MAE iff 25 Rendering®l = Lit Shader Modes E{ A& stA| ElLCt,
Deferred, Forward, Both 0] MEier &~ QIEL|CH 2F SM2 mo|Z2Ilof|A XM EZ|o ZHEZ
Mgst st A ap 2 El A ol #licizl A28 LHepHL|CE

—_
£ Project Settings

Adaptive Performance

HDRP Global Settings
Audio

Editor Frame Settings (Default Values)
Graphics
HDRP Global Settings

Camera

Rendering

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

7|2 HDRP ¥F
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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

QIKIKIREIRICISIR
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Q | Forward vs Deferred rendering |

dAHE B2 HLEDOIY

Lit Shader Mode0f| A Forward == Deferred=S MEHSIHO] 7|2 22

o

i

EE MdFgLict.

HDRP= R¢40| £0tA BothE MEHE & /JUESLICE O] SM2 A2IH CHE 29| 220 ot #HIHZ
ZZE METH OIS FIHZHER ALY ZZ2E Q20| EELICE J2{L} o] HAlZ AHE6HH GPU H|I22|7t
O o] AQEL|CH CHEES AL Forward == Deferred = StLIE ME{SH= Z40| Z&LICE

—  RZE7H2te 7|2 MBS HZSH2{H HDRP Default SettingsZ 0|535t0{ Default Frame
SettingsE A&LICL O 7|0l A= Camera, Baked or Custom Reflection, Realtime
Reflections S ™ =+ JSLICH

Rendering 1&2| Lit Shader Mode0|A| HIC{Z A2 S MLt
—  E¥ 7io|2tol| cigt MY E 2H2t0|=5t2{H Custom Frame SettingsS MEigL|Ct

T3 C+2 Rendering 1 &0 A Lit Shader Mode?| HICIE AEE @t{2t0| =6l HATILICE

Bt v Camera

Projection
Projection Perspective
Field of View Axis Horizontal
Field of View D 86.5502
Physical Camera
Clipping Planes Near 0.01
Far 30000

Rendering
Allow Dynamic Resolution
Post Anti-aliasing Temporal Anti-aliasing (TAA)
Quality Preset Medium
Sharpen Strength
History Sharpening
Anti-flickering
Stop NaNs
Dithering v

Culling Mask Everything

Occlusion Culling v
Exposure Target None (Game Object)
Fullscreen Passthrough
Custom Frame Settings
Frame Settings Overrides
Rendering

v Lit Shader Mode Deferred

FtHate] HAY majY MY 4H
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Q | Forward vs Deferred rendering |

AEE Z=20f thet AbMlet LE

HE 227t o{Y A ZS3H=X| 0|si5HH Lit Shader ModeZt o[ Z2[Qloj| A CHE MFofl ot
|XI=X| oefg 4= ASLICH

08 T
Ql
fjo o
a

Z9jc ALY
E9IE LYol JeHTl Fto s B9I0| XQUERIS HHYAR SEBLICL HEAL O Lot
DA IRIE EE M AESHS A kRl ACIYEID AF 0|0|xIS YA BLIC

2} QENE = ot tHof| SLA O2jEiA APIZ HEELICH Z/E HEZ2 2t 20T 2|AA 8
ADBtL|CE Mof| 20| BE4F dET AlZt: Z2o{FLCH

’ . lighting
d : M @ ‘ pergls)jsect

. Output
- @ . (Frame Buffer)

3D mesh vertex geometry  fragment
shader shader shader

DS

E9IE LY Mo TAVN PG SR 22 Y 2EFE of2f Folo| T Y
YL QHEZ QS QU 4 002, YT} QEHET} YO A57r cafd 4 et

7|& ZYE UG E2| HDRP= EE dG2{of| H 7iX| E 242 HYUSLICL OIE S0 LENE
HE|2|HE StLie| THAOAM of2] 2 S e R otn W SLICHL JH|E S5t 4N =
2| AAE O] A5tz ZEMAQLICE 450| ER2% 42 CIHE MO|Y S il AHEdt= A0|
=AL|CH

== .
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ClH= Hojg 3=
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geometry
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HEE Attt

X AHAF
= So,

ClHE= MOIEE AHE
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Specular
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pass

ELI=S
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o
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Reflections

YgLICE O] A E ofE
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B, 02T, Y

o
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Lit Shader Mode®| Y ZZ= ZUXIIE QHE[BE[0] LS ALY HHZ0M SZLFRT 2o
glof= Aol IS ELICH HDRPOIM = HIZ S HR0| meh R 7HK| QE[H2|0fd J7|=S A8
UASLIC.

MSAA(ZE| S SrE[E2|0{d)

MSAA(ZE| HZ CFE[22[0]4)= PC HIOIH AtOJofl A 22| AL &= QtE|H
HE Z22o EM2|E UEE UFE StESO 7|20|H UnitydlME £
CHE 22| A& GPUE 2X, 4x, 8Xx MSAA MEE X|gtL|Ct.

Rendering
Color Buffer Format R1EG1EB16ATE
Lit Shader Mode Forward Only
Multisample Anti-aliasir 7 None
Motion Vectors MSAA 2x
Runtime Debug Dizplay MSAA dx

] 5 : MSAA Bx
Runtime AQW AP|

ghMstEl mo| 2ol of| Mol A Lit Shader ModeE Forward Only2 HAEL|CE 0/0{A] Multisample

Anti-aliasing Quality0il A MSAA 2x, MSAA 4x, MSAA 8x & dILIS MEHBILICE, Zto| 242
QE[ME|| M2 INME K|t 2= =2{TL|CH
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@ | Forward vs Deferred rendering | Anti-aliasing | Post-processing

o
[
=

MSAA 20| H&& o|o|x|

Chaat 22 Hefolls Folsth Q.
—  MSAAE M XM EZ|E HAKX HE 2 MYSHE TIT = Mol GHI S ete|X| gELICt

IEtM ClHE MO|ES A8t ZAE T2 MY AE|ME|0{Y 7|&(0t2f &X) B SHHE
AtESHOF gL Tt
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MSAAE Z2|2 of|X| 2o g2k X2|5t7| WiZof HFer & e 5%
ME|2|Z0i| A ZAot= A0S LXIY = RSLITt o218t FOo| EX|7t EILHH MSAAS CHE
TAE D2 A QE|A2|0fd 7[#(OF2h) 2t Sl AtEdloF & 4= AELICE

TAE T2 M| QrE[AZ[0] 4

FtHEte] ZAE QIE|U2[0jY BT S SHME ZAE T2AY 7|HS 28l QEIE2(0d
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Q | Forward vs Deferred rendering | Anti-aliasing | Post-processing
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@ | Post-processing |
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| Post-processing |
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@ Anti-aliasing | Post-processing | Lens flares
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@ | Post-processing |
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@ | Anti-aliasing | Post-processing | Lens flares |
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Q Anti-aliasing | Post-processing | Lens flares
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@ Post-processing | Lens flares | Dynamic resolution |
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@ | Lens flares |
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@ | Lens flares |
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Q | Dynamic resolution |
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@ | Lens flares | Dynamic resolution | Rendering Debugger |
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@ \ Lens flares | Dynamic resolution \ Rendering Debugger \
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Rendering Debugger

Decals Shadows
Material Shadow Debug Mode
Global Shadow Scale Factor
Lighting Clear Shadow Atlas
Volume Shadow Range Minimum Value
Shadow Range Maximum Value
Rendenig Log Cached Shadow Atlas Status
Scene Camera Lighting
Main Camera Show Lights By Type
Exposure
BloomCamera Lighting Debug Mode None
Light Hierarchy Debug Mode Nothing
Light Layers Visualization
Material Overrides
Override Smooth
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 |
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ScreenSpaceShadows
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RecursiveRayTracing
RayTracedSubSurface
VolumetricClouds
VolumetricCloudsShadow
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| Rendering Debugger |
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@ | Rendering Debugger |

Rendering Debugger

Decals Common
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Engine Albedo
Lighting Attributes Normal
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Volume i i
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| Rendering Debugger |
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@ | Support for HDR displays |

HDR 23 2 & Ms}sl2{H Project Settings > Player > Other SettingsZ 0| 55}0] LIS MAES
gdstetig.

—  Allow HDR Display Output
—  Use HDR Display Output
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@ | VFX Graph support |
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Q | VFX Graph support |
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@ | Optimizations |
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Q | Optimizations |
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Q | VEX Graph support | Optimizations | Next steps
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Q | VEX Graph support | Optimizations | Next steps
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https://unity.com/kr/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.core@17.2/api/UnityEngine.Rendering.Vrs.html
https://github.com/Unity-Technologies/shading-rate-demo
https://discussions.unity.com/t/optimize-renderer-features-with-variable-rate-shading-in-unity-6-1/1605893/7

0| 7t0|E7} 0f2{ 22| ZZHE|M HDRPE &&%3t= Ol =20| =|Z HHEL|Ch O XpM|5| AmEe{H

Unity HubOilA 3D E Z2HES 12 2CE5HA|R. 0] 70| =0f| Ciet R ZO0|Lt I =80 QUCHH =

2B =00 & FA|7] HEELIC

o2

Ho
og 4

ATE E7HXEE B Sols] EM Q. Unity E27 L HDRP {HLIE| ZZOME AREX| ES
A&LICt

LIE|i= OtE| AEQL JHEX O A HA[ZE 2EIXE HEY 4= A= 2|19 ES HSsH7| 9l =5t
SLICH Al EEet 2tE S HEshs 22 ozl
=S Ho EMR.

—  ‘HDRPE FHek: =2 Y JefEA 7067 SHOMZ HDRP 7|58 2715t JAELICH

— 2EQI YO mo|Z2teloll A Oto| 20| Mt FR, O HO|A H|woh & # molZatel 2kl
7|5 Xt0| & #T{EH EELIC
—  HDRP 7|z Af=0|M oo Zafelo] BE 7|50 thet Athiet LHE S =elE & ASLIC

— OS2I AMNZMM 85 7S ¢let HDRP 2E S ZtA[5| LOLEAM K.

© 2025 Unity Technologies

267 of 268 | unity.com


https://unity.com/kr/releases/lts
https://forum.unity.com/threads/the-definitive-guide-to-lighting-in-the-hdrp-e-book-available-now-for-free-unity-2020-lts-ed.1221465/
https://forum.unity.com/threads/the-definitive-guide-to-lighting-in-the-hdrp-e-book-available-now-for-free-unity-2020-lts-ed.1221465/
https://unity.com/kr/blog
https://discussions.unity.com/tag/High-Definition-Render-Pipeline
https://www.youtube.com/watch?v=yqCHiZrgKzs
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@12.0/manual/Feature-Comparison.html
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@12.0/manual/index.html
https://blog.unity.com/kr/technology/get-acquainted-with-hdrp-settings-for-enhanced-performance?utm_source=demand-gen&utm_medium=pdf&utm_campaign=render-with-quality-and-flexibility&utm_content=the-definitive-guide-to-lighting-in-hdrp-21-lts-ebook
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https://unity.com/kr/releases/lts
https://blog.unity.com/kr/engine-platform/new-hdrp-water-system-in-2022-lts-and-2023-1
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@14.0/manual/WaterSystem.html
https://www.youtube.com/watch?v=iGp1fpC-XA0
https://unity.com/kr/how-to#technical-e-books-programmers
https://unity.com/kr/how-to#technical-e-books-artists-designers
https://unity.com/kr/how-to
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